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94 Patriot Games 
After countless successful books and movies, Tom 

Clancy is launching an assault on the PC games 

business with his new company Red Storm Entertain

ment. We were invited to look at this exciting company's 

new games and to talk with the man himself. 

A (!.[g ~ casA~ la& wowed us 

~ with a Monkey Island game, but now gamers are finally 

getting what they want - the latest, greatest addition to the 

classic series. In this exclusive preview, PC Gamer meets the 

development team behind The Curse Of Monkey lslandfor 

the first look at what could be the best adventure game ever! 

112 Back for the Attackl 
Flying Nightmares 2 from Eidos Interactive isn't 

just another flight sim - it's a revolutionary new 

combination of real-time strategy and air combat. 

We've got the first in-depth look at a game that could 

forever change the way gamers look at both genres. 

·············• ------------------------------------------
Hardware 

213 The 
Hard 
Stuff I 

In this month's 
hardware section, 
everything you ever 
wanted to know 
about overclocking 
but were afraid to 
ask, plus an inside guide to the hardware showcased 
at the recent Computer Games Developer's 
Conference and, of course, reviews of the latest 
cards, controllers, and systems, and another batch of 
Tech Q&A. Co-ool! 
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38 Ouest for Glory V 
One of the most successful 
game series ever returns 
with the latest installment of 
Sierra's Quest for Glory 
chronology. 3D graphics! 
RPG elements! Multi-p layer! 
Can you resist? 

Scoops 

45 Total Annihilation 
The creator of the original 
Monkey Island games is 
back with a real-time strategy 
contender that's going to kick 
Red Alert's ass all over the 
map. Find out how! 

SO Close Combat 2 
PC Gamer's Wargame Of 
The Year has a sequel in the 
works, and Microsoft is going 
all out to improve on the 
success of the original. 
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Departments 

S6 Eyewitness 
Duke and Quake join forces; Douglas 
Adams reveals all about his new game; 
new developments at Westwood Studios 
and oh, so very much more in the only 
news section you need. 

238 Extended Play T. Liam McDonald 

This month, Tom concentrates his 
attention on the eagerly awaited Red 
Alert expansion disc, Counterstrike, and 
takes Jane's updated version of ATF up 
for a spin . 

242 The Leaming Game Heidi E. H. Aycock 

Can Curious George rea lly help your 
little ankle-biters learn and keep them 
entertained at the same time? Heidi has 
the answers. 

i!4S Multi-Play Jason Bates 

Quake Superheroes has taken over the 
PC Gamer office, and Jason shows just 
why this latest MOD has climbed to the 
top of a crowded pack. 

246 Alternate Lives Michael Wolf 

As the creators of Magic: The Gathering 
buy out the makers of Advanced 
Dungeons and Dragons, what does this 
mean for PC roleplayers? 

249 The Desktop General William R. Trotter 

The General goes head-to-head with the 
creator of some of the PC's greatest 
wargames to find out what his new 
venture has in store for us. 

2SO Sim Column Dan Bennett 

Realism? Or believability? Gamers are 
often confused about the difference, says 
our new Sim Column pi lot Dan Bennett. 

2!i2 Wolf Bites Scott Wolf 

He sure does! Say hello to Scott's new 
corner of PC Gamer, in which he rants 
about everything and nothing (hopefu lly 
more of the former than the latter). 

2!i4 Strategy Central 
Another mammoth tips section for you 
to devour, including playguides for 
Interstate '76, Theme Hospital, and MOK. 

27S Letters 
Got something to tell us? Don't sit on 
your hands, pick up a pen (or a key
board) and make your opinions known! 

288 Next Issue 
We've got still more exclusives lined up 
for you next month, and you can find out 
all about them here! 
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UJHD rnnnTs 
5DmE UJHnli? 

Shadow Warrior is here. Lo Wang. 

iii Rssassin. #1 Yakuza abuser. 

iii Freak fragger. iii mutant mutilator. 

iii reason to be scared of the dark. 

iii Son-of-a-Ditch. So sag Sagonara to 

all the ninja wannabes that haue gone 

before and put on your mmbat sandals ... 

Lo Wang is coming to the Land of the 

Rising Sun to tum out the 

lights. Shadow Warrior. 

The Zen is going to hit the fan. 

"Thl!rl!'s no doubt that Shadow Warrior 
crl!matl!s thl! compl!tition." 

liame51ice llleekl~ 



Lo llJilng™is 

~baduw Warrior· 



five got IOIINtll'Nt ........ 
In store for you this month. 
Jump Into the The co. and 
you'I .. a new llland )ult 
IICl'Ola the waters from ow 
own. That's the legendary 
Monkey Island- it may not 
look like much, but it hides 
treasures galore. How about 
an exclusive, playable demo 

of LucnArts' long-awaited sequel to the 
original Monkey Island games, The Curse 
of Monkey lsland1 And if that's not 
enough, for a mere $20 Ito LucuArts, of 
course), you can own your vsy own 
copies of The Secret of Monkey Island and 
Monkey Island: LsChucKs Revengfl. That's 
about 25 percent of their original costs! 

Of course, we haven't forgotten all 
the other demos that make The CO the 
best place to experience new games. So 
what are you waiting for7 Get cracking! 

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. 

A 8do1 lrttenettve 

303 Secnmenlo StrHl:OSa, Francisco, CA 
1411100Tlpl.i'M;: (900)288-GME 
Compos.,..,.: GO GAMEAPUB/AOL: 
KeywonlUSGOLO 



\M1M2 
\X-COMD~1 

Kain \KAINDEMO 
\DCDEMO 
\CARMDEMO 
\FA18DEMO 
\TIMEDEMO 
\ODDBALLZ 
\OUTPOST2 
\PWDEMO 
\FRAGDEMO 
\CRUSH 
\TENPIN 
\YODADEMO 
\OTRDEMO 

\SR3DDEMO 
\MONKEY 
\PALACE 
\AOL 
\PATCHES 
\REDALERT 

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 Garnets 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 (4151 468-2500 (between 
the hours of 9 a.m. and 5 p.m. PST) to 
have The CD mailed to you for only 
S7.95 shipping and handling. 

Disc Editors' Note 
Technical support for the PC Gamer CD 
can be found online at http:/ !support. 
imagine-inc.com. You will also find a CD 
FAQ (Frequently-Asked-Questions list) 
on our web site at www.pcgamer.com. 
If you have any suggestions or com
ments for the CD, write us at: PC Gamer 
CD Editors, 150 North Hill Dr., Brisbane, 
CA 94005. 

MONK1_2.EXE 10 DOS 
INSTALL.EXE 13 DOS 
KAINDEMO.EXE 14 WIN95 
SETUP.EXE 14 DOS 
SETUP.EXE 16 DOS 
SETUP.EXE 16 WIN96 
_SETUP.EXE 21 DOS 
SETUP.EXE 21 WIN3.1 
SETUP.EXE 23 WIN95 
SETUP.EXE 24 WIN96 
SETUP.EXE 24 DOS 
SETUP.EXE 29 WI 
SETUP.EXE 29 WIN95 
VODADEMO.EXE 29 WIN96 
OTR31.EXE, 30 WIN 3.1/ 
OTR95.EXE WIN95 
SRD3SW95.EXE 30 WIN95 
SETUP.EXE 32 WIN3.1 
32PAL_30.EXE 32 WIN3.1 
SETUP.EXE 32 WIN3.1 
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nee again, that lovable lug, Guybrush 
Threepwood, has stumbled into the 
path of the evil zombie captain 
LeChuck and his villainous gang of 

undead pirates. LeChuck's working hard to 
make the beautiful heroine Elaine Marley 
his precious bride, which is something 
Elaine's not too keen on. Guybrush, of 

Company: LucasArts 
Tech Support: (415) 507-4545 
Release Date. Available Now 
Category. Adventure 
Required : 386; 4MB RAM. 24MB hard-drove space; 
VGA; Mouse 

Install. \Ml M2\MONK1 2 EXE 

Y
es, you heard right. Those classic, 
hard-to-find games, The Secret of 
Monkey Island and Monkey Island: 
LeChuck's Revenge, are on this mon

th 's CD ! For a paltry $20 fee to Lucas
Arts, you can unlock both games and 
play them to your heart's content. 

Here's how you unlock the games: 
First, run the prog ram MONK1_2.EXE in 
the \M1M2 directory on The CO. Cl ick on 
" Next" to get past the introduction 
screen, and fil l out the reg istration fo rm 
that appea rs. Cl ick on "Next" when 
you're fi nished, then again to acknowl
edge your order of the Monkey Island 
games. Finally, you ' ll fil l out the next 
screen w ith you r credit card number and 
order info rmation. Don't worry, this infor
mation is completely confidentia l, but 
you can also click on "Pay via Check" to 

course, wants her for his very own, so he's 
trying desperately to keep her from the 
clutches of the foul-mouthed, uncouth 
scourge of the seas. 

The demo opens with Guybrush 
adrift in the sea, and as he recounts his 
tale, you take part in it. Suddenly, you'll 
jump back in time to Guybrush's capture 
by the nefarious LeChuck; you gain control 
just as he's thrown in the hold. 

The interface is pretty standard fare 
for a graphic adventure. Move the mouse 
until the cursor turns red - that means 
you're pointing at an object that can be 
manipulated. Click and hold the left mouse 
button, and you'll see a menu of options. 
To choose an option, just drag the mouse 

send a check to LucasArts rather than 
send information over the 'net. 

Continue following the prompts, 
and you'll reach a screen that prompts 
you for your payment method. You can 
pay in any of four different ways: The 
first is via the Internet, which requires a 
SLIP or PPP connection . Using an 
encryption method, your credit card 
number will be sent through, and a sig
nal will reach your computer that will 
automatically unlock the software on 
your machine. If you have a modem, but 
no Internet service, you can still unlock 
the games online. Your modem w ill dial 
a toll-free number, then proceed the 
same way as via the Internet - w ithin 
seconds, the games will unlock automat
ica lly. You can also order by phone by 
calling the number provided. The opera
tor w ill give you the code you need to 
unlock the game, and you can start play
ing immediately. Finally, you even can 
order via fax using a credit card or 
check. When Release Software Corpora
tion receives you r info rmation, they will 
contact you to un lock the games. 

Once you get the games unlocked, 

cunior over It and lat go of1he6utton. Th8 
hand icon performs an action, IUCh • tak
ing, pushing. or operating aomelhing. 'rhe 
parrot Icon wiH talk, bit&, taste, or blcM on 
an ot,Jeet. depending on the circum
stances. The skull lets you examine an 
object. If you want to access your inven
tory, just click the right mouse button to 
bring up the inventory screen. You can 
look and manipulate the objects in your 
inventory Just like the ones in the main 
game screen. If you want to use the object 
on another object, tap the left mouse but
ton on the object you want to pick up. The 
cursor will change to a picture of the 
object you've picked up, and then you can 
click on another object in your inventory, 
or move the mouse to the edge of the 
screen to close your inventory and use the 
object on something in the main window. 

When you converse with someone, 
simply choose your response from the list 
that appears on the screen. You'll have to 
do some fast talking, subtle thinking, and 
logic leaping to get yourself out of 
LeChuck's clutches, and you'll meet some 
interesting conversationalists in the pro
cess, not all of them human! The demo 
gives you a taste of the hilarious adven
tures in store for Guybrush, and you'll 
have to solve a few puzzles to get him out 
of captivity. Once he escapes, the demo is 
over, but the adventure's just beginning! 

it's a simple matter of locating them in 
the \MONKEY\MONKEY12 directory, 
choosing which game you want to play, 
entering that directory, and executing 
the file MONKEY.EXE (for The Secret of 
Monkey Island') or MONKEY2.EXE (for 
Monkey Island: LeChuck's Revenge) . 





play that gets 
ur heart racing, your hands sweating 

and keeps you short of breath. Well, 
thanks to Blue Byte Software, (makers 
of such classic games as Archimedean 
Dynasty and The Settlers II Gold 
Edition), That's all about to change ... 

Extreme Assault proves that, after 
producing award winning titles in the 
Strategy, RPG and Adventure genres, 
Blue Byte also knows how to cut the 
mustard when it comes to arcade
styled, fast-paced intense action games. 

Set in a futuristic theater of war, 
Extreme Assault guides the player 
through six totally different operation 
zones, each sub-divided into multiple 
missions requiring the completion of a 
variety of exciting tasks. Objectives 
range from destroying all the enemy 
units in a given area, to rescuing 
hostages, defending towns, pulverizing 
hidden bases, and even engaging alien 
forces! 

At times you'll also find yourself in 
restricted quarters and have to transfer 
from your lethal Sioux AH-23 attack 
helicopter to the awesome T-1 battle 
tank. Each vehicle is heavily armed 
with a vast array of weapons ranging 
from Laser Guns and Guided Missiles, 
to enormously powerful Smart Bombs 
and Thunderbolts. And I haven't even 
mentioned the graphics! 

Enjoy spectacular MMX"'enhanced 
transparent effects induding 
holograms, explosions and 
laser barriers! 

Strike the enemy hard and fast with a powerful 21st century attack helicopter 
and state-of-the-art battle tank! 

Fight many short intense missions 
that will keep your adrenaline 
pumping for hours on end! 

All of the action is viewed in spectacular 
3D, either from your virtual cockpit or 
from the outside of the craft, with 
incredibly colorful graphics and superb 
special effects. Extreme Assault runs on 
a 3D engine so advanced that you can 
enjoy this finely detailed world without 
an accelerator card. The realistic sound 
effects and CD audio track further 
enhance your immersion into this 
exhilarating and treacherous world 
created by Blue Byte. 

Bottom line .. . Extreme Assault is 
THE 3D intense action game for the PC! 

Matt Broughton 

Product Information Number 107 

EXTREME INFO 
To experience the intense action 
for yourself, coll (800) 933-2983 and 
gel a FREE playable demo. 
Mention source code # PCG797 

Next Month: Exciting details on 
The Extremely Cool Sweepstakes. 

Blue Byte Software, Inc. 
870 E. Higgins Road, Suite 143 
Schaumburg, IL 60173 
Phone (800) 933-2983 
Fox: (847) 995-9956 

Available: Summer 1997 

© 1997 Blue Byte Software. All righls resemd. 
' Extreme Assault" is a trademark al Blue Byte Software. 
•~ • is a trademark al Intel. 



he aliens are back, and they're looking 
for more action - and who better to 
give it to them than X-COM, the spe
cial force of elite troops formed to deal 

with extraterrestrial invasions? 
The demo gives you one full tactical 

battle inside a business structure. Your 
job is to clear the building of any and all 
alien presence. If you can manage it, it's 
better to stun the aliens than to kill them 
- live aliens can be taken back to the lab 
and studied for clues to their weaknesses. 
As in the first two X-COM games, you can 
play the game in turn-based mode - or 
you can try the new real-time mode, 
which requires quicker thinking. As you 
move your forces, the aliens also move, 

which means you could 
come into contact with 
them at any time. When 
you encounter an alien 
while playing in the real
time mode, the game will 
pause, giving the option 
of centering the screen 
on the creature. You can 
give your units orders 
while the game is 
paused, but they won't 
act on them until you 
start time moving again. 

The turn-based 
mode works very much 
the way it did in the older 
games, and it's less demanding than real
time, so we recommend that players 
who've never encountered the X-COM 
universe try this mode first. Also be sure 
to make use of the double-click; when you 
see a red flag appear over a squad mem
ber's portrait in the control window, you 
can double-click it to center on the alien 

that has just popped up in that squad 
member's view. If there's more than one 
dot in the flag, it means your soldier sees 
more than one alien. Clicking the flag will 
cycle through all the aliens in view. 

The game's complex interface can 
be a bit confusing, so use the diagrams 
here as a reference. You can also discover 
the function of each button by resting the 
mouse cursor over it for a few seconds; a 
text balloon appear and tell you what the 
button does. For some detailed informa
tion on how to play- plus some essen
tial tips for both the real-time and turn
based modes - check out the README. 
TXT file copied to your hard drive in the 
IAPOCDEMO directory. You can also find 
some keyboard shortcuts for many of the 
commands in the game. 



Company: Activision 
Tech Support: (310) 479-5644 
Release Date· Available Now 
Category: Action 
Required. Windows 95; Pentium 100; 16MB RAM, 

SVGA 
Install: \KAINDEMO\KAINDEMD.EXE 

Y
ou know how it is ... when you're 
murdered by villainous bandits, all 
you can think about is revenge. 
That's how Kain feels, until he's 

given the chance to wreak vengeance by 
Mortanius the Necromancer. Now Kain's 
a vampire, scouring the countryside in 
search of the men who killed him. To 

m ight just give X-Wlng w. TIE Fighter a 
run for Its money! 

The demo contains one single
player arcade game, timed for four min
utes, and a single-player campaign game 
of two untimed missions. You can also 
play a multi-player round over a local
area network with three opponents, 
timed for ten minutes of combat. The full 
game will contain more than 50 single
player missions, and multi-player sup
port for as many as six pilots. 

Some of the con
trols in Darklight Conflict 
are different from other 
space combat games. 
For example, to raise 
your shields, you have 
to press and hold the fire 
button - which, of 
course, means you can't 
fire your weapons while 
your shields are up. 
You'll encounter some 
other quirks, so check 
out the control keys 
listed here before you 
hop into battle. The con
trols listed are for the 

stay alive, he must suck the blood of 
enemies and innocents alike. 

You play the game using the key
board. Use the arrow keys to move, and 
press the Alt key to attack an enemy. 
When the character you're attacking is 
nearly dead (he'l l start to sway in place), 
press the Control key to suck his blood. 
That'll raise the level in Kain's vial, 
which indicates his health. If it runs out, 
he perishes (who says the undead can't 
die?). The Control key also acts as the 
general action key. Many spells exist in 
the game, and pressing the Spacebar 
will cast the one you've readied. 

The function keys access more 
detailed information about Kain. F1 
brings up the weapons, spell, and armor 
inventory screen. F3 gives you the quick 
spell menu for selecting your spells, and 
F4 does the same for inventory objects. 
You can zoom the camera in and out 
with F5 and get a bird's-eye map by 
pressing F6. The Options screen pops up 
when you press F7. Press Escape to quit 
to the main menu. 

In the demo, you can explore a little 
bit of Kain's world, battle evil creatures, 
and even sacrifice the innocent villagers 
to fulfill your blood lust. Eventually, 
you ' ll encounter the bandits that took 
Kain's life, and that's when the story 

keyboard only, so if you' re going to use 
a joystick, take at look at the 
README.TXT file copied to your com
puter (in the \DCDEMO directory) to see 
what you' ll need to know . 

•••••• 

really starts. The full version of Blood 
Omen contains many hours of gameplay 
and hundreds of creatures to battle. You 
can play in high-res mode (640x480), 
and you'll even morph into other vam
piric forms - a wolf, a bat, and even 
mist (for floating through cracks). You' ll 
have more than 20 spells to cast and 
more than 25 minutes of full-motion ani
mation to accompany the epic story. 





his is a racing game with no rules 
and no regulations; just smashing, 
bashing, bloody, and gruesome fun. 
Your goal is to win the race, and if 

that means running over innocent pedes-

Company. Graphic Simulations 
Tech Support: (972} 386-7575 
Release Date: Available Now 
Category: Flight Sim 
Requ,red Windows 95, Pentium, 16MB RAM; 
16MB hard -drive space, SVGA, Mouse 

Install : \FA18DEMO\SETUP EXE 

G 
raphic Simulations has developed 
computer flight simulations for the 
Macintosh for a long time. Now, 
with its latest foray into the world of 

fighting jets, the company proves once 
again to be a master of the computer
ized flight engine. Hop behind the cock
pit and take it for a spin, and you'll see 
what we mean. 

Like most air combat simulators, the 
game is rather complex, so most of the 
space here is dedicated to the control keys 
you'll need to know. Although you can 
play with the keyboard, we strongly rec
ommend using a joystick for more realism. 
Even more commands are listed in the 
H3DOCS.RTF file that's copied to your 
hard drive (in the \PROGRAM FILES\HOR
NET 3 DEMO directory). You might want 
to print that file for easy reference, since it 
also contains some helpful clues on get
ting through the demo, which lets you fly 
over the Hawaiian Islands in a training 
mission. The full version of the game con-

trians and hitting 
the other race cars, 
so much the better. 

Use the 
numeric keypad for 
control - 8 is your 
accelerator, 2 will 
brake and reverse, 
and 4 and 6 steer 
you left and right. 
Pull the hand-brake 
by hitting the 
Spacebar, and if 
you find yourself stuck upside down, hit 
the Insert key to right yourself. If you 
take a lot of damage, you can hit the 
Backspace key to repair your car. The 
controls are configurable in the Options 
menu, in case you'd prefer to use a 
joystick (which we recommend). Either 
way, make sure you're comfortable with 
whatever you choose, because the 
deaths of hundreds of pedestrians lay in 
the balance. 

The demo is timed, but that's okay 
- you'll have plenty of fun running over 
anyone and everyone. You'll gain more 
time for each pedestrian you take out. 
You can win the race in any of a number 

tains 28 scenarios in the Middle East, 
multi-player support, and a comprehen
sive online multimedia training guide 
developed by an active naval aviator. 

of ways: Kill every pedestrian on the 
course; kill all five of your driving com
petitors; or, if you want to do it the hard 
way, you can even race around the track 
and make it through all the checkpoints 
- but there's no bonus for artistic 
expression in that strategy! 

The full version will also support as 
many as six players over a LAN or the 
Internet, or two players over direct con
nection or modem. It also supports five 
different multi-player modes, so you'll 
never get bored of racing in any number 
of ways. One warning: If you're repulsed 
by animated bloodshed, you might want 
to take a pass on this one. 



Don't just dream about it, check out 
WWW.EPICGAMES.COM to find out more. 









ove over, Tamagotchil Not exactly a 
game, Oddballz is more of a desk
top pet. You start with an egg, 
which will hatch and grow into a 

very unusual creature. The fun part is that 
you get to train and nurture your pet in 
lots of different ways. The pet can also be 

used in a screen-saver 
mode, where it'll roam 
around playfully on your 
screen. As the pet grows 
and learns, it will 
develop its own habits 

i----------1 and a personality all its 
own. Part of that person
ality is determined by 
how you treat it, so be 
kind to your digitized ------1 companion - you don't 
want an abused creature 
wandering around on 
your computer, do you? 
You can take care of 
your pet by petting it, 

_.-,-----1 and feeding it treats. 
You can even train it do 
tricks! Just use some 
positive reinforcement 
and lots of love. 

This demo is actu
ally an Oddballz adop
tion kit; if you become 
attached to your little 
friend, you can adopt it 
by ordering the full ver
sion from the develop

ers, P.F. Magic - simply call (800) 48-
ADOPT with a credit card handy or head 
down to your local software store. It 
costs a mere $19.95 to have this cuddly 
little animal live in your computer. This 
will also give you full access to all the 
toys and other objects you can use with 
your pet. P.F. Magic has also put out 
Oogz and Catz, two other desktop pet 
programs with more traditional, but no 
less adorable, household pets. 

/me Warrio,s is molded after the clh
slc 3D arcade fighting games, with 
big, impressive graphics and lots of 
bloodshed. You play as an immortal 

fighter who has returned from The Big 
Cataclysm of the year 2000, an event 
that left the Earth in shambles. Each of 
the fighters in the game represents one 
of the great civilizations in history, such 
as an lncan warrior or a medieval knight. 
Each can perform a wide variety of 
moves, using weapons and hand-to
hand combat, along with the usual magi
cal abilities. 

Our demo includes two of the ten 
warriors available in the full game. You 
can play as Shodan, a Samurai warrior, 
or lz-Baal the Sultan. You have the 
option of single or two-player mode. Be 
sure to choose the type of controller you 
want for either side by pressing the 
Options button from the main menu. 

SPECIAL NOTE: For Time Warriors to 
work properly, you must install the 
game to the C: drive, and you must use 
the maximum (39MB) install (called 
uMaxi" on the installation menu). The 
demo will actually install 33MB on your 
hard drive, not 39MB. 

"Heyyy mon ... the City's swch o downer ond The Mon is olwoys 

getting on yowr cose ... we've been picketing the lwmber yord 

becowse whh, lwmber hos rights too ... bwt the neighbors ond the 

cops ore olwoys bringing their wptightness orownd yow know, so to, 

whhh, cownterod the bod vibes we jwst get owt the 

ond sook the neighborhood in good vibt , 

oll good stwff mon ... we're like giving swpr 

thot ore getting hossled ... onywoy, 

osk the kids, mon, they love it ... 

HEY, ff''S YOUR crrr ... 
DEAL WrrH rr. 
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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 lightening-fast redraws, main 

view in a window capabiliry, 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 
:~ ......,;;,.._ _______ internet play! 

Our course designers have given even 

more attention to detail including new 

water reflections, improved textures 

and enhanced sky backgrounds. 

•••••• 

Phone Toll-Free 800.800 .4880 • Fax 801 .359 .2968 
Website-http://www.AccessSoftware.com 
Available for the PC 
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lerihe
l8bll'aidlcnowiia 
a amall group ~Wumans 18ft 
orbit 1n a lalt-cllllch effort to.....

the human race. 1118V tumecl their colony 
ship toward. nearbv llar system In the 
hope of finding a habitable planet. 

When they arrived, they founded a 
colony known as Eden and began remak· 
Ing it in Earth's image. Other colonlSIS 
didn't think Earth was such a great thing 
to recreate, so they split off and formed 
the colony of Plymouth. Now, both 
colonies struggle to suivive, and new 
threats constantly appear that might still 
bring the extinction of the human race. 

The demo contains two missions -
one for the Eden colony, and one for Ply
mouth. In the Eden mission, you have a 
set objective: evacuate your current 
colonists to safety before lava from an 
erupting volcano can wipe it out. You'll 
need to load up your transport trucks and 
construction vehicles with the right equip
ment, and move them all to a mining bea
con north of the colony. 

The Plymouth mission is much more 
open-ended - as in the original game, 
your task is to simply expand the colony to 
your heart's content. You have a limited 
time, but your main task is just to keep 
your colonists alive and happy. 

The two examples of gameplay 
demonstrate what you can expect to see 
in the full version of the game. Not only 
will you have the SimCity-style task of 
building your colonies, but you'll also face 
designated objectives and even combat 
scenarios. The game is played in real-time, 
so you can see exactly what's going on at 
every moment. 

For information on how to play the 
game, consult the online help. It's quite 
comprehensive, and it'll tell you exactly 
what you need to know. It'll even give you 
clues and a complete walk-through for 
both Plymouth and Eden missions. Most 
of the game is played entirely with the 
mouse - click a unit, and you'll see infor
mation about it in the window on the right. 
You can also see command buttons on the 
right for performing special commands, 
like moving or self-destructing. 

The demo also contains one multi
player scenario, so you can try playing 
against as many as three of your friends. 
The full version will support six people 
over a local area network or Internet 
connection, and two can battle it out 
using a serial connection or modem. The 
full version will also contain a detailed 
story based on the Outpost universe. 
You can see a sample of the story in the 
online help. 

"THIS CITY'S BEEN GOOD TO ME. 'CEPT FOR THE FEW TIMES I HAD TO USE A 

LITTLE CEMENT TO DROP SOME STUFF IN THE RIVER ... BRING A FEW TENANTS 

ETERNAL PEACE...WHATEVER. NOW, YOU'RE GIVING ME PROBLEMS OVER A FEW 

DOLLARS. PLEASE ... ! GOT A JOB TO DO ... PEOPLE TO SEE, HITS TO MAKE. YOU 

SCRATCH MY BACK AND I'll SCRATCH YOURS, GOT IT? BUT, YOU STIFF ME AND 

YOU'LL BE A STIFF. YOU MESS WITH ME AND YOU 

UNEXPECTED CASE OF LEAD POISONING. 

NOW YOU WANNA PAY UP OR GO DOWN ... ?" 

HEY, IT'S YOUR CITY ... 
DEAL WITH IT. 
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ou are Blake Hunter, a man with an 
instinct for survival and hands that 
can kill . Aliens have kidnapped Blake 
and sent him to another planet, and 

now he's got to fight his way through 
level after level of vicious monsters and 
pesky aliens, while keeping an eye peeled 
for a variety of useful inventory items. 

Perfect Weapon has lots of sur
prises in store for unwary players. Take 
a look at the command keys listed here 
to get the basics, but remember that the 
keys can combine to create special 
moves. Those bug-eyed monsters had 
better watch out, because Blake can do 
things that would impress even Bruce 
Lee! Take a look at the README.TXT file 
located in the \PWDEMO directory on 
The CD for a list of some of the special 
moves Blake can execute. 

You'll also find plenty of items to 
use while you wander around. One of 
them is the radar map - find it, and you 
can hit Tab to bring up a map of the 
area. Don't rely too heavily on it, though, 
because there are secret areas that won't 
always show up on the map. 

The full version of the game con
tains more than 1,500 locales in five dif
ferent worlds, and many more creatures 
to fight. Also, each level will give Blake 
another super-special move you can dis
cover and use. With their own propri
etary Behavioral Artificial Intelligence 

(BAI) technology, the enemies learn your 
fighting style and come up with counters 
for it, so you'll need all the moves you 
can muster, mister! 

-------------------------------------------••········· 

Company: lntcqilay Productions 
Tech Su11porl: (714) 553-6678 
Release Date. Available Now 
Category· Strategy 
Re11uired: 486DX2/66; 8MB RAM, 35MB hard-dnve 
s1iace; SVGA; Mouse 

Install: \FRAGDEMD\SETUP.EXE 

I 
n the future, population control has 
flown out the window, and just about 
everything on Earth is owned by Tetra 
Corp. When the mega-conglomerate 

opens up Sector K240 for colonization, 

' Your co lony starts off small, but as you play, it'll grow 
larger and larger. 

it's a new lease on life 
for the human race -
now we have a chance 
to expand our shrink
ing living quarters. But 
scout ships are myste
riously disappearing, 
and there's fear of an 
alien invasion. 

You must colo
nize various asteroids, 
build living quarters 
for the general popula- ' 
tion and prepare your 
defenses in case of 
alien attack. Fragile 
Allegiance has six 
different alien races, 
and you have to watch 
them all. Some will 
ally with you; some 
will go to war. In any 
case, it's a survival of the fittest contest, 
and the victor will be the one with the 
most colonies, the most money, and the 
most missiles. 

The demo contains a new colony 
on one asteroid, an alien race on 
another, and a third asteroid for explo
ration. A tutorial will help fledgling play
ers. You should also check out the 
README.TXT file that's installed on your 

Pay close attention to the messages you'll 
receive. You access them by clicl,ing the 'T' 
button at the top of the screen 

computer in the \FRAGDEMO directory. 
The game contains pop-up help for all of 
the buttons - just hold down the Con
trol key and move the mouse over the 
button in question. You'll want to famil
iarize yourself with the controls, because 
everything is happening at once, and 
time is of the essence. 

The full version will contain much 
more than these three asteroids to 
explore. Digitized speech, full-motion 
video clips, and real-time discovery of 
asteroids will be at your fingertips. You 
can also set up negotiations with other 
aliens, and in a multi-player game you 
can plot and plan against as many as 
three opponents - or you could all band 
together to take on the computer. Either 
way, it's a game of quick strategy, 
thoughtful planning, and an arms race 
that makes the Cold War seem like sum
mertime in the Sahara. 



[Bass] 

[Bass on line] 

[On line Bass] 

look tor Trophy Bass 2's 
NEW Add-On Pack! 

S New Fish, S New lakes, & 
New Tournament Types. 

Only one experience comes close to the excitement of hooking a trophy-size bass. And that's landing a 19-pounder in 

Trophy Bass 2™, the most addictive fishing simulation ever. Now with Internet, modem and network play, you can compete with 

neighbors or in worldwide tournaments. Get tips from the pros. Select from thousands of realistic items- the gear, the lake, 

the weather-but be forewarned, you're the one who'll get hooked. 

Visit us at http://www.sierra.com, AOL, 0< Compuserve. To order Trophy Bass 2N call 1-800-757-7707 
01997 Sle<r• Ofl•Llne e and/Of .., designate tr4'demarks of, or lkerned to Sierra On-Line, In< . All Rights Reserved. 
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t's time for Luke Skywalker to learn to 
use the force and battle the minions of 
evil in another one of LucasArts' for
ays into the Star Wars universe. 

Using the same simple engine as 
Indiana Jones and his Desktop Adven
tures, Yoda Stories lets you play an 
entire action/adventure game in about 
an hour. You'll face fearsome creatures, 
storm troopers, and possibly even the 
Dark Lord himself, Darth Vader. 

The demo will lets you play one 
sample mission on the ice planet 
Neshtab. You start the game on 
Dagobah, and you must find Yoda to 
begin your training. Yoda tells you what 
your mission is, then you' ll go back to 
your X-Wing to fly to your destination. 
You control Luke with the mouse; click 
and hold the left mouse button to make 
Luke move in the direction of the mouse 
pointer; a green arrow at the edge of the 
game window means there's another 
screen you can move into. 

As you travel, you' ll find a variety 
of useful items. To pick up an item just 
walk into it , then double-click your 
mouse on it. To use an item, you j ust 
click its icon in the inventory, then cl ick 
again in the game window to use it . 

Naturally, Luke w ill face monsters 
and storm troopers in combat. To arm 
him, click on a w eapon in your inven
tory, then cl ick on Luke. To use the 
weapon, click the right mouse button, 
and he' ll fire his blaster or swing his 
lightsaber in the direction he's faci ng. 
Your health meter is the circu lar icon 
near the bottom of the screen. As Luke 
is injured, it will cycle from green to yel
low to red. When the red is gone, Luke is 
dead, so save your game frequently. 
You can forstall his death by finding 
health packs and food rations. Also, if he 
is suffering badly, there's a medical 
droid in the spaceport that will heal him. 

game that draws on strategy as well 
as pure brawn, Crush/ Deluxe looks 
a bit like football at first glance. But 
there's more going on here 

than meets the eye. The premise 
is simple enough: you've got 
eight ball bins and four goals. 
The object of the game is to find 
the ball in one of the bins, then 
carry it to the goal. Each side 
takes a turn, and at the start of 
each turn, another player trans
ports into the game. Players must 
avoid traps, and they can check 
other players to slow them down 
or get the ball away from them. 

When you start the demo, be 
sure to configure one of the 
teams as human-controlled. 
You'll also need to buy team 

members from the four races presented. 
You can have 88 many as nine players 
on YoUr team - but you have a limited 
amount of cash to fill the team out, so 
don't be surprised If you can't have all 
nine. Everything is controlled by the 
mouse, and the interface isn't nearly 88 
intimidating as it might look. Read the 
online tutorial when you begin, and for 
more clues, check out the REAME.TXT 
file in the \CRUSH directory on The CD. 

-------------------------••········· 

Company: American Softworl<s 
Tech Support: (800) 474-7595 
Release Date: Available Now 
Category: Sports 
Required: Windows 95; Pentium 75; 8MB RAM, 
19MB hard -drive space, PCI Video Card, Mouse 

Install: \TENPIN\SETUP.EXE 

I
t's hard to find a good bowling sim, 
but American Softworks' Ten Pin Alley 
brings the sport to the PC with humor 
and a unique style. In this demo, you 

can choose between two 
bowlers and play five frames 
of a game. The interface 
resembles the sw ing meter in 
most golf sims, but it's a little 
different, so pay attention: 

Once you've created a 
new player, you ' ll set up your 
shot by moving the bowler to 
his or her desired location. 
Now click and drag the aim
ing arrow to designate where 
you want the ball to go. When 
you're ready, click the mouse 
once anywhere inside the big 
meter on the right. Watch the 
green lights as they run 
around the meter - the faster 
they go, the more spin you're 
putting on the ball. When you 

think you've got enough spin, click the 
mouse button again. The lights on the 
left-hand side sequence upward; that's 
the power meter. When you reach the 
power level you want, click again, and 
the lights will move to indicate your 
release point, determining when the 
bowler will let go of the ball. Click when 
it's where you want it, and watch that 
ball roll. Remember, though, that if you 
choose Flo as the bowler, the lights will 
appear opposite, since she's left handed. 



valon Hill's new turn-based 
wargame takes place in the skies 
over northwestern Europe toward 
the end of World War Two, and 

it's up to you to be sure your side is vic
torious. Rather than fly the planes your
self, you'll command squadrons of air
craft in strategic maneuvers against an 
air force controlled by the computer or 
another player. 

The best way to get acquainted 
with the game is to follow the tutorial 
laid out in the README.TXT file you'll 
find in the \OTRDEMO directory on The 
CD. You'll want to learn what the con
trols at the bottom of the screen do, and 
how to most effectively control your 
craft. The basics are simple - merely 

Company. Elpin Systems 
Tech Support: support@elpin com 
Release Date: Available Now 
Category· Arcade 
Required: Windows 95, 486DX2/66, 8MB RAM, 
4MB hard-drive space; SVGA 

Install \SR3DDEMD\SRD3SW95.EXE 

R 
emember all the quarters you 
pumped into the Asteroids machine 
at the arcade? That same action is 
back with a high-res facelift in a 

Windows 95 incarnation known as Space 
Rocks 3D. Using state-of-the art technol-

determine the flight path 
of the currently selected 
plane, and press the 
spacebar to move it. If you 
have the opportunity to 
fire at an enemy, you can ,1 
click on him to do so 
(you'll know you can fire 
when a big red cross 
shows up on the enemy 
craft). A number next to 

The dogfights are out-and-out furballs. Keep the enemy off your tail, 
or you ' ll go down in flames. 

the cross will give you a percentage of 
accuracy, so make sure you don't waste 
your precious ammunition on nearly 
impossible shots. As your planes take 
damage, the pilots let you know. 

In the full version of Over the Reich, 
the pilots under your command gain 
experience, flying better and shooting 
more accurately. You can fly single mis
sions, a full battle, or even a major cam
paign, and you can take on another 
player via the Internet. The demo con
tains one dogfight mission, one combat 
mission, and one tour of duty. The full 
version, of course, contains much more, 
as well as multimedia presentations of 
WWII footage to accompany the action. 

ogy and accurate physics, Elpin Systems 
has made a high-tech computer version 
of Asteroids. 

The beautiful backgrounds, 3D
rendered asteroids, and 256-color palette 
aren't the only improvements over the 
classic coin-eater. You'll still have to deal 
with pesky aliens that like to shoot at 
you, but now you'll get helpful power
ups when you nail the suckers. Other 
objects hide some useful surprises, too, 
like the satellites that upgrade your 
weapons systems. But you have to shoot 
them from the front - if you shoot them 
in the back, they'll reflect your shots 
right back at you! 

In addition to the usual controls 
(use the right and left arrow keys to 
rotate, the up arrow to engage your 
thruster, and the spacebar to fire your 
weapons), you can press the Insert key 
to bring up a shield. As you gain experi
ence and power-ups, you can upgrade 
your shields. 

Take a look at the help file (press F1 
in the game) to see what other units you 
have to watch for; the Magnatron in par
ticular is a nasty critter. If you have an 
Internet connection and score high 
enough, you can post your record on the 
web at www.highscore.com. 

The demo contains the first three 

levels of the game and gives you two 
ships to try to make it through. The full 
version will provide many more levels 
and more ships. Look out for those 
aliens; they can be pretty tenacious. 





Tech Support: (800) 872-3338 
Required· 486, 4MB RAM; 6MB hard-drive space; 
VGA; Windows 3 1 or higher 

Install· \AOL\SETUP.EXE 

merica Online is the most prominent 
and fastest growing online service 
in the United States, with more fea
tures and forums than any other 

online service. 
With version 3.0, you'll be able to 

use Netscape's Navigator, the most 
widely supported web browser. America 
Online also offers user-friendly E-mail, 
online stock market information, and dis
cussion forums on just about any topic 
you can imagine. 

AOL offers more than just informa
tion, though - it offers a whole commu
nity. From personalized clubs online to a 
huge number of chat rooms for real-time 
discussion with other computer users, 
you'll discover a wealth of ways to meet 
people as you cruise the lnfobahn. Just 
sign on, and you'll take part in the 
biggest online community in the world. 

CORRECTION 

nter a world where everyone shares 
the same love you do - computer 
games. The Palace is an online chat 
program that lets you meet with other 

gamers via the Internet. 
To get started, simply run 

32PAL_30.EXE located in the \PALACE 
directory on The CD. Once installed, run 
The Palace by clicking the appropriate 
icon in your Start Menu. To connect to a 
Palace site, such as PC Gamer's own 
Island Paradise, you'll fire up your SLIP or 
PPP connection to the Internet, then 
launch The Palace and choose "Connect 
to a Palace" from the File menu. Where it 
says "Palace Site:" enter palace.pcgamer. 
com. The number next to it should be 
9998. Now click Okay, and you' ll connect 
to the Imagine Games Network (it may 
take a moment for the background art to 
load as you enter each area). To chat, type 
your message on the line at the bottom of 
the screen and smack the Enter key; you'll 
see your words appear next to your smil
ing face where everyone can read and 
reply to them in real-time. To head to the 
PC Gamer area, just click the appropriate 
TV screen. 

Until you register the software for 
$25 by calling The Palace, Inc. at the 

I palace. pcgamer. com 

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

phone number listed above, you won't be 
able to change your name, and you'll have 
limited options for customizing your smi
ley-face with props. With this new version, 
3.0, you'll also have the Auditorium plug
in, which lets registered users participate 
in conferences with game developers, PC 
Gamer staffers, and other giants of the 
computer game community. For informa
tion on what conferences we're having 
and when we'll have them, check out our 
web site at www.pcgamer.com. 

The PC Gamer Palace site is a part of 
the entire Imagine Games Network palace. 
That means you can interact with readers 
and editors of other magazines that are a 
part of Imagine Publishing, like Next Gen
eration, Ultra Game Players, and our web 
'zines, N64.com, PSX Power, and Saturn 
World. They'll also have special events on 
the site, so make sure you check out their 
web pages for details. 

SPECIAL NOTE: Included on this month's 
CD is the 32-bit version that supports the 
auditorium feature. Unfortunately, this ver
sion will not work with Windows 3.1, but if 
you don't have Windows 95 and want to 
try The Palace, you can download the 16-
bit version from www.thepalace.com. 

- □ X 
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EXCLUSIVE! BEHIND-THE- SCENES O F THE HOTTEST GAMES 

■ 

Sierra wraps up the successful series 

------------••······································ Take one familiar gaming 

universe, add equal parts 

RPG and Adventure, stir 

in Internet multi-player 

goodness - and you've 

got Quest for Glory V, an 

immersive final chapter. 

- Colin Williamson 

PC GONER Julq 1997 

C gamers following the 
Quest for Glory series 
have been rewarded 
with a delicate but 
appropriate mix of RPG 
and adventure genres 
that has seldom been 
matched. With four 
successful chapters in 
the series, there's been 

a mysterious Juli in development since 
the release of Quest for Glory N - and 
every week, PC Gamer's mailbox 
is bursting with a deluge of 
requests for info on whether or 
not a fifth Quest for Glory will be 
released. Thankfully, fans of the 
series can rejoice, since original 
Quest for Glory lead designer Lori 
Cole is hard at work on Quest for 
Glory V, which looks to be one of 
the most imrnersive action/adven
ture RPGs since Diablo. 

Picking up where the sequel 
left off, you've been summoned to 
an island kingdom to participate in 
a Rite of Rulersh.ip contest. The 
previous king is pushing up 
daisies due to a mysterious act of 
foul play, and if your detective 
skills and questing can manage to 
uncover whodunnit, you'IJ be set 
for life as the new ruler of the 
land. Your previous reputation 
from past games precedes you, 
and new friends will aid your 
quest along the way. "In the ear
lier games, you were just a begin
ning character, and you were just 
finding yourself," says Cole. "Now, 
you're an established character, 
and you have friends from previ
ous games. Th.is game will be a 
challenge in trying to figure out 
who you can trust and taking con
trol of your leadership abilities." 

Cole also says that this new 
chapter will stick to its RPG roots. 
Nit's much more traditionally 
structured, and there's a greater 
emphasis on the combat aspects," 
she says. Cole is also enthusiastic 
about some of the additions to the 
combat sequences, such as the 
ability to freely switch between 
different weapons, and caJI upon 
character class-specific skills like 
acrobatic flips and cartwheels. 
"The combat is real-time and very 
maneuverable - you can run 

around, try to get behind your oppo
nent, and you can move behind things 
to get them in the way, so there's a lot 
more strategy involved," she says. And 
there are no restrictions on places 
where you can fight - combat is possi
ble wherever and whenever you fee l like 
it (though it may not always be the best 
idea, since killing off innocent people 
will get you arrested, making you 
unable to finish the game). 

Casting spelJs will also continue to 
play a major role in th.is episode. "You 



can expect every spell that we've 
had before, of course," says Cole, 
"and we have one that we 
promised for the last game called 
Whirlwind, which spins your 
opponent around until he gets 
dizzy and falls down ." Magic 
users will also have access to a 
spell that can put their opponents 
to sleep, allowing them to sneak 
around any would-be physical 
threats that might pose a prob
lem. The magic user will also be 
able to heal (a first for the series), 
and a water-breathing amulet will 
enable access to some of the 
aquatic areas of the game. 

This new adventure man
ages to keep the graphical style of 
its predecessors, while blending 
several sophisticated new technologies 
into the mix. Though the backgrounds 
look like they've been hand-painted, 
they're the result of Alias rendering 
software on high-end SGI workstations, 
followed by graphical touch-up from 
Sierra's talented team of artists. Your 
hero has also been liberated from the 
flat two-dimensional plane, and is given 
complete freedom of motion as a real
time 3D character a la Alone in the 
Dark. However, QFGS's gameplay is an 

even more cinematic experience. As you 
move around, the entire screen scrolls 
left and right in a panoramic fashion, 
and even zooms in when you walk in 
and out of the screen. "There's a much 
more fluid motion to it," says Cole. "It's 
like what Tomb Raider was doing with 
the vector characters, but we' re using 
pre-rendered backgrounds, so we have 
this look and style that's rather unique. 
This really brings the immersion into 
the world closer to the player." 

Bringing this Quest for Glory 
to a happy ending will take a 
good deal of adventuring on your 
part. Cole is quick to state that 
while the average casual player 
could complete the previous 
Quest for Glory games in approxi
mately one month, QFG5 will take 
much, much longer. A series of 
small islands off the mainland will 
provide plenty of sub-quests, and 
even after you complete the 
game, there's still plenty of moti
vation to go back and try again . 
Cole reminds us that around 95 
percent of QFG players re-play 

RSX 

the game with a different character -
and sure enough, there are plenty of 
different alter-egos to play as. Aside 
from the standard fighter, thief, and 
magician, you may be able to play as 
Elsa Von Spelberg (from the first game) 
or a new character named Magnum. 
You can also play as the Paladin, if you 
opt to import your character from the 
previous games. 

A day and night time cycle has 
also been put into place, which ever-so
subtly darkens the screen and makes 
the transition to night every twenty or 
so minutes. "There's a different feel at 
night," explains Cole. "Monsters come 
out at night that don't come out in 
the daytime, and you have to watch 
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"The combat is real-time and very maneuverable -you can run around, 
try to get behind your opponent, and you can move behind things to get them 

in the way, so there's a lot more strategy involved?' 

yourself, and traveling at night is 
extremely dangerous." This continuous 
cycle will also create a few gameplay 
elements to be considered: while most 
shops will only be open during the day
time, casinos and pubs are generally 
open only at night. Likewise, the com
bat arena will only allow entries during 
the evening. 

However, Quest for Glory V will 
offer one of the most surprising aspects 
to be integrated into an adventure title: 
a multi-player mode. Playable over 
Internet, LAN, or modem, up to three 
different players will be able to adven
ture at one time. Play is based on a 
client-side system that allows players to 
drop out of the ongoing game without 
disrupting the flow of events. "It 
emphasizes the player-to-player action, 
and de-emphasizes the player killers, 
along with the aspect of death, since I 
want to keep the game as fun as possi
ble," says Cole. If a player does wind up 

PC GAHER Julq 1997 

- Loru COLE, GAME DESIGNER 

meeting a premature death, the magic 
user Erasmus will bring him back intact 
to a place of safety. 

One of the largest challenges of 
adding a multi-player option to such a 
massive game was finding a way to 
streamline the experience so that a typi
cal multi-player game wouldn't require 
several months to finish. "Diablo only 
allows you to store the character," 
explains Cole, "but I'd like to be able to 
store the game itself, so you can re
enter and continue your quest. What I'm 
trying to do is get to the essence of the 
RPG, so that the peripheral 'Please
bring-me-a-feather' type of quests won't 
be there." For example, one of the first 
quests will involve a combat-oriented 
sequence in which the players are 
required to strategically clear out a fish
ing village filled with invading critters. 

So, will this be the final episode of 
the Quest for Glory games? "Yes and 
no," says Cole, chuckling. "It's supposed 
to be the climax for the series, even 
though Sierra has plans for an expan
sion disc scheduled next year." Using 
much of the existing art and existing 
resources, the expansion disc will sup
ply players with a few more quests to 
try their hands at. 

Taking one look at an early 
playable demo, it quickly becomes obvi
ous that Quest for Glory V should wind 
up being the best yet, and may become 
the biggest multi-player RPG phe
nomenon since Diablo. Cole reports that 
Sierra has set a release date in October, 
so this may be one of the hottest titles 
to hop onto RPG-hungry gamer's wish
lists this holiday season. 
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SCOOP! 
Your first look at ... 

Humongous Entertainment's not just about kids' games anymore! 

----------••······································ 
Cavedog, an off-shoot of 

Humongous Entertain

ment, will soon release 

Total Annihilation, a real

time strategy game that 

has all the best of the C&C 

clones, and then some! 

- Michael Wolf 

····•• --------
avedog Enter
tainment found 
its genesis at the 
hands of GT 
Interactive. An 
off-shoot of 
Humongous 
Entertainment 
(known for its 
children's titles), 

Total Annihilation is its first offering 
as a development team, and from 
what we saw of it in the Cavedog 
offices located near Seattle, Wash
ington, it looks like it's going to make 
a big splash into the market. 

Okay, so the background to the 
game isn't so original (this society 
hates that society, yada yada yada, 
and there's war). And, true, Total 
Annihilation is yet another real-time 
strategy game that's hitting a mar
ket that's already plagued by poor 
spin-offs of Command & Conquer 
and WarCraft II. But if you let that 
color your judgment when it comes 
time to actually play the game, you'U 

miss out on something extraordinary. If 
Cavedog does what it say it's going to 
do with this game, it could very weU be 
the most revolutionary real-time strat
egy since Dune ll. 

The thing that makes this game so 
special is the 30 technology. Rather than 
sticking with the usual sprites of 
WarCraft II or C&C, each unit, building, 

PC 6AHER JUIQ 1997 



and even the terrain is lovingly and 
painstakingly created in brilliant 30. 
That means each object on the screen 
acts and reacts on the screen in real 
time, with sometimes unexpected results. 
As Ron Gilbert, former project leader at 
LucasArts and now creative director of 
Cavedog, puts it, "Sometimes the units 
go and do things that we didn't think 
they would do." Because of their on-the
fly rendering, units will react to stimuli 
accordingly, such as the recoil of a bar
rel when a tank fires, or even the way a 
whole unit will shake when hit by heavy 
artillery. The level of detail is astounding, 
and quite gratifying when a huge tank 
shudders from the impact of a mortar. 
Units speed up and slow down accord
ing to momentum, and parts of the units 
move individually. Most units can walk 
in one direction and fire in another at 
the same time, which means a tank with 
a turret can drive by a unit while firing 
at it, making strafing runs a very promi
nent part of strategy. 

Not only are the units 30, but the 
landscape as well. Combined with true 
line-of-sight visibility, valleys and moun
tains will become a huge part of the strat
egy. A unit on top of a hill will see much 
further than a unit on the ground, and if a 
tank on top of a hill sees a unit right 
below him, he may not be able to hit the 
target due to 30 trajectories of the shot. 
His shot may fly over the head of his 
enemy, but his enemy can shoot up the 
hill with much more accuracy. 

As in any real-time strategy game, 
the units are the core of the game itself. 
And Total Annihilation will have plenty of 
them to choose from. The game will ship 
with 75 units on a side. We're not talking 
about just different colored units with dif
ferent textures for each side, either -
each side, the Core and the Arm, has its 
own set of units that act differently from 
the other side. The game will be balanced, 
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but you can expect to see different strate
gies and techniques come into play. And 
Cavedog will constantly add to that mix 
using the modular game engine that will 
allow them to add new objects, such as 
combat units, new buildings, or destruc
tive new weapons. The game engine will 
make adding these new units seamless 
and simple - just download the new unit 
from the Internet, copy them to the 
proper directory, and play with them in 
the game. Chris Taylor, the project leader 
and lead programmer, planned that 
expandability from the start. As Gilbert 
says, "When Chris 
first came to talk to 
me about this game, 
one of the things that 
he said was that he 
wanted to build a bet
ter sandbox. He 
wanted to get a sand
box and put lots of 
cool toys in it for peo
ple to play with. And 
that's kind of what we 
wanted to create 
here, was just a great 
sandbox, with the 
best toys in the neigh
borhood." And Taylor 
adds, "And no matter 
how good the toy is, 
you get bored of it. 
That's why you have to keep introducing 
new toys - to blow up your old ones." As 
of right now, Cavedog hopes to put a 
new unit on its web site each week. That 
means strategies of the game will change 
constantly - if you're a fan of building 
hordes of tanks and you've won many 
games that way, a new weapon down
loaded off the web might render your 
whole strategy useless. Or it could make a 
losing strategy a winner. 

The game will allow as many as ten 
players to fight it out over a local area 

network (LAN), and probably four over 
the Internet, due to bandwidth restric
tions. A lot of thought is going into the 
multi-player aspect of the game, and 
there will be a variety of modes you can 
play in. You can configure the game 
however you like, from the ability to turn 
off certain units in multi-player (rather 
than a verbal agreement, like saying you 
can't use Tanyas in Red Alert), to the abil
ity to ally before the game begins. You 
can even give other players units and 
resources, and, if you wish, play from a 
single pool of resources shared between 
you and your allies. In some modes, play
ers can jump into the middle of a game, 
for OeathMatch-type play, and other 
players can just watch the whole game 
from their monitor, perhaps with meters 
that show each player's resources and 
other current statistics. 

From deciding how you like to use 
the mouse in the game to setting your 
screen resolution, the game is fully con
figurable. According to Gilbert, "Anytime 
we have an argument whether we should 

do A or do B, we just 
put in both." That 
kind of flexibility will 
at least keep most 
complaints about the 
interface from surfac
ing. "You paid $50," 
says Taylor. '1t's your 
game, do what the 
hell you want. Far be 
it for us to tell you 
how to play in your 
sandbox." And this 
particular sandbox 
looks like it'll be the 
envy of every kid on 
the block. 

There's so much 
to this game, it's dif
ficult to go in to all 

the details here. To hear more about the 
huge maps, or the incredibly diverse 
landscapes you can play on, or the radar 
and sonar devices each unit uses to 
locate the enemy, check out Cavedog's 
web site at www.cavedog.com. You can 
see many of the units that will appear 
(you can download a unit viewer that 
will let you see parts of each unit in 
action and give you a run-down of their 
stats), as well as get more info about all 
the unique features of Total Annihilation. 

l!CG 
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SCOOP! 
Your first look at... 

Fix bayonets for a new round of battlefield action! 

------------••······ ···· ···························· 
This sequel to 1996's 

most innovative wargame 

comes packed with new 

features and promises a 

full measure of in-your

face tactical combat. 

- William R. Trotter 
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n the opinions of many histori
ans, myself among them, 
British General Bernard 
Montgomery only carried out 
a single really bold plan during 
the whole of World War Two: 
Operation Market Garden, the 
airborne assault on the Rhine 
bridges at Arnhem, Holland, in 
September, 1944. Had it suc

ceeded, the Allies would have jumped 
over 60 miles of German territory, crossed 
the main water obstacle to the Ruhr, and 
almost certainly knocked Germany out of 
the war before Christmas. 

The reasons why this breathtaking 
concept failed in execution - over-confi
dence, inflexibility, and a shocking lack of 
urgency on the part of the Allied comman
ders - were vividly documented in the 
1977 film, A Bridge 
Too Far. And because 
the Allied mistakes 
were so unusually 
clear-cut, Market
Garden makes for a 
tense, exciting, well
balanced wargame. 

It's an ideal sub
ject for Microsoft's 
Close Combat 2, espe
cially since the devel
opers, Atomic Games, 
have already created 
one superb game on 
the subject - a 1993 
product that was one 
of the best of their V 
for Victory series. 

Fans of Close Combat will be glad to 
know that CC2 does not depart from the 
core concept of the original game: you still 
get to command troops who behave -
very convincingly - as "real soldiers" 
would under the varying pressures and 
terrors of combat. If you lead them well 
and do not squander their lives with reck
less tactics, most of them, most of the 
time, will carry out their orders - more or 
less. If you lead them into situations which 
sap their morale and physical energy, or 
expose them to unnecessary casualties, 
they'll become as reluctant, balky, and 
unpredictable as any cross-section of 
poorly-led men in any army. 

Once you boot it up, however, you'll 
discover that CC2 incorporates more 
than just a few cosmetic changes. It 
really does promise to be a significantly 

better and more interesting wargame. 
First, there's the subject matter itself. 

The terrain in Market-Garden varies 
much more than that found in the first 
game's Normandy: instead of a some
times-wearying succession of checker
board fields and hedgerows, you'll find 
dramatic river-crossings, tense paratroop 
landings, and vicious house-to-house 
fighting between the Red Berets of the 
British 1st Airborne Division and German 
panzers in Arnhem. 

Just as importantly, this game has 
a much-improved "campaign" mode, 
compared to the hammered-together 
linkage of battles found in the original 
game. In the Normandy campaign, the 
result was a foregone conclusion: the 
Americans would capture St. Lo, even if 
the German player "won" on points and 

casualties 
inflicted. Not 
so here: if the 
Germans blow 
up some key 
bridges and 
wipe out the 
Allied para
troops before 
they can be 
reinforced, 
they win big. 

The entire 
Market-Garden 
arena is divided 
into three sec
tors, and within 
each sector 
there are 

numerous individual maps. Fighting 
rages simultaneously in all three sectors, 
and on the most challenging level (the 
Grand Campaign), you must juggle the 
supply needs of your troops in each sec
tor. There's a much more dynamic sense 
of flow between engagements: multiple 
battles can be fought over one map, and 
contending forces can be pushed back 
into previous maps or surge ahead victo
riously into new ones, with morale and 
status factors continually updated to 
reflect victories or defeats. 

Battle damage on each map is car
ried over from one engagement to the 
next. So are all surviving units. No longer 
do battles end when one force's troop 
morale goes into the red; indeed, opera
tional considerations may require you to 
fight to the last man on one map, while 



pulling back completely from another, 
saving those units for another day. 

Overlying this campaign feature is a 
welcome resource-allocation model that 
forces each side's commander to manage 
carefully his precious reserves, keeping 
one eye on the battle raging at the 
moment and one on the evolving Big 
Picture. Do you feed in those extra tanks 
now, or save them for a more strategi
cally vital opportunity in a forthcoming 
part of the campaign? 

Since CC2, like its predecessor, will 
feature full network and online support, 
you're challenged not only to out-fight 
your opponent but to out-general him as 
well. These new strategic elements should 
add considerable depth to what is already 
a very satisfying online experience. 

Atomic has been listening to user 
feedback, too. One of the most common 
complaints about the first game was that 
you could not issue orders to your teams 
until after the real-time action had 
started. This quirk frequently resulted in 
a frustrating sense of playing catch-up 
against the computer, especially in fire
fights that started quickly. Why could 
you not, as a real commander would, 
study the map and issue at least an initial 
set of orders before your squads crossed 
their line-of-departure? 

Now you can. You can issue a single 
order to every unit: move, fire, defend, 
hide, wait, etc. This makes a big differ
ence in realism (and gives you a firmer 
sense of actually being in command, 
rather than always having to react to 
unfolding events); it's a small thing, really, 
since it's axiomatic that "no plan survives 
the first thirty seconds of enemy contact," 
but it makes gameplay more satisfying. 

More than 130 weapons and troop 
types are modeled, including such 
armored oddities as the British Churchill 
AVRE, a tank armed with a huge, blunt 
sp igot mortar that fires a 25-pound 

demolition charge capable of destroying 
a building with one shot. When one of 
these babies hits something, you' ll know 
it - the explosion looks like a tactical 
nuke going off. 

Atomic has also cleaned up the 
interface. Gone is the chunky toolbar 
on the right side of the screen - its 
functions have been neatly relocated in 
the "monitors" area on the bottom-third 
of the screen. And although it's hard to 
be definite about this from a beta 
version of the game, the occasional irri
tating latency between clicking on a 
command and having that command 
register on-screen also seems to have 
been taken care of. 

Maps are much more realistic, not 
only in appearance but by the inclusion 
of elevations and depressions. Lines of 
sight can now be blocked by embank
ments, and soldiers firing from a crest 
against prone opponents are deadlier. 
Likewise, advancing troops can now 
make full use of any little dip in the 
ground, instead of having to hug the 
hedgerows as they did in the first 
game. This one new feature adds a lot 
to both offensive and defensive options. 

Buildings now have roofs and must 
be physically occupied, or at least 

SCOOP! 

approached closely, before you can tell 
who's inside them. Occupying a building 
confers realistic tactical advantages: bet
ter line-of-sight, more protection, the abil
ity to bring more accurate fire against any 
enemy troops in sight. 

And when you target an enemy unit, 
an "accuracy ring" appears over it, giving 
you a rough idea of how effective your 
fire will be, factoring in the terrain both 
units occupy. No longer do you have to 
"eliminate trees" from the map to locate 
units under cover - just sweep your 
mouse over the general area and each 
man appears inside a bright, white out
line, along with full user-defined informa
tion about morale, ammo supply, etc. 

When you zoom in for a close-up 
view of the action, you' ll be delightfully 
surprised at how much sharper the 
graphics are. That's because Atomic has 
executed the close-ups as separate ren
derings, rather than employing pixel
doubling as they did in the original Close 
Combat. This pays off in all kinds of 
startling detail: a soldier who takes a fatal 
hit can now be seen writhing and slowly 
crumpling to the ground, and frightened 
soldiers attempting to surrender can actu
ally be observed waving their hands in 
the air. In melee combat, this new level of 
detail makes for great excitement - I 
swear I thought I could see the hand
grenade levers popping off in one assault! 

As icing on the cake, there's also a 
powerful Battlemaker utility that lets 
you quickly design "what-if' battles, 
with customized deployment zones, 
objectives, force-mixes, and resource
allocation points. 

There's a trade-off for this kind of 
fine-grained imagery: the minimum res
olution is 800x600, and anyone with less 
than 16MB of memory need not apply. 
On the other hand, if your video card 
can support the minimum demand, you 
should be able to run the animation 
decently even with a 90MHz Pentium -
Atomic is currently optimizing a variety 
of graphic options to tweak the frame
rate without seriously compromising 
game speed. 

What's not to like? One of WWII's 
most interesting and close-fought cam
paigns, a new element of strategy, full 
multi-player support, a tighter interface, 
and even better graphics than the origi
nal. .. looks like A Bridge Too Far will 
prove to be A Game Just Right - for a 
multitude of wargamers. 

l!CG 
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Besides the 3D Realms deal, id Software has licensed the Quake technol• 
ogy in five other agreements, so many of the so-called Quake-killers are in 
fact the offspring of Quake. While most of these deals are known, there are 
one or two agreements still unannounced. But whatever the status of these 
deals, they're certainly beneficial to id - the company expects to collect 
licensing fees of over $5 million in the next two years. 

Here's a quick breakdown on known · sons of Quake# projects with tenta• 
tive release dates: 
Quake II 

Anachronox 
Duke Nukem Forever 

id Software 
Raven Software 
ION Storm 
ION Storm 
3D Realms 

Summer'97 
Spring/Summer '97 
Winter'97 



------------------------••········· 
Hitchhiker's 
Guide to Games 
An interview with author Douglas Adams 

A
s the best-selling author of the famed 
Hitchhiker's Guide to the Galaxy, Dou
glas Adams should need no introduc

tion. But it's not as well known that Adams 
was in the computer games industry at its 
inception, when he wrote several text 
adventures for lnfocom. 

Now, many years later, 
Adams has returned to the gam
ing field with Starship Titanic, a 
new graphic adventure being 
developed by Digital Village (a 
company Adams jointly owns) 
and set to be published by 
Simon & Schuster Interactive 
this holiday season. 

But this is no mere licens
ing deal, as Adams explains; he 
has been doing the writing on this 
game for over a year, and the 
involvement of a professional writer like 
Adams who also "gets" interactive games 
should grab anyone's attention. But even more 
astounding, he plans to bring text-parsing back 
to games with a key new technology. Forget 
Riven- this may be the game that re -ignites 
the adventure genre. 

PCG: What involvement have you had in 
computer games since the early '80s? 
ADAMS: Since the stuff I did with lnfocom, 
I've not done anything in the computer game 
field. I took the view that since rather witty and 
sophisticated text games had been replaced 
by grungy graphics there was nothing for me 
to do, and that I would wait till the graphics 
got good and it was possible to combine the 
best of both media. That time has arrived. 

PCG: Is Starship Titanic an original story
line that you created? 

ADAMS: Yes it is. I didn't want to reverse 
something out of print medium because that 
always ends up dragging a lot of linearity with 
it. A computer-based game should be much 
more immersive and responsive than that, 

and to get that quality I think you need to 
start in the digital medium. Whatever 

medium you first develop a story in 
ends up having a fundamental 
shaping effect on the way that 
story turns out, and this time out I 
wanted that fundamental shap
ing effect to come from an inter
active medium. 

PCG: Is Starship Titanic going 
to be a satirical, comic game like 

Hitchhikers Guide to the Galaxy! 
ADAMS: Yes it is. I keep on mean

ing to do stuff that isn't science-fiction 
comedy, but somehow, as soon as I get 

started, jokes about robots begin to creep in. 
I've decide not to fight it anymore. 

PCG: Many authors license content to 
CD-ROM developers but that's the extent of 
their involvement. How much involvement do 
you have in the project? 
ADAMS: Total. It's been the full-on focus of 
my attention for the last year. I'm much too 
interested in this medium and the technology 
not to want to have the fun of immersing 
myself in it. To me, writing a novel is hard, 
lonely work. Working with a team of people to 
create a computer game is great fun. I think 
most authors have got it the wrong way round! 
Of course, one difference is that a novel is all 
your own work, whereas a computer game is 
intensely collaborative. 

PCG: But adventure games have changed 
dramatically since the lnfocom 
days, going from text to full-blown 
graphics. 
ADAMS: I think it's a great mis
take to see text parsing based games 
as being outdated technology. You 
can do an awful lot with text, as sev
eral thousand years of written human 
culture can testify. Add to that the 
interactive element of the computer, 
and I think there's a realm of possi
bilities that we've hardly begun to 
explore. Obviously, when graphics 

Continued on page 68: 
See Douglas Adams 
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Westwood Chief 
Gets Promoted 
A step up for Brett Sperry 

W
estwood Studios 
chief Brett Sperry 
1s getting a 

promotion, as he assumes 
the helm of Virg in Inter
active Entertainment's pub
lishing program. 

"That means I'm 
responsible for all R&D activi
ties and the funds that we 
spend," Sperry told PC 
Gamer in an exclusive inter
view. "My goal is to see us 
bring the kind 
of success 
we've had at 
Westwood to 
the Virgin 
group," says 
Sperry, 
although he is 
quick to point 
out that Virgin 
has had its 
own share of 
successes. 
"But I will 
help quicken 
the pace by asking some 
really good questions." 

As a programmer and 
designer by trade, Sperry's 
background as a developer 
gives him fresh insight into 
his role. "I still stay actively 
involved in programming 
and design in what little free 
time I have," says Sperry. 
"I love playing the games, 
and I love product develop
ment. It's something I'll 
always be doing." 

As part of his new 
duties, Sperry will decide 
which projects will be 
brought to market and which 
are canceled, and he has 
already called off at least 
one project, a PC arcade 
racing game named Propa
ganda. "We had a couple of 
titles that we were working 
on internally," says Sperry. 
"But we realized that they 
weren't good enough." The 
rights to several Virgin con
sole games are also being 
sold to other publishers. 

Instead of focusing 
solely on new properties, 

Sperry wants Virgin to create 
a balance between new 
products and stable sequels, 
something he successfully 
accomplished at Westwood. 
"Some publishers just do 
sequels, but Virgin hardly 
ever created sequels, and I 
don't think that's the best 
way to get ahead. The way to 
succeed in a genre is to 
come out with a product that 
is well-received and sells 

reasonably 
well, and 
then with 
that hind
sight, build 
the next 
product, 
but even 
better." 
Sperry 
envisions a 
lineup that 
is half well
established 
sequels 

and half new products that 
may grow into successful 
properties in their own right 
"I'm a great believer in a bal
anced portfolio," he says. 

Though Sperry founded 
Westwood as a small devel
opment company and is now 
a key player in a multi-million 
dollar company, he sees 
many parallels between his 
early days and current role. 
"In a way, it's more of the 
same, but on a slightly bigger 
scale. The same principles 
that made Westwood suc
cessful will apply throughout 
the Virgin group," he says. 

"We have to ask: 
Where are we going with 
our portfolio, how are we get
ting there? How are we going 
to have some breakout titles? 
Are we kidding ourselves -
are we just hoping, or are we 
aggressively pushing to make 
sure that this happens?' And 
that's the challenge." 

Even with his new job 
at Virgin, Sperry will remain 
in his Westwood offices in 
Las Vegas. 
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Soldiers at Play 
New game will 
be used to train 
the Marines 

W
ho says gaming's 
not a matter of life 
and death? 

The Department of 
Defense is partnering with 
MAK Technologies to jointly 
develop a new game for use 
by the Marines for train ing 
purposes. Tentatively titled 
MEU-31, the game will be 
a simulation of 
amphibious 
assaults. MEU-

Marine 
Expedi-
tionary Unit 31, one 
of the elite Marine formations. 

This isn't the first use of 
computer games by the 
Marine Corps - they've pre
viously used Doom and other 
titles to simulate military 
engagements (see the April 
'96 PC Gamer), but the lack of 
realism in commercial games 
has been a problem. 

"This represents a 
major step for the Depart
ment of Defense in that they 
are recognizing the benefits 

of collaborating with a com
mercial video game pub
lisher from the beginning of 
the game design process," 
says Warren Katz, co
founder and ch ief operating 
officer of MAK. "This will 
result in a video game which 
is much more realistic than 
any other game ever pro
duced fo r this genre." 

But you won't have to 
join the Marines to play this 
game - MAK will also be 

selling a version to 
the public with both 

realistic and 
arcade modes. 
The Defense 
Department 

plans to spend up 
to $800,000 on MEU-31. 

Even before MEU-31 
hits the streets, MAK is plan
ning to release a tank combat 
game this Fall. Interestingly, 
both this unnamed tank game 
and MEU-31 will be compati
ble, meaning players will be 
able to use terra in, vehicles, 
and missions from one game 
with the other. And as further 
products are introduced, such 
as air combat or naval simula
tions, they will all work with 
one another, creating a truly 
unified line of military sims. 

Rivals Attend Raptor Ro/lout 

Both Interactive Magic 
and Novalogic 

showed up at the Dobbins 
Air Reserve Base this April 
to witness the unveiling of 
the F-22 Raptor stealth 
fighter. The F-22 is the next 
generation U.S. fighter, and 
both companies have cre
ated computer simulations 
of the plane: I-Magic's 
iF-22 Raptor and Nova
Logic's F-22 Raptor. 

"Seeing the actual 
F-22 Raptor and having the 
opportunity to learn more 
about this incredible air
craft will help our design 
team fine-tune our iF-22 
Raptor simulation," says 
Doug Kubel, I-Magic's VP 
of Engineering and Tech
nology. "This will ensure 

that we have the most 
accurate simulation of the 
F-22 Raptor on the market" 

Similar sentiments 
were echoed at Novalogic: 
"This is another step for
ward in our commitment to 
develop the most realistic 
military flight simulations," 
says John Garcia, CEO of 
Novalogic. "While our 
competitors are still strug
gling to release their first 
game based on the F-22, 
Novalogic is well on its 
way to deliver a second 
generation sim destined to 
dominate the skies and the 
competition." Novalogic's 
newest F-22 game is an 
upgrade of an existing 
product, F-22 lightning II, 
released last September. 

EYEWITNESS 
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Breaking the Mold 
Blue Planet's new adventure game won't 
be a standard point-and-click affair 

B
lue Planet Soft
ware is working on .,..,-.;_,,,,...~ 

linear gameplay and ran
dom elements. 

a new title that 
promises to break the mold 
in the adventure game 
genre. Called The Secret of 
the Black Onyx, the game 

According to Blue 
Planet, the game will track 

a player's progress, 
increasing or decreasing 
the difficulty of the puzzles 
depending on how much 
headway the player makes. 

""""_..,..,__ The typical point and click 
interface has also been 

replaced by a "playing card" 
system that tracks items, 
actions, and knowledge. 

A lot of talent has 
been recruited for the 
project. The lead artists 
are Roger Dean and 
Michael Kaluta: Dean is 
famous for his imagina
tive artwork, including 
album covers for the 
rock bands Yes and 
Asia, while Kaluta is 
well known for his 

dars. Additionally, an original 
orchestral score is being 
recorded by the New Zealand 
Symphony Orchestra, and an 
expert on medieval combat has 
been brought in to direct the 
game's action sequences. 

In the story, the player is 
transported to a strange, 
medieval world populated by 
ancient cultures. In order to save 
this world from destruction the 
player will have to discover the 
secret of a mysterious artifact, 
the Black Onyx, before it is too 
late. Look for the game sometime 
this holiday season. 

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

Taking it to the Streets 
Accolade rolls out car 
combat game 

Did you like Interstate '76? Of 
course you did. And now 
Accolade hopes to blow it 

out of the water with Redline, a 
new car combat game combining 
elements of Twisted Metal 2 and 
Quake with the graphic intensity of 
Tomb Raider. A 3D accelerator will 
definitely be requ ired for this one. 

The game has a new engine 
that supports huge, true 3D envi
ronments the size of small cities, 
displaying up to 20,000 polygons 
on the screen at a time, and in 
full 16-bit color running at 30 
frames per second. Players will be 
able to get in and out of their cars, 
fighting on foot or behind the 
wheel, and enter the many build
ings in each city. In some of the 
missions, it will be necessary to 
hoof it in order to recover various 
items necessary to continue. 

Set in a 
post-Apocalyptic 
future, the society 
of Redline has 
been split into two 
groups: the Insid
ers and the gangs. 
The gangs live 
outside the cities, 
naturally enough, 
and they fight it 
out in automobile 
duels to provide 
entertainment for the Insiders. 
Each gang has their own home 
arena, and an included map editor 
will allow players to create their 
own personal levels. 

The game will feature over 10 
unique vehicles and 16-player Inter
net play, but the online component 
is particularly interesting. Accolade 
plans to set up a persistent world 
where players will be able to join 
specific gangs and keep track of 
their permanent statistics every 
time they venture into the online 

Designed for Windows 95, 
Redline should be available as 
early as November. 
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The Place. 
of Skulls 
Crack dot Com's 
Golgotha has Biblical 
beginnings 

G
olgotha is Dave Taylor 
and Crack dot Com's next 
game, and it takes its 

name from a Biblical reference -
Golgotha, the place of skulls, 
where Jesus was crucified. The 
game begins at this legendary 
location, though it quickly 
branches out to encompass loca
tions throughout the world. 

It's a real-time strategy 
game that combines the first
person perspective with the over
head management style from 
Command & Conquer, and is simi
lar to 3DO's Uprising in many 
ways. But there are significant 
differences: the units in Golgotha 
are sharper and more defined, 
and the terrain is on a larger 
scale, with more buildings and 
real-world locations. 

Inspired by the Apple II 
classic Rescue Raiders, Golgotha 
is set in a realistic future where 
the world has broken down into 
three super-powers. The story 
breaks into 20 chapters, with 
some questions left unresolved, 
allowing the potential sequel, Gol
gotha II, to have a storyline that 
flows smoothly from the original. 

On the technology front, 
Crack dot Com is using something 
called "Predictive High-Resolution 
Data Loading " that loads high
resolution textures into memory 
only when necessary. This tech
nique lets the game scale ele
gantly, allowing the engine to take 
full advantage of whatever hard
ware acceleration, CPU speed, or 
video memory is present 

Designed for Windows 95, 
the game is expected to be 
released sometime th is Novem
ber. To date, a publishing deal 
has not yet been signed. 

Storms 
on the 
Horizon 
ION Storm,s 
lineup features 
three games with 
strange names 

D oom co-creator John 
Romero's new develop
ment company, ION 

Storm, has released some details 
on its upcoming lineup of games: 
Oaikatana, Anachronox, and Oop
pelganger. All three titles will be 
published by Eidos Interactive, 
with the first, Oaikatana, due out 
by the end of the year. 

Oaikatana, the game that 
Romero is personally overseeing, 
will be a time-hopping action game 
centering on a samurai sword that 
permits travel from a medieval 
world to the distant future. Built 
around the Quake engine, 
Oaikatana will combine role playing 
elements with traditional first
person shooting. The team hopes to 
have the game ready in time for the 
holiday season. 

Meanwhile, former Apogee 
and id Software guy Tom Hall's 
team is at work on Anachronox, a 
science fiction roleplaying game 
that he calls a "turbulent story 
with a roller coaster of emotion." 
Players travel across different 
planets and dimensions as they 
search for the weapons and tools 
that will help them solve the 
game's puzzles. Hall also 
promises to bring more humor 
and personality into the genre. 
Hall was one of the founders of id 
Software and most recently 
worked at 30 Realms on Prey. 
Anachronox is being slated for a 
late 1998 release. 

Finally, Todd Porter, former 
30 guru at 7th Level, is putting 
together a game called Ooppel
ganger. It's a real -time strategy 
game that hopes to distinguish 
itself from others in its genre with 
a strong storyline and a new 
blend of strategy and action. 
Other details are scant, except its 
anticipated release date: late 
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The Wheel of Time 
Robert Jordan, meet Unreal 

Legend Entertainment has 
revealed that it is working on 
a new action/roleplaying 

game based on best-selling fan
tasy author Robert Jordan's The 
Wheel of Time series. Robert Jor
dan himself is taking a hand in the 
game's development, giving feed
back on the design and making 
sure it stays true to his work. 

A team of artists and 
designers is already hard at work 
on the first test levels, and they 
look fantastic . The game world 
will be a true 3D environment, 

since Legend has licensed Epic's 
Unreal engine for the game. Fur
thermore, the game will require 
hardware acceleration, allowing 
the designers to create even 
more complex and richly textured 
environments than even Epic is 
attempting with Unreal. 

The Wheel of Time will not 
be an adventure game but a first
person action/strategy game with 
strong roleplaying and multi
player elements. The game design 
is based on three major elements: 
strategic spell combat, customiz-

able home bases, and a myriad of 
non-player characters to interact 
with as the game unfolds. 

Epic MegaGames was 
apparently so impressed with the 
early stages of the project that it 
is considering publishing the 
game or partnering with Legend 
in some way, though final publish
ing arrangements have yet to be 
determined. But the two compa
nies have developed a close 
working relationship. 

The combination of the 
Robert Jordan license, the use of 
the cutting-edge, true 3D Unreal 
engine, and Legend's sterling rep
utation for fantasy and adventure 
games makes this look like the 
fantasy action game to watch for. 
Still, the game is probably a long 
way off, either late 1998 or possi
bly even 1999. 

····························································· .. ·········· ................................................... .. .................... . 

Magic and the Dragan 
Wizards of the Coast to buy TSR 

W
izards of the Coast has 
signed a letter of 
intent to buy TSR, the 

venerable fantasy roleplaying 
game company best known for its 
Dungeons and Dragons games. 
The deal should be finalized by 
the time you are read ing this. 

At issue for computer gamers 
are the fate of the TSR game 
licenses - both Interplay and 
Sierra own the computer rights to 
several TSR licenses. Interplay is 
working on Descent to Undermoun
tain, while Sierra has rights to 
Birthright Initial reaction from 
Sierra and Interplay was that the 
deal shouldn't affect current pro
jects. 'Tm excited for them, and I 

think it's a great combina
tion," says Brian Fargo, 
CEO of Interplay, "and the 
only effect should be posi
tive for us." 

A representative at 
TSR also told us that it was 
too early to know how the com
puter game licenses would be 
affected by the deal, if indeed they 
would be affected at all. TSR did 
state that "AD&D is a valuable 
commodity for which Wizards is 
certain to want to continue to pro
duce products." 

Wizards of the Coast is best 
known for its Magic: The Gathering 
fantasy card trading game. Since 
its release, more than two billion 

cards have been 
sold, and two 
Magic PC games 
have been 
released, one 
from Spectrum 

Holobyte and one from 
Acclaim. Spectrum has shipped 
more than 200,000 copies of its 
Magic title. 

TSR was founded in 1975 and 
revolutionized the gaming industry 
in the late '70s and early 'BOs, turn
ing Dungeons and Dragons into a 
household name. A number of PC 
games based on TSR licenses have 
been created, most notably the Eye 
of the Beholder series, Menzober
rranzan, and other titles from SSI. 
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News Briefs 
CUC Acquires Berkeley 
CUC International, parent com
pany of Sierra Online and David
son, has purchased Berkeley Sys
tems, maker of the You Don't 
Know Jack series of trivia games 
and the After Dark screen savers. 

Gremlin Buys OMA 
Gremlin Interactive has acquired 
DMA Design, one of the United 
Kingdom's top PC and console 
game developers. Gremlin will let 
DMA continue to run as an 
autonomous entity, but all future 
DMA titles will be published on 
the Gremlin Interactive label 
beginning next year. 

No Oiablo Expansion Pack? 
According to Blizzard, the com
pany has no plans to release an 
expansion pack for Diab/a. While 
that may be surprising to some, 
Blizzard says that it has its hands 
full with current projects - Star
Craft and WarCraft Adventures. 

AOL and CompuServe 
to Merge? 
America Online, the world's 
largest online service, is currently 
in merger talks with CompuServe, 
a long-time competitor. The 
acquisition of CompuServe would 

give AOL some much needed car
rying capacity and should relieve 
some of the congestion that has 
plagued the network recently. 

Top Publishers in Early '97 
PC Data has released statistics 
on the top computer game pub
lishers for the first two months of 
1997. CUC International leads the 
pack; it publishes both Sierra On
line and Blizzard. In second place 
is GT Interactive, who were also 
number one in value-priced soft
ware. Rounding out the big three 
is Electronic Arts. 

Sierra Launches The Realm 
After two years of development 
and beta-testing, Sierra has 
launched its online roleplaying 
game, The Realm. 5,000 players 
have already signed up for the 
service, which costs $49.95 for a 
full year's subscription. 

Correction 
In last month's Connections '97, 
we mistakenly identified a picture 
of SSI Senior Producer Carl Nor
man as Larry Bond. Norman 
produced Harpoon II for Three
Sixty, and Su-27 Flanker, Steel 
Panthers II, Silent Hunter, and 
Allied Genera/for SSI. 
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Douglas Adams 
Continued from page 57 

came along, the sheer "wow" fac
tor pushed text into the shade, 
despite the fact that early graph
ics were slow and ugly. 

PCG: What will Starship 
Titanic be like? Do you plan to 
use some elements of text
based adventures? 
ADAMS: With Starship Titanic, 
I wanted the design and the 
graphics to be the very best 
achievable, and I think I can say 
without false modesty (because I 
didn't do them!) that they are sen
sational. We hired the Oscar-win
ning team of Oscar Chichoni and 
Isabel Molina to design it, and I 
have to say that I gasp daily as I 
see stuff coming out of the ren
dering machines. But then the big 
issue is - what happens within 
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this stunning envi
ronment? 

To answer this 
question, I went 
back to my lnfocom 
experience. I 
wanted the player 
to be able to con
verse with the char
acters - not just 
select from a pop up 
menu of things you 
might say, (How 
often does that hap
pen in real life?) -
but actually have 
something close to 
real, interactive conversations. 

To achieve this, we enlisted 
the Virtus Corporation to produce 
a parsing engine called True Talk, 
and I think that it's a key technol
ogy that will transform an already 
visually stunning game into some
thing beyond anybody's previous 
experience. 

First let me 
mention what we are 
not doing for the 
moment. We didn't 
want to dicky around 
with actual speech 
recognition, because 
the technology is not 
yet mature and 
would drive the 
player mad. We also 
experimented with 
text-to-speech 
engines in order to 
allow characters' 
speech to be con
cocted on the fly, 

and reluctantly had to give this up 
because it's just not natural enough 
yet and becomes very grating on 
the ear. We want to come back to 
that, though, for later projects. 

So what happens is that 
whenever you come across one 
of the deranged robots which 
crew this ship, you can start typ-

ing to them, and they will reply to 
you appropriately. Your text input 
goes to the True Talk engine 
which deconstructs it and then 
assembles a response from a vast 
databank of prerecorded speech 
modules that are appropriate to 
your question, the state of the 
game play, what the game has 
learned about you, and the state 
of derangement of the character. 
We are recording hours and 
hours of script that a small team 
of dialog writers has been work
ing on with me. It's a Herculean 
task mapping out all the tiny path
ways, but I think the results will 
knock people's socks off. 

This is a technology that 
particularly excites me, as a 
writer, because it brings back and 
allows us to develop further and 
further that real engagement 
between player and game that I 
think has been missing from pure 
graphics games. 
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(Well, maybe just a little. 

AFTER fLVE YEARS out at sea, 

LucasArts' longest-running adventure game 

series is poised for a cut-throat comeback. For 

the past 18 months, the talents of LucasArts' 

best adventure-builders have been concen

trated on The Curse Of Monkey Island, the 

oh-so long-awaited third installment in the 

perennially-popular ( and very funny) pirate 

saga - and now they're ready to unveil it. 

So turn the page, me hearties, and prepare 

yourself for an exclusive of timber-shivering 

proportions. BY GARY WHITTA 

g 



"Captain's log - Guybrush Threepwood. Lost at sea for days now. I have no 

crew or navigational instruments. No provisions except a half-eaten corn dog, and 

unless I find water soon, I'm surely done for. Only the hope of finding my love 

Elaine keeps me going. My quest for the fabulous treasure known as 'Big Whoop' 

has left me in this sorry state. I thought it would bring me fame and glory. Instead 

it delivered me into the clutches of my enemy, the zombie pirate LeChuck. 1 

thwarted his evil plot to marry Elaine, and he was out for revenge ... " 
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- FROM THE JOURNALS OF GVYBRVSH THREEPWOOD 

I 
N THE HISTORY of adventure 
games, there have been many 
kinds of heroes - and 
Guybrush Threepwood has 
been the unlikeliest of all. The 
gangly, na'ive, would-be pirate 
made his debut in 1990 in 
LucasArts' The Secret Of 

Monkey Island and has been firmly 
ingrained in the imaginations of adven
ture gamers ever since. Lucasf!lm 
Games, as the company was known 
way back then, virtually invented the 
concept of humor in adventure games 
with its 1987 classic Maniac Mansion, 
but it was The Secret Of Monkey Island 
which made the big breakthrough, set
ting a stylistic standard that almost 
every other adventure developer has 
been seeking to emulate ever since. 

Inspired by Disney's "Pirates of the 
Caribbean" theme park ride, Monkey 

spawned a more elaborate sequel, 
LeChuck's Revenge, two years later, but 
despite both games' success, the series 
has been strangely silent ever since. The 
departure of the original games' 
designer Ron Gilbert to his own educa
tional software company may have 
something to do with such a long 
absence - but gamers will have to wait 
no longer. 

After holding off for five years, 
LucasArts has finally responded to 
public demand with The Curse Of 
Monkey Island - the third game in the 
series that brings all the old characters 
and locations back in a new, lovingly 
crafted storybook world. Can you 
believe it's been such a long time since 
the last game that this is the first 
Monkey to ship on CD-ROM rather 
than a handful of floppy disks? The first 
in high-res SVGA? The first to use voice 
actors? Aah, how things change. 

THE BACKGROUND 
With LucasArts now Gilbert-less, the 
task of re-charging the Monkey Island 
universe for 1997 fell to Jonathan 
Ackley and Larry Ahern, two experi
enced developers who between them 
have worked on some of LucasArts' 
best-loved adventures, including Day Of 
The Tentacle, Full Throttle, and Monkey 
Island 2. #People around here had been 
talking about doing a third Monkey 
Island game for quite a while, but 
nobody had gotten around to it," says 
Ackley. "Monkey Island 3 has probably 
been the most talked-about game, in
house, for us to do, but we've both been 
on other projects, and it takes some 
time for all the personnel to get into 
synch so you can start a project like 
this. I was working on The Dig and 
Larry was on Full Throttle, but we were 
working together and doing design on 
Monkey 3 in the evenings so that we 
could get the project rolling." 

The Curse Of Monkey Island picks 
up the story of Guybrush's adventures 
somewhere very vaguely after Monkey 
Island 2 ended, but it's not quite as 
straightforward as that - while 
Monkey 2 ended in a bizarre uit was all 
a dream" type conclusion at a county 
carnival, Curse begins with Guybrush 
adrift at sea in a floating bumper car! 
"We wanted to make sure that this was 
a self-contained game, but we didn't 
want to discard what had happened in 
Monkey Island 2, because we knew that 
Monkey fans would hate us if we just 
pretended that the events in the pre-
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WHAT ,CHU TALKIN, ,BOUT, GUYBRUSH?,, 

vious games didn't really happen," 
Ahern explains. "So what we decided to 
do was pick up the story at a point 
where even Guybrush isn't quite sure 
what happened at the end of Monkey 2. 
He's kinda confused, but right from the 
start of the game, he begins uncovering 
details, and there are some flashbacks, 
which is our way of giving the player 
some information if they hadn' t played 
Monkey 2. And by the end, we do 
explain everything." 

As the story unfolds, all the 
familiar characters return, primarily the 
other two corners of the infamous love 
triangle that has been a driving force in 
the Monkey Island saga. Guybrush's 
spirited girlfriend Elaine Marley is back, 
along with the ghost pirate LeChuck, 
who's got designs on Marley - and a 
bitter vendetta against Threepwood 
who, accidentally or otherwise, has 
foiled LeChuck's evil plans on several 
occasions in the previous two games. 
"We really enjoyed the love triangle 

thing in Monkey 1," 
says Ackley, who is 
the game's chief pro
grammer as well as 
co-project leader. 
"Monkey 2 is the 
darker version of that, 
with more tension in 
the relationship. 

So for Monkey 3, 
we knew we had to 
bring that around 
again, and find out 
how this relationship 
between Elaine and 
Guybrush works out," 
he says. "Are they still 
fighting? Do they get 
back together? 
LeChuck got kind of 
distracted in Monkey 
2, he was just interested in getting 
revenge on Guybrush. But now he 
thinks Guybrush is out of the way; he's 
come back for Elaine." 
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"There are more 
monkeys in this 

game than in both 
previous Monkey 

Island games 
combined. Our 

monkey content is 
wa-a-ay up there:, 

- JONATHAN ACKLEY, CO-PROJECT 

LEADER, THE CURSE OF 

MONKEY ISLAND 

PC GAMER Julq 1997 

So all the old characters are there, but 
maybe not quite as you remember 
them. As the game's lead animator and 
person in charge of the game's look, 
Ahern has redesigned the protagonists. 
With five years of improved graphics 
technology since the release of Monkey 
2 to play with, he's been able to make 
some pretty radical changes. The char
acters, and the environments they 
explore, are now rendered in gorgeous 
high-res SVGA. "We wanted to get a 
real illustrated storybook feel to the 
game art, and now that we have 
640x480, a lot of that detail holds up 

really nicely," Ahern explains. "So we 
did pencil drawings, and scanned those 
into Photoshop where we colored them 
to give them a watercolory look. It's 
turned out really nicely." The result is a 
richly-textured, lavish game that looks 
more like an animated feature film than 
the LucasArts adventures you 
remember, but Ahern was keen to 
avoid a cliched visual style. "I always 
said through the development of the 
game, if people tell us it looks like 
Disney, we've failed," he says. 

"What the technology has really 
freed us up to do is much more elabo
rate animations, gestural things," says 
Ahern . "In the four or five adventures 
I've worked on, I've learned what's 
important to bring these characters to 
life. So I took everything that was left 
on my list from the last couple of games 
I worked on and bumped all that up to 
the top of the list for Monkey 3. Every 
time we get to the end of the project, 
we look at that extra stuff and say 'well 
this stuff isn't crucial, we can ship the 
game without it', but then we end up 
kicking ourselves afterwards for leaving 
that stuff out. In Day Of The Tentacle, 
there were a lot of cool idle animations, 
like Bernard scratching his butt, which 
we managed by staying late the last 
couple of weeks of the project - there 
was no budget, but we wanted that 
stuff in there." 

The new look to the characters 
may come as a surprise to Monkey 
Island purists, who probably didn't 
expect a stylistic shift as radical as this. 
"We got a lot of flack around here 
because people have a certain idea of 
what Guybrush looks like, and some
times that's based on the old box cover 
paintings," says Ahern. "But we wanted 
to see the look of the game evolve." 
Ackley agrees. "People's first reaction 
when they saw the new look for 
Guybrush was 'hey, I thought we was 
supposed to be some young, strapping, 
heroic guy!' But what I really like about 
Guybrush now is that his appearance 
matches the character. He can still 
appear rugged and pirate-like when 
he wants, but it's also believable when 
he's tripping over his own feet. 
Ultimately, we wanted to stay true to 











the characters, so we wanted Guybrush 
to be a geek, and Elaine to be the 
badass. She kicks major butt in the 
opening scene." 

THE STORY 
So, what of the story? The curse of the 
title refers to LeChuck's treasure horde, 
which comes with some seriously bad 
mojo attached. When Guybrush is 
stupid enough to steal a diamond ring 
from the treasure and give it to Elaine 
as a token of his affection, it turns 
her into a gold statue - which is 
promptly stolen because, hey, you 
can't leave a chunk of solid gold unat
tended on an island filled with pirates 
for very long. From then on, it's up to 
Guybrush to get her back - and settle 
yet another score with LeChuck, who's 
now a very unpleasant demon with a 
flaming beard. 

The game breaks down to around 

80 or 90 locations divided 
between two major islands. 
That's around the same size 
as Monkey Island 2, but as 
Jonathan Ackley points out, 
Curse actually plays a lot 
differently because of a 
more non-linear approach 
to the storyline and quest 
structure. "It's probably the 
most non-linear of the three 
games. I think everybody's 
favorite part of Monkey 1 
was that first island where 
there's so much to do, and 
even if you get stuck, there's -••-li,ll~ .. w, 
always something new to 
explore," he says. "We really 
liked that structure. If you're 
playing a game for 30 to 40 hours and 
you get stuck, you don't want to get 
bored. If that happens, often players 
think 'Damn, I'm stuck, and I've seen 
everything there is to see ... aaaaand I'm 
gonna go play Interstate '76 because I 
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It just wouldn't be a true Monkey Island game without some spooky night scenes to add to the atmosphere. 

"We spent a lot of 
time playing the 

previous two 
Monkey games, 

and used them as 
kind of a blueprint 

- we'd look at 
them and decide 
what elements 

from each of those 
games was the 

coolest." 
- URRY AHERN, CO-PROJECT 

LEADER, THE CURSE OF 

MONKEY ISLAND 
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know I can always blow something up. 
So in Monkey 3, every room, every 
object, is highly interactive. There are a 
lot of games where you'll find a room, 
and its whole purpose for existing is to 
hold the sponge. It's a beautifully 
painted room, but the only thing you 
can interactive with is the sponge on 
the floor," he says. "My whole philos
ophy for adventure game design is, 
look at everything, touch everything, 
have a response for everything, even if 
it's just a rock. We've been very lucky 
because the two programmers on the 
team besides myself are absolutely 
hilarious. I said to them, go crazy. Bill 
Tiller {the background artist) is drawing 
these incredibly detailed rooms with all 
these objects, so write something funny 
for everything." 

Ackley is equally adamant about 
the type of puzzles you'll encounter in 
Monkey 3 - and the type you definitely 
won't. "We have a fundamental design 
philosophy against hunt-the-pixel 

puzzles," he says. "We hate that -
when I play an adventure game, that 
makes me more angry than anything. 
Some publishers call that 'gameplay 
value' - it adds three hours to your 
'gameplay experience' because you 
can't find the freaking penny you need. 
We're not into that. We'd rather let you 
have the freaking item and get on with 
it. In Monkey, the objects are easy to 
find - the trick is how to use them." 

THE INTERFACE 
The user interface, too, has come on 
quite a bit since of days of Monkey 
Island 2. Back in 1992, LucasArts' rudi
mentary SCUMM game engine required 
the player to choose actions from a List 
of verbs and inventory objects in a 
panel that occupied the bottom third of 
the screen. Anyone who's played Sam & 
Max Hit the Road or The Dig knows that 
SCUMM has come on a long way since 
then, and the latest variant, as seen in 
Curse, operates along very similar lines 
as the one used in Full Throttle. A click 
of the mouse brings up a "verb coin" -
a golden doubloon embossed with icons 
of the various actions available to 
Guybrush. The basic actions are Use, 
Pick Up, Examine, and Talk To, with 
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THE MONKEY ISLAND MYTHOLOGY 

three more inven
tive oral additions 
- Bite, Suck, and 
Taste. The inven
tory is stored 
conveniently off
screen in a pirate's 
treasure chest that 
can be summoned 
by a right-click. 
The removal of the 
old space-hogging 
command panel 
combined with the 
new high-res 
graphics allows 
for much more 
detailed environ
ments, and much 
larger characters 
- Guybrush is 
now twice as tall 
as he was in 
Monkey Island 2 
(must be an ado
lescent growth 
spurt). 

Look out, too, 
for another game 
feature also bor

rowed from Full Throttle - arcade 
sequences that punctuate the adven
turing and give the player a bit of light 
relief. "We wanted Guybrush to actually 
do some pirating," says Ahern. "The 
first two games really didn't have a lot 

of that." Hence, one of the very first 
things the player gets to do in the game 
is commandeer a pirate cannon and 
blow up some enemy ships. But unlike 
Full Throttle, there are only two major 
arcade sections, and they're not com
pulsory, since LucasArts is only too 
aware that many die-hard adventurers 
don't appreciate having their puzzle
solving constantly interrupted by twitch 
games. "We know that adventure game 
purists don't want to get stuck in hard 
arcade sequences," says Ackley, "but 
they're just so freaking fun! So they' re 
in there, but you can play them at two 
levels of difficulty. There's Regular 
Difficulty, and there's Incredibly, 
Ludicrously Easy. If you can't finish the 
arcade games on the Incredibly, 
Ludicrously Easy level, you must be 
really, really bad." 

Ahern and Ackley's team has been 
working away on The Curse Of Monkey 
Island since the start of 1996 - after 
three months in pre-production, work 
on the game began in May, and almost 
exactly a year later, everything is almost 
- almost - complete. The game cer
tainly looks on target for LucasArts' 
intended release date in August, and if 
what PC Gamer has seen so far is any 
indication, adventure gamers every
where, whether they've visited the world 
of Monkey Island before or not, are in 
for one hell of a treat this summer. 
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PATRIOT GAMES 

ven though clad in informal 
clothing and chatting affably, 
Red Storm Entertainment's 
CEO, retired Royal Navy 

I Commodore Doug Littlejohns, 
has the unmistakable bearing 

-•----• and presence of a first-class 
military professional: steady, focused, keenly 
intelligent. His career was a distinguished one, 
including four tours of command, three of them 
on nuclear submarines. Perhaps the most inter
esting phase of that career occurred during the 
1982 Falklands War, when he served as a liaison 
contact with the CIA, presumably in the realm of 
naval intelligence. "I really wish I could tell you 
more," Littlejohns says with a wry smile, "but I 
simply can't. Official Secrets Act and all that 
they'd throw me in the Tower for twenty years. 
I'm sure you understand." 

His friendship with Tom Clancy goes back 
twelve years; he was one of Clancy's technical 
advisors during the writing of Red Storm Rising. A 
couple of years ago, when Littlejohns was man
aging director of two of Europe's busiest conven
tion centers, Clancy approached him about the 
possibility of coming to the States as CEO of an 
as-yet unnamed PC game publishing venture. 

According to Clancy, the negotiations 
"resembled the courtship rituals of two swans, with 
much bobbing up and down of heads." Ultimately, 
Littlejohns succumbed to Clancy's Irish charm and 
sheer persistence. "I'd just turned fifty, I was very 
interested in the technology, and I thought What 
the hell? It sounds like jolly good fun ." 

Red Storm came about in a rather odd 
manner. Clancy was a friend and a big fan of 
David Smith, a pioneering game designer whose 
sci-ti adventure The Co/ony(1988) sold an 
unprecedented 50,000 copies for the Mac plat
form alone. Smith had gone on to found Virtus 
Corporation, a cutting-edge developer of 30 

technologies, primarily some super-powerful 
CAD programs for industrial and business apps. 
Smith wanted to spin-off a game company that 
could be used as an experimental workshop for 
Virtus' software. 

Clancy, who is a stockholder 
in Virtus, wanted to go beyond that 
and form a complete game publish
ing company, in partnership with Vir
tus. Thus was born Red Storm Enter
tainment, in November, 1996. (The 
company was originally to be called 
Patriot Games, but Paramount Pic
tures now owns the rights to the 
name). There were 19 employees at 
the start; there are 31 now, and the 
company is aboutto burst the seams 
of its original office space. 

The Goals 
According to Frank Boosman, Red 
Storm's VP of product marketing, the 
company's aim is to create the 
biggest, friendliest, most addictive 
multi-player games on the Internet 
He sees two major problems that need to be solved: 
the technological and the consumer-oriented 
design issues. "Over time, the technology will come 
into being, because it's being driven by the profit 
motive," says Boosman. "The design issue is, we 
think, much more challenging." 

Today's most popular multi-player games 
( Quake, for example) are essentially just one huge 
free-for-all, with everybody just trying to out-gun 
everybody else. The kind of games envisioned by 
Red Storm will be much more complex in design, and 
much more subtle in content. Boosman describes 
them as "self-evolving structures that incorporate a 
hierarchical, sociological element" How, for 

instance, do you structure an on line game for 
10,000 players and convince all of them to behave for 
the common good of gameplay? As it is, if some 
maverick gets online and decides he wants to turn 
around and kill all the other players on his side, he 

pretty much ruins the experi
ence for everybody. 

So how can you design 
a huge online game in which 
the players will gladly accept 
a certain hierarchical ranking 
- a game in which the par
ticipants will wantto behave 
themselves because by doing 
so, they'll enjoy a much richer 
and more satisfying experi
ence? There are no answers 
at present, because such 
games just don't exist yet 

Red Storm plans to be 
ready when they do; and 
plans to get there first. 
"We're steadily evolving our 
design philosophy in that 
direction; but it'll take any
where from three to five 
years to getthere," says 

Boos man. "Meanwhile, each new product we 
send out, while a first-class game in and of itself, 
will also be designed to implement that ultimate 
goal. Building blocks, if you like, that will answer 
specific questions. If we can do that methodi
cally, then eventually we'll have the tools and the 
knowledge to build those monster multi-player 
games and to do them right, so they'll be worthy 
of the Tom Clancy trademark." 

Another part of Red Storm's philosophy is to 
be a "multiple-media" producer. Each game is 
designed to have synergistic potential in other 
mediums: books, movies, TV series, perhaps even 
comic books and trading cards. 
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Red Storm's debut game is Tom Clancy's "Poli
tika, • an online-only game set in the former 

Soviet Republics, and bearing a passable resem
blance to the classic boardgame Risk - the 
design team even created Politika as a board
game for playtesting the game ru les before cod
ing began, using makeshift tokens, stacks of 
"event" cards, and heaps of Monopolymoney 
it was, the designers say, a perfect way to work 
out bugs that otherwise might not become appar
ent until it was up and running on the 'net. 

The resemblance to Risk is not accidental. 

• s 

Politika's design is based on a long study of the 
two most popular apps on the 'net: multi-player 
gaming and chat. Currently, the two don't mix 
very well - after all, if you stop playing Quake 
long enough to hold an online conversation, 
you're dead. 

As Fran k Boosman explains: "We wanted 
our initial 'net game to be one which encourages 
players to chat. We concluded that the ideal 
design would be a sequential, turn-based game 
that has built-in periods of down-time during 
which you can chat as much as you like ... about 

anything. That's why we took 
Risk as a model. Wrangling 
over territories is fun; making 
deals is fun; political chi
canery is fun . Besides, 
the whole subject of geopoli-

PATRIOT GAMES 
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These ·event· cards ere used in I similar felh
ion to Monopoly cards; the actions listed on the 
cards can change the course of the game. 

tics is one that fits perfectly under the Tom 
Clancy trademark." 

Politika is, therefore, an eight-player game 
of political and economic strategy based on what 
might happen in post-Yeltsin Russia. It begins, 
like SSN, with simulated CNN-like newsflashes 
announcing the death of Boris Yeltsin (a worrying 
omen, since the Ch inese leader Deng Xiaoping 
died just a few months after the release of Tom 

Clancy's SSN, which predicted 
the event). Each player com
mands one political faction 
(Nationalists, Communists, KGB, 
the Church, the Army, Mafia 
etc.), and attempts to gain influ
ence over the various territories 
by moving his or her token 
around the board and "buying" 
better die-rolls through wheeling 
and dealing with the other play
ers. The basic premise being: 
"Everything in Russia today is for 
sale .. . everything." The medium 
of exchange is, of course, U.S. 
dollars, the ruble being more 



system code-named "In
verse." Players with beefy, 
hot-rod PCs can jump on it, 
but so can players with 
low-end hardware. 

Politika certainly 
looks like good, sneaky fun: 
it's simple yet elegant- a 
bright ten-year-old can 
easily pick up on the rules 
even if he knows nothing 
about Russian history
and packs enough subtlety 

The development team nuarched IINllti-player to satisfy experienced 
gaming and Internet chats for Politi/ta. gamers. The emphasis on 

into a forthcoming 
Clancy book based on 
the game's premise; 
you'll also be able to 
download it from Red 
Storm's web site at 
www.redstorm.com. 

Attacker and defender can chat duriag lhe active attack phl11. Red Storlll dnignen Once you I og on and 
wanted Politi/ta to be a pme dlat would encourage chats between playen. get your pass-
---------------------------------- word, you can 

valuable as toilet paper than as real currency 
these days. Each player strives to build up the 
most powerful and intimidating political machine 
possible, and during the "Trading" phase of the 
game, the players can make deals, back-stab 
their "allies," and so forth . 

One of Tom Clancy's ideas was to incorpo
rate a brief window of "eavesdropping" during the 
wheeler-dealer phase, during which the active 
player gets to peek at some of the chats going on 
among the others. This feature is optional; if you 
wantto play a less cut-throat, more sociable 
game, you can shut it off at the start. 

subscribe to the game for a price so low 
(under five bucks a month!), that it might as 
well be free. Subscribers can choose what 
kind of game they wish to play (cut-throat 
or chatty). by examining a list of the games 
being spawned at the moment. Over time, 
Red Storm hopes, players will form online 
friendships and cabals, with the game 
serving as a kind of social "bonding 
agent." Quips one of the programmers: 
"Now if we can just figure out a way to 
download a case of beer ... " 

One interesting technological footnote: 

chat is something new in 
online gaming, and should certainly add to the 
game's appeal. And Red Storm's all-you-can-eat 
pricing makes it a terrific bargain: at around four or 
five bucks a month, it'll surely attract many players 
who may have hesitated to take the online gaming 
plunge for financial reasons. 

If all goes well, Politika should appear on 
your radar by mid-summer. 

Red Storm's marketing strategy for Politika 
is nothing if not ambitious: the game software 
itself will be completely free. It will come bundled 

Politika is being programmed in Java, so it f-"=====~--~ 
will be compatible with 90 percent of the 
platforms currently in use, using a new IBM 







PATRIOT GAMES 

F ram the steppes of 
Mother Russia to the 

dusty plains of Texas is but 
a short walk across the 
Red Storm offices, where 
the design team for Planet 
Texas is deployed. Call it 
"Mad Max Goes to the Old 
West"; it's a vehicular 
combat game with an inter
esting back-story: Earth 
has been devastated by 
sundry apocalypses and 
what's left of society has 
gravitated to a relatively 
unscathed part a/Texas, 

Running low on supplies? Make a stop at the 
wee ons sho to outfit our ride. 

where the real-life Supercollider survives as the 
sole source of energy. 

You play the part of the Man With No Name 
who rides into town and is tasked with Cleaning It 

Up. Running the show is a 
mustache-twirling bad boy 
named Cactus Bob, and 
everything and everybody is 
under his thumb, including 
the local sheriff. Cactus Bob 

has built a combat arena on 
top of the Supercollider, 
where contestants compete in 

vicious car-duels for money 
and prestige. 

At first glance, this 

hardly seems like a 
Tom Clancy project... 

Cactus Bob has buih a llatda an11111 on top of the Supercollider, where you must fight 
for money, restige, and your~ name. 

and yet, when one thinks about it, the Old West 
mythology is a very logical extension of Big Tom's 
essentially Manichean view of the world -the 
guys in White Hats versus the guys in Black Hats. 
And what better setting than Texas, where every
thing is already bold and exaggerated: big cars, 
big swaggering Yahoo cowboys, big landscapes. 

Red Storm has invented a remarkable 
30 technology for this super-shooter. Vehicles 
can move 360 degrees through the rendered 
backgrounds, enabling you to drive upside
down or to blow holes in walls and plunge 
through to the other side. The demos we saw 
really sizzled, although drawing a bead on your 
opponent while driving upside down at high 
speed certainly is a challenge. 



Unlike most shooters, however, Planet 
Texas is unusually rich in character interaction. 
The protagonist can choose, at various points in 

Ssshhhh! 
the story, whether to follow the path of virtue or to Red Storm currently has a 
go over to the Dark Side and try to usurp Cactus third game in the works, but 
Bob as the Bossman. And the characters them- nobody there is talking on the 
selves are a colorful lot, including the obligatory record about it yet - it's so 
Did Prospector (complete with mutant mule), and shrouded in secrecy we can't 
the local School Marm, who is demure and book- even refer to it by its in-house 
ish until she goes into the combat arena, where codename. We were, how-
she turns into a fierce competitor who looks like a ever, able to get a sneak peek 
leather-clad dominatrix. at it. All we can tell you is that 

We were much taken, too, by the game's this game belongs to a sub-
bold, over-the-top, visual style: not cartoonish, but genre that has produced 
definitely executed in the manner of a cutting-edge numerous games in the past, 
comic book; likewise for the cars, _ -./., & all of which have 
each one of which sports a crazy ~ , more or less 
variant of the classic Texas sucked. Red Storm's 
"long-horn" hood ornament. In ambitious offering 
keeping with the post-apocalyp- doesn't exhibit any 
tic theme, all the town's technol- of their weak-
ogy has a grungy, junkyard, retro- nesses - in fact it 
future look, as though all the looks downright amazing. For now, at least, if 
parts had been scavenged we reveal any more about the game, a large 
and welded together in hairy man named Vito will come around and 
somebody's garage. break our kneecaps - but rest assured, 

There's a lot of depth ~ we'll be bringing you the first look at th is 
to the combat, too: ethical potential stunner later in the year. 
choices that influence the In mid-demonstration, Tom Clancy pokes 
storyline (should I finish off his head in, observes the on-screen action for a 
this character or let him live?). moment, then makes one of his Input Pronounce-
That's why all the cars have ments: "You guys have to change something 
open canopies - so you can see here. I was talking to General So-and-So, who's 
who you 're fighting and tailor your the world 's leading expert on wound ballistics, 
tactics according to your overall and he told me that a man can still funct ion 
game-strategy. for about thirty seconds after being shot in 

Planet Texas should find the heart. Death is not instantaneous like it 
a broad audience among is in the movies-that's only if you get 
action fans, but clearly, it's a shot right in the head. Even if you shoot 
lot more than a simple crash - somebody in the chest at very close 
and-burn demolition derby. 
Look for it early next year. 

The PlaMt Texuteam hu been working on 
- •mazing 30 technology for their game. 

range and by surprise, it's more psychologica l 
shock than physio logical damage. You guys need 
to incorporate that into the game." Cue muc h 
furious sc ribbling on notepads. You can almost 
see the design team snap to attention. Aye-aye, 
Mr. Clancy! It shall be done! 





, 
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is one OF the most Recognized FiguRes oF the 
PoweRVRTM Revolution. A conFRontAtionAlist, she hAs gRown tiRed OF the old 
3D ORdeR. With pAssion And AngeR, LARA hAs been Relentlessly FAnning the 
FIAmes OF RevolutionARY justice FOR gAmeRs ARound the woRld. 

WELCOME TO THE MOVEMENT. 
APPARENTLY, DISCOVERING ANCIENT 
TOMBS HAS FAILED TO SATISFY THE 
RADICAL HUNGERS THAT GNAW AT 
YOUR SOUL? 

My first passion will always be 
exploring ancient civilizations. But when I 
realized gamers were being kept down by 
inferior 3D technology, I went balistic. 
I'm busting my arse to get gamers the 3D 
experience they deserve. 

SO THE BLAND 3D EXPERIENCE WAS 
BOUND TO PRODUCE A REVOLT? 
L: Absolutely. But this is an armed struggle, 
love. And the weapon is not the Colt .45 in 
my hand. It's the PowerVR 3D technology that 
will topple the bloody awful 3D experience. 

ARE YOU SAYING EVERYTHING ABOUT 
CONVENTIONAL 3D TECHNOLOGIES 
DESERVES TO PERISH-SHOVED OFF 
TO THE ASH HEAP OF OBSOLESCENCE? 
L: Bloody right, mate. Gamers want 3D 
technology that liberates their experience. Like 
higher resolution. Higher frame rates. Effects 
that take them as close to reality as you can get. 

LIBERATION SEEMS TO BE A CENTRAL 
THEME DRIVING THE MOVEMENT. 
L: Look, if I could escape the suffocating arrogance 
of snooty British societ½ gamers could overthrow 
the forces trying to smash the PowerVR resistance. 
That's what pumps adrenaline through my body. 

UM, DON'T TAKE THIS THE WRONG 
WAY LARA, BUT THAT'S SOME BODY. 
L: Actually, you should see it at 800x600 
resolution. I think youc! dig my aerial flips with 
realistic shadows. 

WHEW, WELL, UH .. . SO LARA, THESE 
ARE EXCITING, TURBULENT TIMES. 
GAMERS AND GAME DEVELOPERS 
SEEM TO BE GETTING SWEPT UP IN 
THE PROMISE OF POWERVR. 
L: That's right. Our freedom fighters are 
developing games right now that are 
PowerVR Ready. Eidos, Kalista, Shiny, Sega 
Entertainment, FASA, Activision, Core Design, 
Gremlin. All feverishly churning out PowerVR 
Ready titles, including my next adventure, 
Tomb Raider 2. 

WOULD YOU SAY THE MOVEMENT IS 
OBSESSED WITH POWER? 
L: Of course, you twit. Frankly, we're not 
stopping until we have profoundly altered 3D 
reality for all gamers. And we will! Because we 
have finally seized the ultimate apparatus of 
real 3D power. 

THE POWERVR TECHNOLOGY? 
L: Yes. And with it, there will be no obstacles 
that can stand in the way of the mission 
of the PowerVR revolution: to produce the 
most realistic game experience imaginable. 
Now bugger off, I've got a battle to fight. 

Tomb Raider 

MechWarrior 3 

DcrnAnd PowcRVR RcAdy hARdwARC And gArncs. 
It is YOUR Right. 

WWW .pOWCRVR.COrtl 
800-366-9782 

PAIA' NTIRACTIYI 

---: Ub, Soft 

• dtiililtffl EIDOS NEC 
© 19'!7 NE< Bedronics lrx. P-VR& PowerVR logo ore rrademor'<s ~ Y.!eologic lid. Tomb Rlide<©™ 1996, Core Design Ud. ©® 1996, Eidos lnle!adive Ud. L«, Cr,h ,nd he, li<enes, ore rrodenm, of Eidos, Pie. Al righl, ,e,,md. Al olher rrodemoils ,nd logos"' lhe prOj>Ofly of lheir 1espective holden. 
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With a potent mix of real-time strategy and multi 
player action, Eidos lnteractive's upcoming flight sim 
Flying Nightmares 2should heat up the a,r combat 
wars when it debuts later in the summer. 
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FLYING NIGHTMARES 

s several game companies 
struggle to win air superior
ity with a series of compet
ing simulations of the Air 
Force's new F-22, Eidos 
Interactive's Flying Night
mares 2 turns to the high
tech aresenal of the Marines 
and their Harrier jet and 
SuperCobra attack chopper. 
The subject matter may not 
be as sexy and bleeding
edge as the other companies' 

sims, but Flying Nightmares 2's 
seductive new features and gorgeous 
graphics may well make it the simula
tion to beat. 

We met with Eidos Interactive to 
discuss its plans for re-entering the 
hotly contested flight sim market and 
discovered that the company is not only 
ready to meet the challenge, but is ready 
to lead the way with an innovative mix 
of real-time strategy and good, old-fash
ioned dogfighting thrills. 

While most people will associate 
Eidos Interactive with the smash hit 
Tomb Raider and the upcoming real
time strategy game, Conquest Earth, 
there was a time when the company 
(then known as Domark) was best 
known for its lineup of flight simulators 
for the PC and the Mac, games like Out 
of the Sun and Flying Nightmares (Mac), 
and SVGA Harrier and Flight Sim 
Toolkit (PC). 

When we met with Flying Night
mares 2 producer/designer Bryan 
Walker to see what Eidos has been up 
to during its years away from the con
trols, we fully expected to find a skill
fully crafted simulation. But after the 
briefest rundown of the new game's fea
tures, it was apparent that Flying Night
mares 2 is going to be unlike any flight 
sim before it, merging two state-of-the 
art flight simulators with a robust cam
paign and an innovative, multi-player, 
real-time strategy element. 
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FN2 puts players in the cockpit of the 
Marine Corps' AV-8B Harrier II+ VTOL 
fighter and AH-1W SuperCobra attack 
helicopter, but it adds an element of big
picture strategy that sets it apart from 
other sims. 

As we discussed FN2's evolution 
from strict simulation to real-time strat
egy hybrid, Walker told us the blame lies 
squarely on the shoulders of the rapid 
development of technology- along 
with his desire to see the multi-player 
experience of games like Command & 
Conquer take on new dimensions. 

"When we initially started the pro
ject, it was conceived as a six- to eight
month add-on to the original Flying 
Nightmares on the Mac," says Walker, a 
former Apache attack chopper pilot, Gulf 

The Harrier's ability to take off and land ver
tically gives it an undeniable edge against 
standard fixed-wing aircraft, allowing to it 
perform maneuvers rarely seen before. 

War veteran, and avid computer game 
enthusiast. "But during the development 
cycle, we saw the emergence of Windows 
95 and the arrival of 3D accelerators, and 
multi-player gaming really came into its 
own. And the drastic improvements these 
developments could make in terms of 
gameplay and immersion were just too 
substantial to pass up. 

"During that same time, the origi
nal WarCraft came out, and shortly after 
that, Command & Conquer was 
released," he says. "We played C&C a 
lot, and though it's a fun game, there 
were unrealistic things about it that just 
annoyed the hell out of us. So we 
thought about implementing a strategic 
game in FN2 that focused on the realis
tic aspects, and the strategic game really 
evolved from that." 

While the success of Command & 
Conquer was enough to convince him 
that a strategic element could be an 
attractive addition to a flight simulation, 
Walker says the design of FN2's multi
player strategic game had less to do 
with capitalizing on a popular trend 
than with his frustration with the cur
rent state of multi-player flight sims. 

"I play a lot of multi-player and 
online games - roleplaying, flight simu
lations and so on," Walker says, "and I 









don't like being in an environment 
where my actions don't make a differ
ence. I can fly around in Air Warrior for 
10 hours, destroying every target I come 
across, yet it doesn't have an effect. I can 
destroy a fuel dump, yet I won't see any 
effect for another 12 hours. Is it realistic? 
Yes, it's realistic - that's how combat 
really works. Is it fun? No, it's pointless. 

"To increase the level of immersion, 
we have to increase the net worth of each 
player," he says. "So we're downsizing 
the battle and we're putting players on 
islands where the battles can be self-con
tained and everything can be completed, 
start to finish, in a couple of hours. 

"We want players white-knuckled 
from start to finish, cussing and swearing 
from the time they boot up until the time 
the game's over," Walker says. "So our 
focus has been on maximizing the involve
ment for each and every player instead of 
throwing a thousand players into a game, 
who may or may not have anything to do. 
Every action and every player's mission 
has an effect on the outcome." 

Command Decisions 
With its healthy influence from the real
time strategy craze, FN2's Commandant 
mode lets armchair generals stage 
offensives with a variety of ground and 
air units against another team of simi
larly equipped human opponents. 

In a lot of ways, Flying Nightmares 
2 may be the multi-player simulation 
we've all been waiting for, the kind of 
"electronic battlefield" that game devel
opers have been promising for years. 
Imagine commanding a force of attack 
jets and helicopters, all being flown by 
real, live gamers against a flesh-and
blood enemy. That' s the promise of FN2. 

Before an online battle, two players 
assume the role of Commandant for 
their respective teams (Blue Team and 
Red Team), then they select or reject 
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player/pilots from the pool of online 
gamers that enter the game. Once there 
are enough pilots on either side to start 
the game, a Commandant can begin 
communicating preliminary battle plans 
to the pilots by using the chat feature or 
by using the virtual laser pointer (cur
sor), which is seen on each team mem
ber's screen. 

Upon entering the game, Comman
dants will place their selected units on a 
top-down map of the battlefield. Both 
players will be able to see the entire map, 
but neither will see the other side's units 
or bases. As the Commandant issues 
orders to the human-controlled aircraft, 
the pilots' new orders are displayed in 
their Heads-Up Displays. 

FN2 employs a fog-of-war effect 
based on complex sighting rules 

assigned to each unit, which take into 
account factors like camouflage, sur
rounding terrain, lighting, and visibility. 
Pilots in Harrier jets, for example, won't 
be able to spot infantry units hidden in 
forests on a single pass at low altitude. 

Each Commandant will have to 
learn to take advantage of terrain to 
mask units from enemy radar, and avoid 
certain terrain types in order to keep 
their forces on track and out of harm's 
way. Each unit's speed is restricted by 
adverse terrain types or elevation 
changes (except for the infantry units, 
which can traverse all areas of a map at 
the same speed). But the main focus is to 
avoid the eyes in the sky. The low, rolling 
hills of the maps may provide blind spots 
against Harriers, but wary commandants 
will know they also provide radar mask
ing for the deadly SuperCobras. 

"The biggest challenge for the Com
mandant will be to monitor the battle
field," Walker says. "You have to deter
mine who's seeing what, and then utilize 
your aircraft effectively. If the Comman
dant is constantly sending aircraft out to 
handle minor brush fires, then he's going 
to have aircraft refueling, and he's going 
to lose vital air support when and where 



it's needed most. You also have to be 
flexible. I can see situations where play
ers will receive five or six new orders en 
route to their first target, because the 
environment will be so dynamic. 

'The player/pilot, on the other hand, 
will have to think about tactical needs 
such as aircraft-to-aircraft combat, air
craft vs. vehicle, and they have to think 
strategically as well," he says. '1fyou have 
a mission that calls for you to take out a 
building and you waste your fuel chasing 
after little things, you'll lose the battle." 

If one of those player/pilots hap
pens to get shot down, he'll have to wait 
until the Commandant sends a rescue 
chopper to pick him up. If no new 
planes or helicopters are available, the 
downed pilot will have to man an anti
aircraft gun back at the base until rein
forcements arrive. 

While many wargamers are sure to 
argue the finer points of the battlefield 
action, Walker readily admits some 
tradeoffs were necessary in order to 
make the game enjoyable. 

"In the Commandant mode, we're 
trying to maintain the veil of realism 
and believability - but not to the point 
of impacting playability," he says. 
"We're making a lot of compromises to 
keep things moving very fast and to 
keep units from bogging down in a pro
tracted war of attrition. 

"We're not dealing with logistics in 
any legitimate manner. We're doing 
minimal communications support. But 
there's a good reason; it's tedious, even 
in a limited engagement. In those 
respects, we're making compromises to 
the realism - in other respects, we're 
giving the Commandant a lot more 
information and a lot more tasks than 
they would ordinarily get during a two
or three-hour engagement," Walker 
says. "But we're not ignoring the basics 
of combat, which are to maintain a 
reserve, orient your front to the enemy, 
use your reconnaissance to locate the 
enemy, rely on indirect fire to take out 
specific kinds of units, and always have 
air support. Those are the tenets of real
world combat that are enforced mili
tantly within the strategic game. 

"We view the Commandant mode 
as something the more advanced player 
will naturally want to gravitate to, some
one who wants to fly and command," 
Walker says . "But it's also a unique situ
ation for new players, who after 30 min-

utes of training can jump in and have 
someone give them direction and lead
ership to survive the mission." 

The Cuban Campaign 
Although the multi-player aspects 
could've easily distracted the FN2 team 
from plans for a single-player campaign 
and left solo-oriented flight sim fans out 
in the cold, Walker is confident that 
FN2 's single-player campaign will 
deliver a rewarding experience. 

After completing a series of train
ing missions designed to familiarize you 
with both aircraft, you're thrust into a 
scenario in which the Marines are called 
in to deal with a crisis in Cuba. Russian 
hard-liners have attempted to seize the 
Cuban mainland, and with the bulk of 
the U.S. fleet halfway across the globe, 
it's up to you to perform an emergency 
evacuation of Guantanamo Bay. Tension 
mounts as the uprising explodes into a 
full-blown shooting war, and the 
Marines must make a stand against 
numerically superior Russian hardware. 

FLYING NIGHTMARES 

Walker predicts there will be 
around 24 missions over the course of 
the campaign, equally divided between 
the Harrier and the SuperCobra. 

"The single-player game is going to 
focus on very precise flying, very pre
cise timing, very precise targeting, and 
staying within your assigned airspace," 
Walker says, "Those are the restrictions 
that real military pilots face - particu
larly when you're doing a very coordi
nated assault. If you're late to your tar
get zone, you've lost the mission." 

Walker says each mission will be 
essentially self-contained - your per
formance in one mission won't deter
mine the kind of mission you get next -
but individual missions won't be the 
same every time you play them. 

"We initially wanted to implement a 
more dynamic strategic element in the 
single-player game," he says. "But we 
would've needed to triple the size of our 
development team to make it work, or 
we'd have to wait three years to imple
ment it with our current staff. Neeclless 
to say, that went over like a fart in church 
when we took it to the higher-ups. 

"So we've focused on making the 
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FLYING NIGHTMARES 

single-player campaign as exciting and 
challenging as possible," he says. "While 
it's not a dynamic campaign engine, 
there's a series of causality in the cam
paign system; there's a fixed number of 
resources available on the map, and 
these resources are tracked during each 
mission. So taking out certain structures 
or objects can effect the strength of 
forces in later battles. Persistent objects 
will be effected as well - so if you blow 
up a bridge in a mission, it's still blown 
up when you enter the next mission. 

"When we script the missions, we 
simply put the unit pieces in their start 
locations. When the mission starts, they 
duke it out based on their capabilities 
and objectives," Walker says. "It's not 
going to be the type of sim where you 
know that, in 27 minutes, this tank is 
going to be at this location and start fir
ing. The actions the Al takes will vary 
from mission to mission. Sometimes 
tanks will get blown up, sometimes not; 
it's all based on the probability model 
we've built for the game." 

Power Plauer 
Boasting MMX optimization and native 
support for nearly every major 3D accel
erator on the market (and Direct3D sup
port for the ones that aren't supported 
in native mode when the game is 
released), FN2 is also a stellar performer 
when it comes to graphically depicting 
aerial combat. 

FN2 is being designed to run com
fortably on a Pentium 90 with 16MB 
RAM and one of the supported 3D 
cards, delivering 20+ frames per second 
640x480 resolution and 16-bit color. 
During our flight time with FN2, we 
played the game on a Pentium 90 with 
16MB and a Pentium 150 with 16MB -
both had Rendition Verite-based 3D 
accelerators and produced very 
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smooth, playable frame rates. Walker 
says there will be a few extra treats for 
power gamers, such as a special version 
of the main program that looks for Pen
tium 2 processors, and support for 
Intel's new Advanced Graphics Port 
that will allow the game to run in an 
amazing 1024x768 mode with higher 
resolution terrain textures. 

Running in 16-bit color on a high
end 3D accelerator like those based on 
the 3Dfx Voodoo card or Rendition Ver
ite chips, FN2 will deliver impressive 
visual effects such as dynamic lighting 
within the cockpit, transparent clouds, 
and fogging . If you get close enough to 
an opponent, you will even be able to 
see the HUD readout in your enemy's 
cockpit. 

While the graphic enhancements 
are primarily designed to beautify the 
environment outside the cockpit, there 
will be a few treats in store inside the 
cockpit as well. Like the virtual cockpit 
in EF2000, FN2 players will be able to 
select from either a standard 2D cockpit 
overlay or 3D cockpit for either the Har
rier or the SuperCobra that allows for 
better peripheral vision and more natu
ral "check six" viewing. 

But even though his team is push
ing hard to make use of the latest and 
greatest technology, Walker is adamant 
that users without 3D accelerators or 
lower-end systems won't be left with an 
unplayable simulation. Walker's own 
computer is a 90MHz Pentium, and he 
says FN2 will have to be playable on it 
before it's ready to ship. 

While we've only just touched on 
the surface of the potential and features 
that FN2 holds (in case we didn't men
tion, there is an excellent flight model at 
work for both the Harrier and Cobra), 
pulling all these diverse elements 
together will be a difficult task for in the 
months ahead, but if it works as adver
tised, flight sims will never be the same. 

l!CG 







I Interplay 
Dragon Dice 
A. Survive the four 
powers of nature. 
WINDOWS 95 CD ROM 

Interplay 
Redneck Rampage 
B. A ruckus-roisin' riot of 
hilarious characters and scenes. 
DOS CD ROM 

Interplay 
Star Fleet 
Academy 
C. Join the Star Fleet Academy 
where legends are born. 
DOSCDROM 

Interplay 
Realms of 
the Haunting 
D. Forces of Darkness have 
broken the world of light. 
DOS CD ROM 

Interplay 
Alone in the Dark 
Trilogy 
E. Play and solve investigations 
into the macabre. 
DOS CD ROM 

Interplay 
The Forgotten 
Realms Archives 
F. The ultimate Dungeons and 
Drogons PC game collection . 
DOSCDROM 

Interplay 
Dragon Lore II 
G. Venture far and wide through 
distant lands and strange dreams. 
WINDOWS 95 CD ROM 

Interplay 
Atomic 
Bomberman 
H. New deadly power moves 
and challenging new levels . 
DOSCDROM 
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GT Interactive 
Rebel Moon Rising 
A. Phenomenal light-sourcing, incred
ible graphics and super fast ram rates. 
Shareware also available. 
MMXCDROM 

GT Interactive 
Balls Of Steel 
B. The pinball game with an attitude. 
More challenges and mare balls. 
DOS CD ROM 

C. A gruesome multi-player bloodbath 
that promises to be a real hoot! 
DOS CD ROM 

GT Interactive 
Blood Shareware 
D. Immerse your wit and reflexes in 
8 levels of blood. 
DOS CD ROM 

Hasbro Interactive 
Battleship 
E. The classic naval strategy game is 
now the ultimate strategic challenge! 
WINDOWS 95 CD ROM 

Hasbro Interactive 
Risk 
G. The most popular battle 
strategy game of all timel 
WINDOWS 95 CD ROM 

Eidos Interactive 
Tomb Raider 
F. Explore lncan ruins, Ancient 
Rome, and the Lost City of Atlantis. 
DOS CD ROM 

Eidos Interactive 
Conquest Earth 
H. The next level of strategic 
war-gaming I 
DOS CD ROM 

9.99 

Call 1-800-800-5166 for the store nearest you! s 





19.99 

Activision 
Interstate '76 
A. All-out combat driving in 
on unconfined environment. 
WINDOWS 95 CD ROM 

Activision 
Dark Reign 
B. Defeat the armies and 
alter the destiny of the galaxy. 
WINDOWS 95 CD ROM 

Activision 
Mechwarrior Z 
Battle Pack 
C. Equips die-hard fans with the 
complete 31 st century arsenal. 
WINDOWS 95/ MAC CD ROM 

Lucas Arts 
X-Wing vs. 
Tie Fighter 
D. Join the heat of the bottle 
between the Rebel Alliance 
and the Imperial Novy. 
WINDOWS 95 CD ROM 

Lucas Arts 
Yoda Stories 
E. Grob your lightsober and 
get ready for a terrific Star 
Wars adventure. 
WINDOWS 95 CD ROM 

Lucas Arts 
Outlaws 
F. Includes a notorious collection 
of the West's 20 toughest outlaws. 
WINDOWS 95 CD ROM 

Lucas Arts 
Jedi Knight: Dark 
Forces II 
G. Become a Jedi Knight 
and learn to master the Force. 
WINDOWS 95 CD ROM 

19.99 





Virgin Interactive 
Command & 
Conquer: Red 
Alert 
Red Alert puts the fate of the 
world in your hands. 
WINDOWS 95 CD ROM 

Sega 
The Space Bar 

Visit the Thirsty Tentacle where 
veryone knows your DNAme! 

Also available for Moc. 
WINDOWS 95 CD ROM 

Virgin Interactive 
Command & 
Conquer Red Alert: 
Counterstrike 
Exciting new expansion pock 
for Red Alert. 
WINDOWS 95 CD ROM 

Virgin Interactive 
Grand Slam 
Baseball 
Send the competition 
down to the minor leagues. 
WINDOWS 95 CD ROM 

Virgin Interactive 
Command & 
Conquer for 
Windows 95 
Rivers flow with the blood of 
those who oppose the new world . 
WINDOWS 95 CD ROM 

Sega 
Obsidian 
A graphic hallucination of worlds 
laced with intriguing mysteries. 
Also available for Moc 
WINDOWS 95 CD ROM 

Acclaim 
Magic: 

Battlemage 

.'99 

Welcome to the ultimate 

elediONC8 
Call 1-800-800-5166 for the store nearest you! bouUQue· 9 





Talonsoft 
Battleground 6: 
Napoleon in Russia 
A. Napoleon's greatest invasion 
is recreated in style and splendor. 
WINDOWS 95 CD ROM 

Talonsoft 
Battleground 7: 
Bull Run 
B. The battle that earned General 
Jackson the nickname, "Stonewall." 
WINDOWS 95 CD ROM 

Broderbund 
War Lords Ill screen shot War Lords Ill 

Cal 

3D PROGRAM PA~ 

F. $49.99 

G. $49.99 

C. Rule the map by conquering 
your opponents and establish 
your reign . 
WINDOWS CD ROM 

Vic Tokai 
Dark Rift 
D. Enter the vortex and claim 
the power of the universe. 
WINDOWS 95 CD ROM 

Thrustmaster 
Grand Prix-1 
E. Get the competitive edge with 
variable throttle and braking. 
PC 

Interact 
Duke Nukem 
3D/Program Pad 
Bundle 
F. The ultimate control for 
fast-action shooters. 
PC 

Mad Catz 
Fight/Flight Stick 
G. Analog flight and digital stick 
on one joystick. 
PC 

~ 
1-800-800-5166 for the store nearest you! bouSIQue· 11 





PC Accessories 
OFFICIAL GUIDE TO 

;; ~ > ,.. ~ ;:; ,.._ ,.. 
~ 

,. ,.:: - ~ 

-c -c ; 
J 

"'-1 '] 
~ 
'] 

Micro~otr • 

l!!!!ce97 
• ·1n•1 

Que• 
Macmillan Computer Publishing 

ommand & Conquer 
ed Alert Counterstrike 
trategy Guide 

Macmillan Computer Publishing 
Command & Conquer 
Red Alert Strategy Guide 

Macmillan Computer Publishing 
MS Office 97 6 in 1 

Will tyranny or liberty prevail, the choice is yours! 
BOOK 

Your guide to instant productivity! 
BOOK 

he guide that covers all the 
ew combat strategies. 
OOK 

Connectix 
Color 
QuickCam Z 
Easy-to-use digital video 
and still camera for the PC. 
PC CAMERA 

$249.99 

Connectix 
Grayscale 
Black 
& White 
Camera 
Direct digital imaging for 
black and white images. 
PC CAMERA 

Best Data Products 
Smart One Digital 

Color Camera 
Parallel processing gives state 

of the art imaging capabilities. 
PC CAMERA 

Sybex Books 
Official Air 
Warrior II 
Strategies & 
Secrets 
A vital reference for new 
and experienced players. 
BOOK 

$34.99 

Minolta Corporation 
Snappy Z.O 

Camera 
Capture any picture from 

TV, VCR or camcorder. 
PC CAMERA 

$199.99 

Memorex 
40 Pack 

3.5" Disks 
IBM formatted disks 

with free file box. 
PC 

$189.99 $21.99 

Memorex 
Memorex 
Tower Cover 

roted your equipment 
rom dust, spills and dirt. 

~ 
Call 1-800-800-5166 for the store nearest you! ~ - 13 





Broderbund 
Arthur's 
Reading Race 
A. The adventure book that takes 
kids on a walk around town. 
WINDOWS CD ROM 

Broderbund 
Green Eggs 
and Ham 
B. Take the original story's 
charm one step further. 
WINDOWS CD ROM 

Humongous 
Entertainment 
Putt-Putt Travels 
hrough Time 

C. Pep is lost somewhere in 
time and Putt-Putt needs your help. 
WINDOWS CD ROM 

Gryphon Software 
Batman and Robin 
Activity Center 
D. Explore the world of 
Batman and Robin . 
WINDOWS CD ROM 

Microsoft 
Magic School 
Bus Rainforest 
E. Take a wild ride through 
the rainforest. 
WINDOWS CD ROM 

Sanctuary Woods 

Major League 
Math 2nd Edition 
F. The fun way to learn math . 
WINDOWS CD ROM 

SofSource 
Law Library 
G. Complete reference works in 
Family, Consumer, Employment 
and Probate Law. 
WINDOWS CD ROM 

o. $49.99 ~ 
Call 1-800-800-5166 for the store nearest you! tJouuque· 1s 





Davidson 
Hath Blaster 1 
A. Teaches problem-solving and 
math with exciting adventures. 
WINDOWS CD ROM 

Davidson 
Ready for School 
B. A comprehensive game that builds 
confidence and everyday skills . 
WINDOWS CD ROM 

Knowledge Adventure 
Jump Start Pre-K 
C. Interactive play designed 
to advance preschoolers learning . 
WINDOWS CD ROM 

Davidson 
Hath for the 
Real World 
D. Build math skills and help 
the band climb the charts. 
WINDOWS CD ROM 

Disney Interactive 
Disney Magic Artist 
E. Create works of art where your 
only limit is your imagination. 
WINDOWS CD ROM 

IBM Consumer Software 
Crayola Magic 
3D Coloring Book 
F. Create dazzling drawings using 
fun crayola colors and textures. 
WINDOWS CD ROM 

Edmark 
Hillie's Hath House 
G. Build solid math skills with 
seven fun filled activities. 
WINDOWS CD ROM 

Hasbro Interactive 
Tonka Construction 
H. Take control of realistic 
construction projects . 
WIN/MAC CD ROM 

Hasbro Interactive 
Candy Land 
Adventure 
J. Use math and language skills 
to rescue the king . 
WIN/MAC CD ROM 

G.$31.99 ~ 
Call 1-800-800-5166 for the store nearest you! bouUque• 11 
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Microsoft 
Visual Basic 5.0 
Standard 
Unbridled performance and 
visual productivity in a new 
intelligent development environment. 
WINDOWS 95 CD ROM 

Borland 
Learn to Program 
with C++ Builder 
Del ivers everything you need 
to learn, no programming 
experience necessary. 
WINDOWS CD ROM 

Learn to 
Program 
>lifh Borland C-iMldlr 

Simon and Schuster 
Visual Basic 

Starter Kit 3.0 
The world's most popular 

Windows programming language. 
Even beginners can learn how to 

write without tedious cod ing. 
WINDOWS 95 CD ROM 

II 

Micrografix 
Simply 3D Z 

Outrageously easy 3D graphics 
and animation. Create presenta

tions, web pages and print. 
WINDOWS CD ROM 

..... 111u1c 
e Easyl 

Simon and Schuster 
Web Page 

Construction Kit 3.0 
Easily create and manage Web 
pages! El iminates cumbersome 

HTML programming . Includes 
Macromedia backstage. 

WINDOWS CD ROM 

V Communications 
System 
Commander 3.0 
Easily switches between 
multiple OS's on one PC. 
WINDOWS 3.5 " 

S Y S T ~ M 

(;OMM/\NDl-:tl 

Put information to work and help 
grow your business. Finds the 
hottest prospects and business 
opportunities in your database. 
WINDOWS 95 3.5 " 

The Quick and Easy Way 
to Publish BusillflS and 

- --·· 
l11el1del 

Claris H.,.,.....-
2.0 

1E!>~ 
Kit vs.o -,· .. 

eleda:onlca 
Call 1-800-800-5166 for the store nearest you! boullque· 19 





Dr Solomon's Software 
Dr. Solomon's 
Anti-Virus 
Detects and destroys most viruses ... 
automatically. 24 hour protection 
from Internet downloads, shared 
files, email and more. 
WINDOWS 95 3 .5 " 

Syncronys 
Windrenalin 
Think of it as adrenaline 
for Windows 95 . 
Accelerate your hard 
drive up to 500%. 
WINDOWS CD ROM 

McAfee Software 
Virus Scan 3.0 
Deluxe McAfee Software 

PC Medic '97 

Cybermedia 
Oil Change Data security you need with 

the best anti-virus and back
up software from the anti
virus vendor more people 
trust and use - McAfee. 
WINDOWS CD ROM 

Repairs windows problems 
and stops crashes cold! Also 
provides immediate feedback 
on potential problems. 
WINDOWS CD ROM 

Keep your PC at peak 
performance by automatic
ally retrieving and installing 
the latest software updates 
and hardware drivers 
from the Internet. 
WINDOWS CD ROM 

Syncronys 
CD-Speedster 
Performance and proprietary 
caching technology improve 
responsiveness, video and speed. 
WINDOWS 3. 1 / WINDOWS 95 
CD ROM 

The easiest to ~ your .:'3me 
to your new drive. 

Power Quest Corp. 
Drive Copy 1.0 
Drivecopy, by Power Quest, is an easy-to -
use utility for copying your old drive to your 
new drive in minutes. Fast, safe and easy! 
WINDOWS CD ROM 

~ 
Call 1-800-800-5166 for the store nearest you! boul&que• z1 





Microsoft 
Greetings 
Workshop 
A. It's easy ta create the 
quality of Hallmark at home. 
WINDOWS 95 CD ROM 

Microsoft 
Automap Trip 
Planner 
B. Discover scenic routes, 
family attractions, and the 
best places in North America . 
WINDOWS 95 CD ROM 

Rand McNally 
Business 
Traveler's Suite 
C. Business travel has 
never been easier. 
WINDOWS CD ROM 

Delorme 
AAA Map'n'Go 3,0 
D. Makes travel planning a breezel 
WINDOWS CD ROM 

Mindscape 
PrintMaster Gold 
Publishing Suite 
E. Get absolutely dazzling 
printing results every time ! 
WINDOWS CD ROM 

Rand McNally 
TripMaker 1997 
G. Travel planning has never 
been easier. See and hear 
about your travel interests. 

• WINDOWS CD ROM 

Rand McNally 
Street Finder 1997 
H. Finding an address or a street 
has never been easier or. more 
accurate! 
WINDOWS CD ROM 

~ 
-800-800-5 e store nearest you! oou.~• a 





YOUR ULTIMATE GUIDE TO NEW GAME RELEASES 

1rs Showtime~ 
y the time you read 
this, the PC Gamer 
team will have flown 
the coop and landed in 
Atlanta for the gaming 
industry's biggest 

annual convention, The Electronic 
Entertainment Expo, or E3 for short. We 
always get plenty excited about heading 
to E3, not least because it's the venue for 
the unveiling of some of the hottest 
upcoming games. So anticipated are 
some of the titles at E3 that it'll almost be 
worth putting up with the baking south
ern heat. Rest assured, we'll have an 
exhaustive game report in our 
September issue, as well as live daily 
updates from the show floor on PC 
Gamer Online! And talking of online .. . 

PC Gamer's lop 10 
Multi-pla~er Excuses 
Here at PC Gamer, we may be master 
gamers, but one thing we've never quite 
learned is the art of losing gratefully. 
Being bested by another member of the 
team sticks in the craw, and so we've 
become experts at coming up with quick
fire excuses for when the battle doesn't 
go our way. Some recent examples ... 

Hardware Requirements 

1) 'The controls aren't the same as on the 
PlayStation version." (Quintin, any EA 
Sports game) 

2) "But don't forget I had to play TIE 
Fighter using a broken mouse." (Todd, 
X-Wing vs TIE Fighter! 

3) "But you guys have been playing this 
game longer than me!" (Joel, Red Alert, 

4) "Oh, it's easy when you guys all gang 
up on me." (Mike, Quake) 

5) "I think your button buzzes faster than 
mine." (Quintin, You Don't Know Jack) 

6) "Jason, that tank rush tactic you just 
killed me with is soooo predictable." 
(Lisa, Red Alert, 

7) "Gary, that Tanya tactic you just killed 
me with is soooo predictable." (Dean, 
Red Alert, 

8) "But you can see my screen from 
where you're sitting." (Joe, Red Alert, 

9) "Yeah, but this really isn't my kind of 
game, though." (Gary, Interstate 76) 

10) "Fair enough, I guess you're just better 
at this game than I am." (Nobody, ever) 

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 of this, we test each game on 
several systems so we can bring you a more realistic assessment of what you'll really need. 

PC GAMER Julij 1997 · 



REVIEWS 

I Category: Space Combat 

I Developer: Totally Games 

Publisher: LucasArts, P.O. Box 10307, 
San Rafael, CA 94912 
(800) 782-7927 

Required We Recommend 
Windows 95; Double
speed CD-ROM drive; 

Pentium 90; 16MB 
RAM; PCI Graphics 

card; Joystick. 

Quad-speed 
CD-ROM drive; 

Pentium 166; 32MB 
RAM 

For Internet play: 
Pentium 133 

he third book in a trilogy or 
the third movie in a series is 
often the weakest - I cer
tainly thought so about 
Return of the Jedi. That pat
tern seems to have held with 
the great starfighter series: 
X-Wing, TIE Fighter, and 
now, X-Wing vs. TIE Fighter. 

As a single player 
game, X-Wing vs. TIE 
Fighter is decent, but defi
nitely not all it could have 
been. There are no cutscenes 

or dramatic story lines that will draw 
you into a campaign as they did in TIE 
Fighter - in fact there aren't really any 
campaigns to speak of at all. You can 
play any of the missions, in any order, 
in solo mode, but since the majority of 
the missions are designed for multiple 
players, you' ll often find yourself trail 
ing along berund the AI players, not 

LucasArts brings its starfighters to the 

Internet, but technical difficulties may 

leave them stranded. 

··········· .. ···········--------------------
accomplishing much. 
While perhaps this is a 
more realistic depiction 
of mass combat, it 
doesn't make for a 
rewarding single player 
experience, and I would 
have happily waited for 
a complete single player 
campaign. The TIE 
Fighter Collector's CD
ROM is one of the few 
games where I actually 
enjoyed the cutscenes 
and got caught up in 
the storyline, and those 
features are sorely 
missed here. 

So in essence, 
though billed as both a 
single and multi-player 

., High speed chases are the order of the day in X-Wing vs. _TIE Fighter .. 

game, this is much more the latter than 
the former. As a local area network game, 
it's without peer, especially for fans of the 
earlier games, but very few gamers have 
access to a LAN and consequently will 
have to play over modems. This demands 
that you have a fast system, a good con
nection with a decent ISP, and some 
familiarity with the 'net to find a good 
way to play. Unfortunately, because of the 
way X-Wing vs. TIE Fighter is structured, 
much more data, such as hull and srueld 
strengths or targeting information, is 
being sent between the players instead of 
just the normal velocity and location. 

game is more susceptible to latency and 
sync problems than other titles, and for 
many, the latency problems will be too 
much to overcome. The additional hassle 
of downloading and installing the various 
Microsoft software, wruch is the default 
way to play online, also seems unneces
sary - perhaps these apps should have 
been included on the CD. 

,------------------------• While trus makes the game faithful to 

The Zone's chat room/lobbies are 
poorly implemented, making it difficult 
to talk to players who want to get into 
the same kind of multi -player game you 
do. You can't say, for example, '1 want 
Officer-level players or better only, three 
Rebels and three Imperials, and we're 
playing Combat Engagement #3." This 
wouldn't matter for a Doom or a Duke, 
but X. vs. TIE's wealth of multi-player Rlternanves to the Zone its predecessors, it 

also means the 



Massive crafts such as th is Star Destroyer 
are impressive, but they can cause the 
framerate to choke . .__ ____________ ................ .. 

options are poorly integrated into the 
Zone's setup environment. The second 
problem was the game crashed on me a 
lot, though much of the blame must be 
put at the door of DirectX, which has 
been something of a Pandora's Box for 
this industry. 

That said, the game itself, when up 
and running the way it's meant to be, is 
fantastic. The scenarios are varied 
enough, and if you stick to the default 
craft and play on medium or hard diffi
culty levels, are suitably challenging. 
Varied ways of playing - tournaments, 
shootouts, and, above all, the missions -
make for intense duels. Whereas almost 
every other popular 'net game has a very 
simplistic, plotless, and ultimately boring 
deathmatch mode for Internet play, X. 
vs. TIE has so much more. We especially 
loved playing cooperatively, or flying 
two-on-two in the combat engagements. 
A good deal of time and energy went in 
to making this a continually interesting 
multi-player experience, and X-Wing vs. 
TIE Fighter is in many respects a tour de 
force of multi-player game design. 

We did had some problems with 
the scoring in multi-player scenarios: 
namely, we felt we had many more kills 
than showed up in the scoring summary. 
But apart from this peccadillo, the highly 
detailed statistics on kills, the promotions 
and ranks, the scoring balances between 
players of different skill levels, are all 

improvements, and the new counter
measures and beam weapons are 
enjoyable, though the flight recorder 
will be missed. And though the selec
tion of craft is fairly complete, there's 
no sign of the TIE Defender (which 
isn't a bad thing) or the B-Wing 
(which is). The music, included as 
redbook audio of John Williams' 
actual Star Wars score as performed 
by the London Symphony Orchestra, 
adds tremendously to the atmos
phere both in the serene menu 
screens and the intense combat. 

All the multi-player missions can be played in single 
player, though they're often not well-balanced. 

This is a great game, but diffi
cult to recommend unconditionally 
because the quality of Internet con
nections vary so wildly. If you know 
you have a decent provider or know 

admirable features that should be in 
every multi-player game. 

The texture-mapped ships look a lot 
better than the Gouraud-shaded poly
gons in TIE Fighter, though everything 
flies by so fast you don't always notice -
it's most apparent in the craft selection 
screens or around the big ships. The 
adjustment in turn ratios and other 
tweaks to the flight engine are needed 

your way around online, you will have a 
good time with this game. lf, on the 
other hand, you have shaky connections 
or only want to play in single player 
mode, you'll need to think twice. 

In the end, X-Wing vs. TTE Fighter 
may be a game that arrived before its 
time, and until the Golden Age of univer
sal, unlimited bandwidth arrives (if it 
ever does), designers may have to lower 
their sights a little. But I think a lot of 
people will be kept busy by this game for 
a long time - I know I will be - and if 
LucasArts supports the game and 
addresses some of the Internet prob
lems, it could become an enduring part 
of the online world. 

- Jason Bates 
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I 
REVIEWS 

omanche 
I Category: Flight Simulation 

I Developer: Nova Logic 

Publisher: Nova Logic, 18510 Ventura Blvd., 
Suite 200, Tarzana, CA 91356 
(818) 774-0600 

I Required We Recommend 
Double-speed Pentium 133; 

Supported sound 
card; Joystick 

speed CD-ROM 
drive; Pentium 90; 
16MB RAM; 20MB 
hard-drive space; 

Mouse 

omanche: you either loved it 
for its groundbreaking 
graphics engine and action
oriented gameplay, or hated 
it for being a sloppy, unreal
istic simulation of helicopter 
combat. Either way, people 
paid attention to it and 
acknowledged that 
NovaLogic had something to 
offer. The company's 
VoxelSpace technology, 
which rendered terrain with 
countless little "volume pix

els" rather than wireframes and poly
gons, created a more richly textured 
graphical environment for flight sim
ming. The downside for Comanche was 
that the technology and processing 
power wasn't quite there to make 
VoxelSpace work smoothly at high reso
lution - but it is now. 

Comanche 3 uses NovaLogic's 
newest iteration of its proprietary tech
nology - VoxelSpace 2 - to render 
environments with more convincing 

The RAH-66 roars in to take protect a box car 
during a secret transport mission, but is 
thwarted by enemy forces. 
L-----------·················· 
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-----------------------••·········· NovaLogic improves the graphics and game-

play of the Comanche series, but shows us 

that the devil is in the details. 

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

On some missions, a flight of Apaches will come along for a ride into the sunset. But they won't be 
much use, however, once the shooting starts. 
'-----------------------------·················· 

detail . Today's hardware can do justice 
to the graphics engine, so all those little 
voxels can be moved around better than 
ever. The result is a simulated world that 
has more visual detail than any other. 
Exterior views, a weak point of 
Comanche, are terrific in C3, with 
objects that not only blow up, but build
ings that slowly collapse and planes that 
spew shrapnel as they're hit. Sound 
effects, also poorly handled in the origi
nal, are outstanding in C3. 

All this discussion of graphics 
might have sim fans suspicious: good 
graphics do not a great simulation make. 
But since Comanche 3's primary success 
is in creating this virtual environment, 
it's important to talk about it first. Once 
past the visual elements, however, how 
does it play? How does it fly? The 
answer's not simple. 

Like its predecessor, the gameplay 
of Comanche 3 is both enhanced and 
limited by its graphics technology. The 
enhancement is obvious; it's right there 
on the screen. The limitation comes in 
the size of mission maps, which are 
very, very small by today's standards. It 
takes a ton of memory to move all those 
voxels around, so a game that fits in 

16MB RAM is naturally going to be a 
small world, and true sim enthusiasts 
may feel a sense of claustrophobia. This 
problem is offset a little bit by the vari
ety of terrain types, from hill country to 
desert to frozen wastes, all of them fea
turing a fairly interesting mix of roles 
and missions. 

Sim fans will find themselves frus
trated by their inability to change way
points and weapons loadouts, unrealisti
cally short transit times and tight quar
ters, and the ultimate sameness of the 
mission structure. Gamers interested in 
action, however, will find a lot to love. 
Comanche 3 is a target-rich environ
ment, and you're given all the tools you 
need to rain havoc on the enemy: 
Stinger missiles for air-to-air combat, 
Hellfires for armor, unguided rockets for 
buildings, and a big gun for softer tar
gets. The most fun comes from calling in 
artillery fire: you can pick off the imme
diate threats while arty barrages whistle 
down on the target area. 

This fun is seriously diminished, 
however, by an Al that approaches stag
gering idiocy. Enemies are a meager 
threat to anyone who knows even the 
rudiments of approach and concealment. 



Hinds let you get on their tail and do 
nothing to shake you off; SAM sites 
barely bat an eye as you take them out, 
one after another. All this is made a 
thousand times worse by the most con
sistently infuriating threat in Comanche 
3: your own wingman. 

"Griffon 27" is his call-sign, and it 
seems likely he was named for his IQ. 
There has never been a wingman this 
pathologically stupid in the history of 
flight sims. Come to a hover to assess a 
situation, and he runs into you. Stand 
back and go to the dirt to pick off AA 
threats from a distance, and he goes to 
150 feet and charges into the fray. 
Designate a target and tell him to fire; he 
puts a Stinger up your ass. The most 
basic tactics are beyond him; he 
approaches a strike missions like a game 
of Quake and gets killed every single 
time. Dozens of missions had to be 
restarted because this yutz shot me or 
ran into me. I tried saving him from ene
mies, but that only left him available to 
shoot me or run into me at some point. It 
got so that the first order of business on 
every mission was to kill Griffon before 
he killed me. 

All these problems seriously eroded 
C3's final rating, since a solid AI would 
have made this a much more playable 
game. As for the "big question" looming 
in every true sim fan 's mind - how is 
the flight model? - the answer is tough. 
Civilians really can't know how the 
Comanche's very advanced fly-by-wire 
system handles in reality, but we can 
make educated guesses based on what 
we've read about the principles of heli
copter flight. 1n the Advanced Flight 
Model, with the VST AB (vertical stabi
lizer) turned off, you get a fairly believ
able approximation of helicopter flight. 
With VST AB set, you can push the cyclic 
fully forward and accelerate rapidly 

REVIEWS 

Comanche J's variety of exterior views give you the chance to sample the incredible vistas that have been 
generated with Novalogic's Voxel Space 2. 

without any loss of altitude. Does 
VSTAB really work this way? It's possi
ble, but it seems unlikely that the real 
Comanche would be able to maintain a 
fixed altitude over hilly terrain as effec
tively as the one in C3 does. 

Other flight elements are handled 
pretty well. Ground effect is there, as is 
torque. Damage modeling, a huge fail
ing of the original, is a little better here, 
but still shy of realistic. The real 
Comanche is certainly a highly surviv
able aircraft, but if its main rotor clips a 
ridge, it's going down, unlike it does 
here. The actual Comanche can also do 
loops and achieve lateral speeds of 80 
knots, which isn' t possible here. 
Instrument modeling is basic, unlike 
AH-64D Longbow's highly detailed fire 
control suites. The verdict? Much more 
realistic than the original; a slightly 
more realistic treatment than, say, 
Advanced Tactical Fighters; but it's not 
about to dethrone Longbow, Apache, or 
Hind. The issues of mission planning 
and structure figure into this as well, 

When this bridge takes a hit, it explodes and 
then crumbles in pieces. Very nice. ~------------................. . 

since these are not handled realistically. 
But is it fun? It can be - lots of 

fun. Even sim fans acknowledge that 
they can't stop playing it, partly because 
of the graphics, partly because it's 
designed in just such a way that you're 
in the thick of things and raising hell 
fast. The head-to-head play seems like 
an afterthought, but it does work okay 
over Kali (a Kali starter kit is included). 
Enough elements of realism have been 
added to give Comanche 3 the chops it 
needs to be a good, mid-level sim. 
You 're not going to mistake it for 
Longbow, but you ' ll have a hell of a 
time playing it anyway. 
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Even your high school yearbook 

picture was more becoming than this . 

But as an alien, glamour is not high 

on your agenda . So, bust out of the 

traditional strategy game mold, morph 

into a human and make enemies with 

your friends. Conquest Earth is a world 

you'll want to step into very carefully. 
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-------------------------------------------------------------- ---- -- --

BETTER 

You con ploy either side in this intergoloctic strotegy 
gome. Instantly morph into a weapon or battle tank
even a human being . 

When playing the alien side, you'll experience a 
unique interface with different rules and capabilities. 
You 'l l employ never-before-seen tactics and strategies 
to foil your human counterparts. 

Vary your strategy to keep your opponents guessing . 
Keep track by monitoring them through your interface 
portals. With over 65,000 colors, the action will come 
to life like never before. 

Ploying the human side, you'll need to manage your 
resources wisely. Thwart the aliens' attempt to mine 
oxygen from the atmosphere . Only one race will 
remain standing after this war. Make sure its yours. 

WWW-CONQUESTEA.R.TH-CO.V. EIDOS 
Product Information Number 135 

Conquest Earth and Eidos Interactive are trademarks of EIDOS, PLC. 0 1997 Eidos INTER ACTIVE 



Join the tip of this triangle ►::_· 
w ith the tip of the triangle 

on the opposite page. 

YOU IT RE 

CCln[ij ::5iT 
::aFtTH 

You can play either 
side in this inlergaloctic 
war. Instantly morph 
yourself into a weapon, 
a battle lank, or even 
take on humon form. 

AN ALIEN -

Vary your strategy to keep 
your opponents guessing. 
Keep track by monitoring 
them through your interlace 
portals . And with over 65,000 
colors, the action will come 
lo life like never before. 

WWW-CC> N CllU E STEAR.TH-CC> NI 



GET 

The intensity of 
Conquest Earth will hove 

you using the first-ever 
"direct-control" feo lure 

which allows you lo jump 
right in and go head-to-head 

against your opponents. 

USED TO 

Join the tip of this triangle 
with the tip of the triangle 
on the opposite page. 

IT. 

WHERE STRATEC5Y 

TAKES C>N 

A NEW FC>R.N'I 

Once you r position is 
discovered, you'll want 
lo go undercover using 

the blackness of night 
as your cloak. 

Conquest Earth and Eidos Interactive are trademarks of EIDOS, PLC. C 1997 Eidos :◄ EIDOS 
INTERACTIVE 

Product Information Number 138 



REVIEWS 

Haske ba 

I Category: Sports Simulation 

I Developer: High Voltage Software 

Publisher: Mindscape, 88 Rowland Way, 
Novato, CA 94945 
(415) 897-9900 

~ Required We Recommend 
Double-speed 
CD-ROM drive; 

Pentium 75; 8MB 
RAM; Direct-X 

compatible video
card 

Pentium 100; 16MB 
RAM; Quad-speed 

CD-ROM drive 

fyou're one of those people who 
can never get enough of March 
Madness, Mindscape's NCAA 
Basketball Final Four '97 could be 
the cure for what ails you. There 
have been a couple of other college 
hoops games out this year, but the 
quality of those games left a lot to 
be desired. While the polygonal 
graphics of Final Four can't com
pete with the ultra-smooth charac
ters in NBA Live '97, they are still 
very sharp and are easily good 
enough to rank as the best-looking 

college hoops game. 
The game comes with replicas (the 

NCAA still doesn't alJow actual players 
to be used) of 64 major college basket
ball teams including Duke, North 
Carolina, Michigan, and Kentucky. 
While there is very little similarity 
between the actual rosters and the 
phony ones in this game, each 
team's performance more or less 
reflects that of their real-life counter
part. You can take your favorite team 
through the tourney or create and 
customize your own teams for a run 
to glory. You can also play through a 
30 game season against 23 oppo

-----------------------••·········· Mindscape gives us a new road to the 

Final Four tha~ despite some potholes. is a 

journey most college hoops fans will enjoy. 

allows for much more coaching than 
the pro, and setting up and running 
zone defenses is a completely differ
ent type of game than the pro-style 
man-to-man. 

Once on the court, typical con
trols like pass, shoot, and turbo give 
you moderate control over the 
action. Unfortunately the players 
have that same slippery feel as NBA 
Live and also move a bit slow for my 
liking. The animations range from 
awesome to laughable, with over 35 
dunks and a few real bizarre shots to 
boot. Working the ball around the 
offense for an open shot is done 
exceptionally weU, but other ele
ments in the game feel like missed 
opportunities. The beach baU-sized 

...__ ________________ __. baU often doesn 't even go through 

With 64 college teams available, there is sure to be the net, yet it's still good for two. The 
one thing Final Four '97 does better 
than any basketball game available is 

one to your liking. 

The coaching options in Final Four 
'97 aren't the most complete, but they do 
cover the basics and allow you to run the 
team how you like. Basic choices like 
types of offense, crashing the boards, 
defensive match-ups, zones, zone-traps, 
and intentional fouls can au be set up or 
called on the fly. The artificial intelli
gence controlling the players is quite 
good, and they tend to react realistically 
in most situations. The college game also 

Taking a team through the tournament isn't easy 
with the tough Al built into Final Four '97. 

the variety of moves in the post. Reverse 
pivots, jump hooks, backing in, and up
and-unders really give the player a vari
ety of inside moves. 

The lack of a dynasty mode, where 
you can recruit and build a team, is 
really inexcusable in a college basketball 
game, but the overall quality of Final 
Four '97 still ranks it as the best college 
hoops game this season. Maybe next 
year Mindscape will fix the current 
flaws, and we' ll finally have a college 
basketball game worth spending some 
time with. 

- Mike Salmon 

nents and try to up your seeding for 
the final tournament run. A nice fea
ture is the ability to modify players 
names and ratings so you can con
tinually update your rosters to the 
current NCAA season. The players 
stats are tracked in 28 different cate
gories, but the lack of season ending 
awards is a bit disappointing. '---------------··················· 
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REVIEWS 

,-----------------~ -------------------------••·········· I Category: Arcade Racing 
. It's designed to make use of MMX 
J Developer: Ubi Soft Entertainment 
;::·============================: technology, but that doesn't mean it's a 
Publisher: Ubi Soft Entertainment, 625 Third 

Street, 3rd Floor, San Francisco, great racing game. 
CA 94107 (415) 547-4000 

........................ ____________________ _ 
Required We Recommend 

Windows 95; Quad-
speed CD-ROM 

drive; Pentium 120; 
16MB RAM; Video 
with 16-bit resolu
tion at 640x480; 16-

bit sound card 

MMX; 28.8K baud 
modem or greater; 
TCP/IP connection 

to the Internet 

MMX so well. And if you go with the 
built-in Ubi Online, you can down
load new tracks, new cars, and com
pete with other racers all over the 
world. The game ships with eight 
cars available, and each is modifiable 
by adjusting brakes, acceleration, 
speed, grip, and handling. 

The problem with POD, though, 
is the feel of the game. The cars, quite 

'----------~-------~ simply, feel slow. Although the 

here aren't that many games 
out there yet that really take 
advantage of Intel's new 
MMX technology. One of the 
few is POD, a futuristic racing 
game that looks fantastic but 
isn't much fun to play. 

The 18 tracks in POD are 
great. They vary from city 
streets to the dank underside 
of sewers. You negotiate all 
sorts of twists and turns as 
you go, and each track has its 
own Little secrets and short

cuts. The graphics are superb, as you'd 
expect from a game that showcases the 

... But if you hit it just right, you can shave a 
few seconds off your time! '------------ ........... ...... . 

speedometer might say 140mph, it feels 
like you're only driving about 40mph. 
That lack of speed gives the game a lack
luster feel, since you don't really get the 
sensation of flying through city streets 
with abandon. For the most part, the 
acceleration is slow, even in cars that 
have the highest rating in that area. It 
feels as though speed only comes after 
running in a straight Line for about 30 
seconds. Even the fastest cars are slug
gish and hard to get moving. lfyou run 
into another car or a wall while you're 
racing, the car comes to a near-complete 
stop, and that momentum must be built 
up again, which makes those sharp turns 
made by banging off a wall difficult to do. 

The controls also leave a lot to be 
desired. The game feels as if it's pro
grammed for a console, since even an 
analog joystick used for control seemed 
to act like a gamepad - either you're 
turning as far as you can to one side, or 
you're driving straight. Although some 
slight turns are possible, it takes quite a 
bit if practice to keep from overshooting 
the mark and ramming the wall. So if you 
like the control of a joystick, where you 
can take turns either gradually or hard, 
it's difficult to get used to. 

The physics of the game try to be 
realistic, though. If you're driving a car 
without a lot of gusto up a ramp, you'll 
lose speed. If you run into another car, 
the car will bounce off you nicely, and if 
you time it right, you can knock them off 
high ledges. Some tricks and secret pas
sages require you to jump off the track 
into a nook or cranny, and one false step 
will spell precious time lost. 

The computer AI set at the highest 
difficulty level will certainly give you a run 
for your money. With damage to your 
cars a factor, it can be tough to drive 
defensively (which means make sure you 
don't get knocked into a wall) and keep 
on top of the leaders. Most likely, once 
you start a game at the hardest level, 
you'll only see the other racers for the 
first twenty seconds of the game, and 
then they'll disappear ahead of you. 
Conversely, if you have it set to Easy, 

The dark atmosphere of POD is beautiful when you're 
running on a machine that supports a 30 accelerator 
and MMX technology. 

you'll meet little to no challenge if you're a 
practiced racer. 

What POD has going for it most is 
the near endless replay value the game 
offers. With a seamless Internet system 
set up by Ubi Soft, you can download 
new tracks to race, new cars to take out 
for a spin, and things called "Ghosts," 
which give you a ghostly image of 
another racer taking a track while you 
race against it in Time Attack. You can 
also design your own cars using the 
Garage feature on Ubi Online. In order to 
use the online aspect, however, you' ll 
need a TCP/IP connection to the Internet, 
usually supplied by a local Internet ser
vice provider, and a 28,800 baud modem. 

Although you can run the game 
without an MMX-enhanced chip, it at 
least needs a 3D accelerator for it to look 
its best. Running on a Pentium 166, with a 
3Dfx accelerator, it was as smooth as silk, 
although it did hiccup a couple of times. 
Without the acceleration, it loses most of 
its appeal . But with an MMX on board, 
the 3D Dolby sound, 16-bit color, and fast 
frame-rate makes POD one of the most 
beautiful racing games on the PC. Too 
bad the gameplay aspect of it doesn't Live 
up to the visual quality. 
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REVIEWS 

J Category: Action ----------------------- ••·········· With its amazing graphics and sure-fire game-
J Developer: Rage Software 

Publisher: Electronic Arts, P.O. Box 7578, 
San Mateo, CA 94403-7578 
(415) 513-7171 

play, EA's space combat game is a refreshing 

alternative to the giants of the genre. 

···················· ····--------------------
Required We Recommend 

Quad-speed 
CD-ROM drive; 
Pentium; 16MB 

RAM; MS-DOS 6.2 
or higher; Mouse 

Pentium 133; VESA 
2.0 compatible 

video card; 
Joystick; I PX 
network for 
multi-player 

ith a name and packag
ing that eerily resembles 
Privateer: The Darkening, 
Electronic Arts' newest 
space combat game 
might be mistaken as 
another addition to 
Origin's ever-growing 
Wing Commander fran
chise. But in truth, 
Darklight Conflict is a 
surprisingly adept action 
title from Rage Software 
that bears little in com

mon with Wing Commander or Priva
teer, forgoing full-motion video fluff in 
order to concentrate solely on the 
explosive side of space combat -
namely blowing things up in the inky 
blackness of space. 

And from the first few missions to 
the final confrontation, Darklight Conflict 
proves very skillful in its mission, thanks 
to a wealth of action-packed scenarios 
brought to life by a space-flight engine 
that combines surprising beauty and 
speed. Sporting attractive Super VGA 
graphics and a fleet of Gouraud-shaded 
polygonal ships, Darklight' s graphics 
may seem simple next to the texture
mapped ships of Wing Commander N , 

basic and challenging of the 
bunch, tossing you into a 
gauntlet-style battle where 
you fight wave after wave of 
enemy fighters ad nauseum, 
but the adventure mode is 
where Darklight Cont1ict 
really shines. While there is 
some semblance of a story 
connecting each mission, 
Darklight isn't going to win 
you over with the narrative 
depth of Wing Commander 
or TIE Fighter, but what you 
will find is a mission struc
ture that keeps the challenge 
fresh, taxing your abilities at 
every turn. As you enter into 
each new mission, you may 
find yourself performing any
thing from bomber escort 
and intercept missions to 
chasing down errant comets, destroy
ing asteroid fields, mining resources, or 
even manning a stationary gun in 
defense of your base. This variety keeps 
the game moving along at a brisk pace, 
while constantly challenging your skills 
to the fullest. 

On a sour note, many of the later 
missions are extremely difficult 
(although no more so than the original 
X-Wing), and the game's simple struc
ture means you 're on your own 
throughout them. In Darklight there are 
no wingmen to cover your back, so 
you' ll encounter plenty of frustrating 
moments where you'll replay a single 
mission over and over until you've mem
orized every enemy's move by heart. But 
overall, the missions are some of the 
most diverse and interesting you' ll find 
in any space combat simulation. 

And if these missions had been 
but Darklight' s visual :::------ implemented in the 

game's multi-player 
options, it could've 
been a welcome 
alternative to X-Wing 
vs. TIE Fighter. But 
the multi-player 
mode is possibly the 
most disappointing 
aspect of the game, 
supporting play only 
on a local-area net
work. And while 
Electronic Arts has 

prowess gets a boost 
from impressive 
effects like colored, 
dynamic lighting and 
lens flares . The result 
is an elegant and 
convincing universe 
that runs comfortably 
on a low-end 
Pentium. Three 
modes of play are 
available - arcade, 
adventure, and multi
player - providing 
varying degrees of 
depth and challenge. 

The arcade 
mode is the most 
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Consideri ng their penchant for flying head- promised a modem 
on into your ship, you can expect to get up patch to broaden the 
close and personal with the enemy fighters multi-player options, 
on a regular basis. it hardly seems 

,.__ __________ .......... ... ... .. worth the effort, 

since the designers opted for a simple 
deathrnatch model with no objectives 
beyond the usual kill-or-be-killed, and no 
cooperative play. 

Another downside is the fact that 
Darklight Conflicts controls leave a lot to 
be desired. Though you can configure the 
game to use a combination of keyboard, 
joystick, or mouse, joystick support is 
dodgy at best. Unless your joystick is fully 
programmable, you can forget using that 
fancy multi-buttoned wonderstick, as 
Darklight Conflict only supports a stan
dard, two-button joystick and can't be 
reconfigured. The joystick support is also 
hampered by a broad dead zone, which 
means you have to make large joystick 
movements to effect the slightest adjust
ments when lining up on a target. 

But Darklight Conflict still has a lot 
going for it, especially if you've had your 
fill of bloated space operas and simply 
want a down-and-dirty shooter that 
doesn't cut corners on challenge or fun . 
In nearly every area, Darklight Cont1ict 
fulfills this role admirably. 

- Todd Vaughn 

~ GAMER FINAL VERDICT 

Gorgeous 
graphics. impressive 
effects, and chal
lenging missions. 

No modem E.Ill 
or TCP/ IP options; poor control and limited joy
stick support; extremely difficult missions. 

A beautiful and challenging 
alternative to cinematic space combat games. 



Marble Drop 
I Category: Puzzle I puzzle designs originated from long-
. _ lost papers in the Vatican), and each ;:I=======.==========:::::, level is nicely animated with saws, 
Developer: Maxis bumpers, and other marble-modify-

. . . ing gadgets. The name of the game is 
Publisher: Maxis, 2121 N. California Blvd., simply tracing the path of a marble, 

Suite 600, Walnut Creek, predicting where it will wind up, and 
CA 94596 (800) 33-MAXIS dropping a colored marble into a bin. 

~ ----------------~ If you figured right, your marble's 

Required We Recommend path will be uninterrupted, and you 
move on to the next marble. Get all 

Double-speed Pentium 90; Windows the colored marbles into the colored 
CD-ROM drive; 95; Supported sound bins, and you emerge victorious. 

486/66; 8MB RAM; card After a few levels of marble-

Wi d 3 1 M dropping and path-predicting, 
'--- m_ow_ s_. _;_ o_u_s_e__.__ ________ __, Marble Drop begins to reveal its 

ans of object-manipulation puz
zle games may take one look at 
the Marble Drop box and snatch 
it up, hoping for a title similar to 
The Incredible Machine. Sadly, 
this ain't the case, as playing 
Marble Drop is similar to watch
ing a game of Pachinko, without 
the prizes. 

Marble Drop's goal is to deposit col
ored marbles into tiny funnels, which will 
race down tracks, trigger different 
events, and hopefully wind up in bins of 
the corresponding color. The mechanical 
puzzles are presented in a lovely DaVinci
esque style (the manual states that the 

major flaw - dropping marbles is a 
fairly mundane form of entertainment. 
The problem with Marble Drop isn't the 
colorful graphic design, the pleasant 
sound effects, or the smooth animation 
- it's simply the fact that all you will ever 
do is drop marbles. There's no opportu
nity to build your own nutty marble 
chasers or doodle about with the puzzles; 
just drop, drop, drop. On the plus side, 
the system requirements are low, and 
playing it on your old laptop during a 
cross-country flight might be more 
enjoyable than reading the back of an air 
sickness bag. M arble Drop has one more 
plus: Full Tilt! Pinball appears as shovel
ware on the disc, and it's more entertain
ing than the feature product. 

lf you wantto doodle around with 

REVIEWS 

~ Yee-haw, drop them marbles! Are we having fun yet? . 

marbles, go see if you can scrounge up 
an old copy of Marble Madness - or bet
ter yet, pull those neat plastic Marble
works construction sets out of the attic. 
Just leave this one on the shelf - you 
won't be missing much. Losing your 
marbles has never been so dull . 

- Colin Williamson 





REVIEWS 

Yoda Stories 
~, Yoda Stor,es 1111■ £3 

I Category: Adventure / sets its sights on the 
. . adventures of Luke ~, =================~, Skywalker and his 
Developer: LucasArts trials as a young Jedi :==================::: apprentice to Yoda, 
Publisher: LucasArts, P,O, Box 10307, Luke has been sum-

San Rafael, CA 94912 moned by the venera-
(800) 782-7927 ble Jedi master to fulfill 

.__ _________________ _, 15 missions, such as 

Required We Recommend 

~ Lightsaber 

fa R2-02 

Windows 95; 
CD-ROM drive; 

486/66; 8M B RAM; 
Mouse 

Pentium; 16MB 
RAM; Supported 

sound ca rd 

rescuing a captured 
Rebel general or 
destroying an Imperial 
arms factory, each 
taking place in a differ
ent, yet familiar Star 
Wars locale, 

Luke and Yoda may have abnormally large heads, and the graphics may 
not be the best, but don't let that stop you from playing Yoda Stories. 

et's face it: anything even 
remotely related to Star Wars is 
instant gold these days. With 
the recent Special Edition re
releases, and the hoopla about 
X-Wing vs, TIE Fighter, Jedi 
Knight, and Rebellion, you can't 
walk out your door without 
some geek in a Stormtrooper 

mask bothering you about whether 
Greedo was male or female. But as long 
as LucasArts keeps the force flowing in 
games like Yoda Stories, Greedo can be 
a hermaphrodite for all we care, 

As the second part of LucasArts' 
Desktop Adventures series, Yoda Stories 

While the graph '---------------------····· ·············· 
ics may not be the best you'll see on 
your PC this year, the gameplay more 
than makes up for the silly bulbous nog
gins of the characters (which are kind 
of cute when you stop to think about it) . 
Controlling Luke is as simple as clicking 
on your mouse, and it's this simplicity 
that makes Yoda Stories so compelling . 
Move Luke around, blast some 
Stormtroopers, solve some puzzles - all 
in the space of an hour. 

Yoda Stories has taken the essence 
of Star Wars and distilled it down into a 
small, bite-size package, It's incredibly 
fun, not to mention addictive, and chil
dren will probably enjoy the cute char
acters. And as if that weren' t enough, 
LucasArts have even included a multi-

media, behind-the-scenes look at the 
making of the Special Edition trilogy, 
All this and big heads too. 

- Adam Douglas 



REVIEWS 

Redneck Rampa e 
I Category: First-person shooter 

I Developer: Xatrix 

Publisher: Interplay, 16815 Von Karman 
Ave., Irvine, CA 92696 
(800) 468-3775 

Required We Recommend 
CD-ROM drive; 

Pentium 90; 16MB 
RAM; 150MB free 
hard-drive space 

Pentium 150; 32MB 
RAM; Supported 

sound card 

hroughout its long and some
what checkered career, 3D 
Realms' infamous BUILD 
engine has served as a 
mighty vehicle for building 
new and exciting worlds. 
We've been teleported into 
the far future (William 
Shatner's TekWar), the dark 
ages (Witchaven), ancient 
Egypt (Powers/ave), and even 
the alien infested streets of 
downtown Los Angeles (Duke 
Nukem 3D) . But now, thanks 

to Xatrix's Redneck Rampage, we're 
invited to explore a realm more bizarre 
than any that have come before it, with a 
tongue-in-cheek portrayal of the back
water microcosmos of the dirt-stupid . 

Aliens have invaded the town of 
Hickton, abducting farm animals and 
spooking the locals. Leonard and his 
brother Bubba have had quite enough of 
this, and decide to take the law into their 
own hands with shotguns, dynamite, 
and buzz-saw launchers. Based on the 
same BUILD engine that made Duke3D 
so great, Redneck Rampage is a top
notch 3D shooter stuffed full of more 
hick humor than a Jeff Foxworthy per
formance at the Grand Ole Opry. 

Redneck Rampage's 3D graphics are 
crisp and distinctive. Portrayed in lovingly 
detailed fashion are a slew of backwoods 
locales, including meat processing plants, 
run-down farms, rat-infested junkyards, 
and other filthy places most decent 
people wouldn't set a foot in. Thanks to 
liberal use of custom high-resolution 
textures, each level is different in its pre
sentation. The end result yields sharp 
visuals with little of the pixelated overkill 
plaguing many other 3D shooters. 

Leonard's opposition comes in 
many shapes and sizes, including shapely 
extraterrestrial vixens, turd-chucking 
aliens, and countless clones of Billy Ray, 
the shotgun-toting town drunk. Best of 
all, blowing up alien corpses lets you pick 
up a massively powerful weapon - with 

•••••••••••• 
Ventilate some aliens, tip some cows, and 

laugh like a drunkard in this new shooter full 

of hick humor from Interplay. 

barbecue your ass 
with mo-lasses," 
and the immortal 
'Tm gonna have'ta 
open up a can 'a 
whup-ass on y'all." 
Deathmatch taunts 
are equally silJy, 
and should pro
vide a few hoots 
when playing over 
a modem, serial 
link, or the Engage 
network. Interplay 
is even offering a 
hard-core "Cuss 
Pack" on its web 
site that should 
curl anyone's hair 
with some truly 
filthy profanity. 
Appropriately 
rounding out the 
soundtrack are 

~--------------------- ....... ............ several ass-kicking 

Ducking for cover behind a horde of chickens 
isn't a bad strategy, especially when faced 
with these machine-gunning alien vixens. 
'-------------············ ······ 

a chunk of alien still stuck to it. 
Unfortunately, Redneck Rampage will 
leave you craving a larger menagerie of 
baddies, due to the blatant overuse of a 
skinny little bald guy who keeps cackling 
'Tm gonna git'cha, boy!" 

Though you might be put off by 
only fourteen levels, each is a good two 
to three times as large as the typica l 
Duke3D map (which may cause a prob
lem with one-on-one Deathmatching), 
and there's plenty of exploring to do. 
Besides, what other game lets you shoot 
cows, blow up pigs, and requires you to 
smack your brother Bubba with a crow
bar to end each level? 

Redneck Rampage's sonic home
brew is full of those beloved coun -isms 
that you've grown to love - "Screw with 
the bull, and you get the horns," "I'll 

country-like performances from Mojo 
Nixon and the Reverend Horton Heat, 
with titles like My Baby's all Likker 'ed Up. 

All of this wonderfully stupid fun 
comes at a price, however - Redneck 
Rampage's installation takes up a gar
gantuan 150 megs of your hard drive, 
and the performance under Windows 95 
is pretty abysmal. Xatrix recommends 
booting into a DOS session before you 
whip out the ol' six-shooter and start 
taking out the trash - not an attractive 
proposition to anyone who wants a 
quick-and-stupid killin' spree. 

Windows 95 glitches aside, Red
neck Rampage should be a real treat for 
anyone who wants to see a powder keg' s 
worth of corn pone humor injected into 
the Duke3D mold. One thing's fo r sure 
- Redneck Rampage is more shameful 
fun than a romantic evening in the barn 
with Bessie. 

- Colin Williamson 



Ten Pin Alleu 
I Category: Sports Simulation I best suits their own personality and 
. . bowling style, even if that means ~I =================~I choosing a little girl named Jill who is 
Developer: Adrenalin Entertainment . barely able to hurl her 8-pound ball ::=================~ down the lane. To fill out the list of 
Publisher: ASC Games, 9 Old Kings Hwy. typical bowling alley outcasts, there is 

South, Suite 301, Darien, a brute named Chucky and a floozy 
CT 06820 (203) 327-3326 named Candi. To further increase the 

~----------------~ custom feel, the game allows players 

Required We Recommend to change certain aspects of their 
character's look and skill level. 

Windows 95; Quad- Pentium 100; 16MB Once a character is selected, the 
speed CD-ROM RAM; Supported game becomes very much what you 

drive; Pentium 75; sound card might expect. A power and accuracy 
8MB RAM; Mouse meter (similar to that of countless golf 

~--------~-------~ games) controls where the ball will be 

ethesda Softworks' bowling sim
ulation PBA Bowling is no longer 
the only choice for PC, but itis 
important to note that this is no 
mere clone of a successful game 
- Ten Pin Alley offers a com
pletely different take on the bowl
ing craze. What's most enjoyable 
about the game is not its impres

sive physics model or even the satisfying 
3D graphics, but rather its irreverent 
approach to a sport that's not easy to take 
seriously in the first place. Featuring eight 
unique and shamelessly stereotyped 
bowlers, Ten Pin Alley gives the player 
the chance to choose the character that 

thrown. The skill requirements come 
through manipulating the meter and aim
ing icons to give you just the right angle 
on the standing pins. In doing so, you'll 
have to account for such things as the 
player's power, hook, and ball weight. 
Once the coordinates are set, the com
puter takes over, and the player is forced 
to sit back and await the outcome of their 
roll. In the end, this results in more 
watching than playing, but the 3D anima
tions are pretty smooth and often funny. 

Though Ten Pin Alley is actually a lit
tle less impressive than its Playstation 
counterpart, the PC version does offer 
something the original could not - multi
player options. In the end, this is a game 
about scoring big, and though it's always 
amusing trying to best your own top 

REVIEWS 

Choose from a list of eight wacky bowlers in 
ASC's dead-on Ten Pin Alley. ~------ ----................ .. 

score, there's nothing more satisfying 
than beating your friends . There are also 
several different play options in the form 
of open and tournament modes. Ten Pin 
Alley's approach to making a bowling 
game for the PC is pretty much spot-on. 
Simply put, this is a game that mirrors 
the absurdities of the sport while still 
offering all the subtleties. 

- Patrick Baggatta 







REVIEWS 

MOH 
I Category: Action 

I Developer: Shiny Entertainment 

Publisher: Playmates Interactive, 16200 
S. Trojan Way, La Mirada, 
CA 90638 (310) 407-1490 

Required We Recommend 
Windows 95; 

CD-ROM drive; 
Pentium 90; 16MB 
RAM; Super VGA 

4X CD-ROM drive; 
Pentium 133; 

Supported sound 
card; Direct 30-
compatible 30 
accelerator; 

Gamepad 

est known as the creator of 
the celebrated Earthworm 
Jim series of games and car
toons, Shiny Entertainment's 
first offering for the PC has 
been one of the most talked 
about games in recent mem
ory, promising to take on the 
leaders of the 3D-shooter 
craze with arcade-style flair . 
Combining gorgeous 3D 
environments with riveting 
action, Shiny has created a 
game that's unique in both 

presentation and gameplay, where quick 
reflexes, timing, and an open mind are 
all you really need to survive. 

You play the game as Kurt, a 
leather-clad killing machine sent to 
destroy aliens intent on invading Earth 
(that's as deep as the story gets). 
Sporting a high-tech sniper suit and a 
fast-firing gun, Kurt sets out to deal 
death to the extraterrestrial fiends and 
put an end to their evil ways. 

From the very first level to the final 
confrontation, MDK proves to be an 

-----------------------••·········· Shiny brings i.ts unique brand of arcade 

action onto the PC and into the third 

dimension for this attractive new shooter. 

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

Using Kurt's head-mounted sniper gun, you 
can zoom in to pick off distant targets with 
pinpoint accuracy. 
L-----------···········--·--·· 

adrenaline-pumping shoot-'em-up, bor
rowing the frantic jump-and-shoot 
themes of classic arcade games. Played 
primarily from a third-person perspec
tive, MDK has you blasting bad guys, 
grabbing power-ups, and confronting 
level-bosses in true arcade fashion. But 
the deceptively simple gameplay hides a 
few excellent twists, the best of which is 
the sniper mode. Switch to a view from 
inside Kurt's sniper helmet, and you can 
zoom in to target distant enemies with 
pinpoint accuracy. Movement is 
restricted in this view, but it's possible 
to sidestep left and right to avoid 
incoming fire. This new perspective 
gives the player a chance to use a 
stealthier, more subtle strategy than 
most 3D shooters allow. 

Graphically, the 3D environments 
are vast and skillfully executed, with 

varied textures a nd 
themes, but they 
have more in com
mon with side
scrolling arcade 
games than with the 
intricate mazes of 
Doom or Tomb 
Raider. MDK's 
expansive levels 
aren't designed with 
exploration in mind; 
you'll simply pro
ceed from room to 
room in a very lin
ear fashion. This 
could get really old, 
really fast, but the 
designers have 
succeeded in mak-

Some areas require stealthy tactics 
with the sniper gun, others challenge 
you to think your way past obstacles, 
and the rest .. . well, fast reflexes and 
blazing guns should do the trick. ln 
those rare situations when none of the 
above works, you can always check 
your inventory for a bizarre power-up 
like The World 's Most Interesting Bomb 
and The World's Smallest Nuclear 
Bomb to deliver a crushing blow to 
your offworld enemies. 

While the gameplay is outrageous 
fun, there are a few problems. For 
starters, MDK, is terribly brief - it 
doesn't take long to get through the 
whole game. And the wide variety of 
controls makes the game more complex 
than most shoot-'em-ups; you' ll find 
yourself wanting a programmable joy
stick or multi-buttoned gamepad to 
make the most of them. 

Still, while it's all too short, very 
lean on story line, and heavily steeped in 
the console tradition, MDK is the best 
dose yet of Shiny's brand of weird, 
quirky fun . Take it for what it is - a fast
paced arcade game - and you'll find it 
as enjoyable as any "serious" shooter. 

- Todd Vaughn 

While it bore the nickname "Murder Death Kill" before its release, MOK is ing MD K's 50-plus 
infused with humor. Here's everyone's favorite comedy prop, the humble bovine. levels work wi th 

.__ ______________________ . ____ flying colors. 



- orne ■ 

I Category: Flight Simulation 

I Developer: Graphic Simulations Corp. 
Once available only to Mac 

heads. this strike-fighter simu
Publisher: Graphic Simulations Corp., 

15400 Knoll Trail #104, Dallas, 
TX 75248 (972) 386-7575 

lation is finally available to PC pilots. ························------------------
Required We Recommend 

Windows 95; 
Double-speed 
CD-ROM drive; 
Pentium; 8MB 

RAM; 35MB hard
drive space; Super 

VGA 

Quad -speed 
CD-ROM drive; 

P133; 16MB RAM; 
Joystick 

in and fly effectively until you've put 
in some serious training time. This 
ain't Independence Day, Baby. 

Fortunately, Hornet offers an 
outstanding training syllabus -
from the Principles of Flight, 
Navigation, Air-to-Air, and Air-to
Ground engagement, to Carrier 
Operations - in the form of nar
rated white board illustrations and 

~--------.,__-------~ classroom videos. When you start 

've taken some cheap shots at 
Macintosh owners lately, but the 
truth is that games designed for the 
Mac have always been eminently 
playable. Get it right, make it real, 
make it fun - that's the Mac sun 
philosophy and the popularity of 
Falcon 3.0, Su-27 Flanker, and A-10 
Cuba! has proven the fo rmula 
equally effective on the PC. 

F/A-18 Hornet 3.0 is all that 
and more. It's a serious simulation 
of the versatile fig hter's multi -role 
capabilities - Air Superiority and 

Ground Attack from both land and sea 
bases - that's also a gas to fly once 
you've learned how. That's right, the air
craft, instrumentation, radar, and 
weapons models are frighteningly realis
tic, and you' re sunply not going to jump 

feeling cocky, head out to the Hawaiian 
Islands, where six death-free training 
missions await. 

In Hornet, you fly a Career rather 
than a Campaign by selecting available 
missions in a chosen Theater of 
Operations. In addition to Training, 
there are also six Network missions over 
the Arizona Network Combat Training 
Area (NETCOM) and the Kuwait Tour -
28 missions over Saudi Arabia, Kuwait, 
Iran, and Iraq. You can be killed in the 
Gulf, so you might want to practice 
those missions in Instant Action. 

Tour missions begin at base. You 
must start the plane, taxi to the runway 
(or to the carrier's catapult to set your 
Launch Bar), take off, and get yourself 
headed in the right direction, which is 
harder than it sounds if you haven't at 
least glanced at the manual (a 62-page 
opus titled "Operation of the F/A-18 

Avionic Sub
system"). Upon 
return (safe or oth
erwise), you' re 
debriefed and may 
then watch or save 
a video replay of 
the mission. 

FIA-18 
Hornet's graphics 
are simple but 
effective, w ith 
beautiful light and 
shading effects 
and many more 
delicate polygons 
than texture 
mapped suns 
aJJow. The cockpit 
is a dead-on dupli
cate of the real 
thing and features 
all of the Hornet's 
authentic radar 
modes and sub
modes. You'll 

Scotty, 1 need more steam on Cat 4! Oops, wrong Enterprise ... Attention to 
detail, like the Hornet's unique landing gear retracting properly (aft with a 
90 degree turn), abounds. 

need 'em, too, 
because your 
opponents are 
also individuaJJy '---------------- ------ ············ ······ 







REVIEWS 

hivers II: Harves o DUS 
I Category: Puzzle 

I Developer: Sierra 

Publisher: Sierra, P.O. Box 85006, 
Bellevue, WA 98007 
(800) 757-7707 

Required We Recommend 
Double-speed 
CD-ROM drive; 

486DX266; 12MB 
RAM; Windows 
3.1, Super VGA; 

Mouse 

Quad-speed 
CD-ROM drive; 
Pentium; 16MB 

RAM; Supported 
sound card 

elcome to Cyclone, 
Arizona, a quiet little 
desert town. Nestled in a 
canyon, surrounded by 
sheer cliff walls, Cyclone 
boasts some pretty dra
matic scenery. What it 
seems to be lacking, you 
notice as you begin to 
check out the local scene, 
is people. From the suit
case in your motel room, 
you discover that you are 
friends with the up-and

coming band, Trip Cyclone. According 
to your letters from the band, they've 
come to Cyclone to earn money to make 
the rock videos they need to skyrocket 
them to fame and fortune. It seems that 
you are meeting up with them for your 
vacation. Now if only you can track 
them down . 

Exploring the town, you learn 
that Trip Cyclone found a benefactor, 
who has been fully funding their videos. 

ot only that, but the band's new songs 
are playing on TVs a ll over town. 
However, this generous patron insists 
on hiding his identity, calling himself 
Darkcloud and only being seen wearing 
a Kachina mask. These masks, you 
learn, are sacred to Native-American 
ceremonies, and are never worn outside 
of these rituals. 

This odd behavior seems to be par 
for the course in Cyclone. The deeper 
you delve, the more bribery, corruption, 
and blackmail you uncover. It seems 
that even murder has become common
place. Your suspicions grow, and sud
denly, you begin to receive threatening 
phone calls all over town: Darkcloud is 
stalking you. 

All the mysteries in this small com
munity seem to point back to the 
ancient Native-American burial site. 
You ring a bell, and are confronted by a 
disembodied Kachina mask holding a 
prayer stick. The mask tells you that 
these sticks, called bahos, need to be 

------------------------ ••······ 
A little mystery, a little intrigue, and 

a little mask-wearing weirdo stalking you 

all over town ... 

This bank in Cyclone will keep a ferocious 
watch over your money. 
~-----------··············· ··· 

taken to the Kiva, a ceremonial altar 
deep in the canyon. 

Here Shivers II takes a turn from 
the usual graphic adventure. The green 
strip across the bottom of your screen 
is your life essence, and from the 
moment you touch the bahos, it begins 
to drain away. Its destination, the Kiva, 
is on the other side of the petroglyph 
canyon. Petroglyphs are mystical draw
ings on the canyon walls, and they have 
a nasty habit of draining your life force 
away. Hang around long enough, and 
you'll die. 

Almost impossible to control in 
this style of game, Shivers II is a well
paced adventure. Sierra uses a variety 
of different puzzle adventure styles and 
triggered events to keep dead-ends to a 
minimum and challenges coming fast. 
Scraps of paper lead you to locked 
doors, and each lock has a puzzle. 
Solving the puzzle brings you to a room 

filled w ith clues for 
other puzzles, other 
locks . The most difficult 
puzzles reward you 
with a bahos, and you 
begin the mad dash 
through the Petro
glyphs to the Kiva 
before your life essence 
drains away. This clever 
pacing brings that "j ust 
want to see what's 
around the next corner" 
quality to the game, 
often leaving you in the 
position of having to 
choose which of several 
open paths to take. 

Don't get the idea 
that this one's easy. 
Shivers is one of the 
more intricate graphic 
adventures I've seen, 

················· ·· although clues are lib-
erally sprinkled around for those who 
take time to notice them. The band, 
whose songs and videos make up a siz
able portion of the clues and a huge 
chunk of the atmosphere, are surpris
ingly good. Their alternative style is as 
good as anything you find on the radio, 
and a great deal better than some of 
what's out there. Couple the liberal 
usage of otherworldly music with the 
360 degree panning feature, and you 
can't help but find Shivers ll to be an 
immersive environment. 

Overall, Shivers II is not going to 
disappoint the aficionado of graphic 
adventures. Early on, the plot's attempt 
to be mysterious do leave it fee ling a lit
tle directionless, and the ending -
there are four possible outcomes -
could have been tighter. But overall, 
with its impressive sound, graphics, and 
the detailed plot, Shivers ll is going to 
be keeping gamers up well into the 
early hours of the morning. 

- Angela Bennett 



REVIEWS 

er ec 
r-----------------~ ------------------------- ••••••• • •••• I Category: Fighting 

I Developer: Grey Matter 

Publisher: ASC Games, 9 Old Kings Hwy. 

Voyage to mysterious and exotic new 

worlds, take in the sights, and kill the locals 

as the imperfect hero in Pedect Weapon. South, Suite 301, Darien, 
CT 06820 (203) 327-3326 

........................ ___________________ _ 
Required We Recommend 

Windows 95; 
Quad-speed 

CD-ROM drive; 
Pentium 120; 8MB 
RAM; 1 MB hard

drive space 

16MB RAM; 
Supported sound 
card; Gamepad 

who want to eat him. 
lnstead of trying to make 
nice, Blake puts his self
defense training to work, 
and pounds the planetary 
pugilists into a pleasingly 
pasty pulp. So much for 
celebrating cultural diver
sity. 

The presentation of 
.__ ________ .,__ _______ ___, Perfect Weapon is a tad 

ith the increasing power 
and popularity of desk
top PCs, it's not uncom
mon to see ports of the 
latest and greatest con
sole games streaming 
out of developers like pus 
from a punctured blister, 
and truth be told, it's a 
good thing. Many excel
lent games have already 
made the transition with 
great success (like the 
Earthworm Jim series) 

bizarre - it's as if the develop
ers took such a liking to the 
fighting sequences in Alone in 
the Dark that they designed an 
entire game based around 
them. Gameplay consists of a 
smoothly moving polygonal 
character walking on top of 
flat 2D backgrounds, with the 
camera angle constantly 

Blake's pleasant walk in the park is suddenly interrupted by angry 
Shaolin Priests on loan from "Kung Fu: The legend Continues." 

allowing PC owners to savor the best of 
both worlds with ease. But it's becoming 
increasingly apparent that there's a 
downside to this excess of riches, as a 
steady march of vapid jump and shoot 
titles that couldn't cut it on the consoles 
seek out new life on the PC. ASC Games' 
Perfect Weapon is one of the latter - a 
mediocre Playstation port that's woefully 
lean on fun for any system. 

You play Blake Hunter (don' t any 
of these guys have names like Rodney 
Schleppinger?), full -time martial artist 
and meatheaded bad-ass. After a long, 
hard day of beating people up in pay
per-view fighting tournaments, he's the 
victim of an abduction that transports 
him to a distant planet full of critters 

Entering a dark and scary cave, Blake's 
manly fists glow with power. 

switching to different dramatic and cin
ematic perspectives that really don't 
work in terms of gameplay. For exam
ple, in one sequence, Blake walks into a 
dojo, and is attacked by hooting ninjas 
while hidden from the player's view by 
an inconveniently-placed pillar. 

On the plus side, Perfect Weapon 
plays a snippet better than The Crow: 
City of Angels (a laughably bad title that 
shared the same game engine), but the 
interface is still shaky. When you 
encounter a creature, Blake takes a 
fighting stance, and you line him up, 
shuffling him into a close position. With 
a few mashed buttons and a little luck, 
Blake's hits will connect, and the critter 
will be killed. After you win a fight, you 
shift back into walking mode, in which 
Blake slowly plods around. Blake can 
run, but the button is the same as one 
of the kick buttons, so timing it wrong 
results in Blake attacking thin air. 

A few power-ups are scattered 
about the maps, including health-boost
ing pods, and an automap device that 
gives you an overview of the surround
ing area. Though Perfect Weapon tries 
to integrate some adventuring aspects, 
completing each level simply requires 
you to find the key and kill everything 
else. The enemies are plenty chalJeng
ing, and use some form of behavioral 
artificial intelligence that allows them to 
gang up on Blake and attack him from 
alJ sides, resulting in plenty of player
side confusion. 

The control in the exploratory 
sequences is adequate, giving you time 
to reorient yourself as the views shift 
from scene to scene, but fighting in the 
same manner is utterly tedious, espe-

cially when viewed from an array of 
miserable perspectives. It wouldn't 
be as bad if the combatants aligned 
themselves with each other and the 
camera shifted to a locked perspective 
once a fight began, but as it is, you'll 
find probably start cursing the shifting 
perspectives as you duke it out against 
multiple opponents. 

Evidence abounds that Perfect 
Weapon was a quick-and-dirty console 
port - when you want to enter a 
level password, you must use the 
joypad or the arrow keys to select the 
letters. Maybe no one told the develop
ers there's a newfangled contraption 
called a keyboard ... 

Perfect Weapon could have been a 
contender by offering arcade-style fight
ing in a cinematic adventure game, but 
lack of decent control and chaotic cam
era angles result in a tedious button
masher. If you can put up with sub-par 
combat, go for it - but the rest of us 
would be better off reinstalling our old 
copies of Alone in the Dark and enjoying 
something with more substance. 

- Colin Williamson 
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u aws 
I Category: Action 

I Developer: LucasArts 

Publisher: LucasArts Entertainment, 
P.O. Box 10307, San Rafael, 
CA 94912 (800) 782-7927 

Required We Recommend 
Win 95; Pentium 60; 

Double-speed 
CD-ROM drive; 

16MB RAM; 61MB 
hard-drive space; 
SVGA graphics; 

16-bit sound card 

4X CD-ROM drive; 
Pentium 120; 32MB 
RAM; 121 MB hard-

drive space; 
Modem, network, 

or Internet account 
for multi -player 

n all the fuss over X-Wing vs. TIE 
Fighter and the upcoming Jedi 
Knight, a third new LucasArts game 
was bound to get short shrift. 
That's what happened to Outlaws -
it didn't get nearly the publicity and 
prerelease hype it would've 
received in a year that didn't 
include two other huge LucasArts 
games. But even with a few signifi
cant flaws, it's worth a look. 

Outlaws isn't just another first
person shooter; it's also an uncanny 
recreation of the classic "spaghetti 

Westerns," those unique gunslinger 
flicks that originated in the 1960s with 
Sergio Leone's A Fistful of Dollars. Clint 
Eastwood's legendary Man With No 

-----------------------••·········· They killed your wife, they kidnapped your 

daughter ... and then they made you wander 

around in the dark. 

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

Name, probably the best known anti
hero in the history of Westerns, was 
born in these Italian-made films, and his 
spirit is very much alive in Outlaws. 

A lot of the credit for that goes to 
Outlaws composer Clint Bajakian's 
uncanny imitation of Ennio Morricone, 
who wrote the unforgettable music for A 

Fistful of Do/lars, For a Few Dollars 
More, and The Good, the Bad, and the 
Ugly . The Outlaws score, played back in 
glorious CD audio, creates the perfect 
atmosphere for an Old West shoot-'em
up. You can almost taste the dust and 
smell the gunsmoke. 

The game tells the story of James 
Anderson, a former U.S. marshal who 
was forced to hang up his badge when he 
"killed a few men before a jury gave him 
permission to." He's settled down on the 
farm when trouble comes looking for 
him. It's the usual Western-movie prob
lem: the local robber-baron wants 
Anderson's land, and the ex-marshal 
refuses to sell out. 

One day, while Anderson's away at 
the Dry Goods store, a couple of colorful 
thugs murder his wife and burn down 
the farm. But they make their biggest 
mistake when they kidnap his little 
daughter - now they're standing 
between Anderson and the only thing he 
has left to live for. Naturally, there's 
going to be bloodshed. 

In addition to the story of Marshal Anderson, you can choose from a series of "historical missions· 
that challenge you to collect the bounty on a wanted criminal. 

While most 3D shooters have 
given us variations on the corpse-a
minute action inspired by movies like 
Die Hard and Aliens, the action in 
Outlaws comes closer to the slow, inex
orable carnage of High Plains Drifter 
and Unforgiven. Bad guys taunt you 
from around corners, enemies snipe at 
you from hidden positions, and your 
big, booming pistol can kill an enemy 
with one shot. The bad guys can deal 
you an inordinate amount of hurt, too, 
so the usual run-and-gun strategy that 
got you through Doom and its ilk won't ~---------------------------................. . 
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work here; you'll have to creep around 
corners, stay away from windows, and 
try to take the villians out one at a time. 
Appropriately enough, when you take 
on the persona of James Anderson, you 
have more in common with Clint 
Eastwood than with Schwarzenegger. 

The need for sharp eyes and a level 
head reaches its ultimate expression in 
the game's coolest weapon, a .44 caliber 
rifle mounted with a scope. With a range 
of 300 yards, the rifle and scope let you 
pick off thugs before they can spot you. 
One of the game's most enjoyable 
moments comes at the beginning of the 
fourth level; you're in a box canyon, and 
you can hear the sound of distant gun
fire. Somebody out there can see you, 
but you can't see them. Bring up your 
rifle and scope, though, and the Little 
patches of color that dot the caves in the 
distance resolve themselves into enemy 
gunmen. Find some cover, get the bad
dies in your crosshairs, and you can 
eliminate a lot of the opposition from a 
(relatively) safe distance. 

The other weapons are the usual 
assortment, with a couple of nice touches 
- you can squeeze off one shot at a time 
with the .45 revolver, or "fan" its hammer 
Hollywood-style for rapid fire; knives can 
be thrown or used hand-to-hand; and the 
Gatling machine gun balances its heavy 
firepower by requiring you to stand in 
one place whenever you use it (it's 
mounted on a tripod, after all). 

Technologically, Outlaws makes a 
few improvements over the Dark Forces 
engine it's based on. Higher resolution 
graphics modes are now available, rang
ing from 320x240 to 800x600. Multi
player options have been added, too, 
with support for local-area networks, 
modems, and Internet connections (you 
can set up your own games or use 
LucasArts' very friendly Rebel HQ server 
at www.rebelhq.com). 

The slower, more deliberate action 
of Outlaws makes it considerably less 
exciting than Quake or Duke Nukem 3D 
in a straight deathmatch, but a couple of 
variations help boost the interest level. 

In Outlaws, you have to remember to reload 
your weapons, or you'll be pushing up 
daisies pretty darn quick. 
'------------·················· 

REVIEW S 

There's a Capture
the-Flag game, for 
starters, but even 
more fun is Kill the 
Fool With the 
Chicken, where the 
object is to hang 
onto a chicken 
longest. The fool 
with the fowl can 
shoot at everyone 
else in the game, but 
the other players 
can only shoot at 
him. Options for 
team play are also 
available. 

Former marshal James Anderson pays his respects to his murdered wife before 
hitting the trail in search of vengeance. 
'------------------------·················· 

Just as important as the improved 
graphics and multi-player support is the 
ability to save the game at any point dur
ing a level. Unlike in Dark Forces, you 
won't have to start a level from scratch if 
you're gunned down halfway through. 
That's especially important in Outlaws, 
where some of the levels are extremely 
convoluted and frustrating . 

If most of the challenge came from 
the computer-controlled gunslingers, the 
high frustration level would be easier to 
take. But the bad guys in Outlaws are 
driven by a strange mix of cunning and 
suicidal stupidity. A rival gunman will 
duck behind a crate for cover - and 
then he'll stand up and turn his back on 
you as he walks to another position. And 
with these villains, out of sight is out of 
mind. It's hard to work up much fear of 
the enemy when you know the guy 
who's shooting at you will leave you 
alone if you just duck around the corner. 
In this respect, Outlaws is one more 3D 
shooter that makes improvements in 
graphics and sound, and yet doesn't pay 
enough attention to enemy Al - the one 
thing that could really make a difference 
in this increasingly crowded genre. 

But the biggest disappointment by 
far is the level design, which left me 
thinking that the people who play-tested 
Outlaws in single-player mode must've 
had a walk-through, cheat codes, or the 
patience of saints. 

One of Dark Forces ' few flaws was 
that some of its levels were too intricate 
and puzzle-oriented; they required tons 
of backtracking and trial-and-error, 
when what you really wanted to do was 
get back to shooting stormtroopers. But 
Dark Forces ' toughest levels aren't 
nearly as frustrating as some of those in 
Outlaws. Remember the sewers in Anoat 
City? They'll seem like child's play when 
you run into Outlaws' sawmill. 

Another problem can be summed 
up in six words: too much darkness, not 
enough oil. Looking back on my time 
with Outlaws, it seems like I spent more 
than half of the game stumbling around 
in pitch-dark caves or mine shafts. I 
know that's not accurate, but that's how 
it felt- there are definitely too many 
dark areas to navigate, and far too little 

Like all great western movies, Outlaws 
includes a shoot-out on a speeding train. 
~-----------·················· 

oil to be found for the lamp that Lights 
your way. When you're in the middle of 
a labyrinthine cavern and everything 
goes black - except the muzzle flashes 
of the bad guys, who seem to be able to 
see you just fine - minutes start to feel 
like hours. Then you stumble into a bot
tomless pit you couldn't see, and it's time 
to restore your last saved game. 

Are those flaws enough to ruin 
Outlaws? No. The single-player game is 
a lot of fun when you're not lost in the 
dark or bogged down by a puzzle. And 
the multi-player options work well and 
offer some refreshing twists on the same 
old deathmatch. But just a Little more 
attention to gameplay could've made it 
much, much better. 

~GAMER 
Nice 

graphics, cut
scenes; very good 
multi-player action 
and musical score . 

FINAL VERDICT 

E]1I 
In single-player mode, some levels are 

frustrating; enemy Al leaves much to be desired. 

Outlaws has more atmosphere 
than any ten other 3D shooters, but ifs not perfect. 
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~--------~=~-------, -----~=------------------••·········· I Category: Strategy 

I Developer: Gremlin 

Publisher: Interplay, 16815 Von Karman 
Ave., Irvine, CA 92606 

Interplay's space-strategy game plows an 

overtilled field and comes up empty, despite 

its slick production value. 
(800) 969-PLAY 

Required We Recommend 
Double-speed 
CO-ROM drive; 

486/66; 8MB RAM; 
36MB hard-drive 

space; Mouse 

Pentium 100; 16MB 
RAM; Supported 

sound card 

ragile Allegiance is a late 
entry into the field of galaxy
conquest games, and if there 
weren't already a half-dozen 
excellent games in the same 
genre, it might have been 
something to notice. As it is, 
it's a slick game that becomes 
mightily boring mighty fast. 

Instead of being a 
nameless emperor out for 
power and glory, you are a 
nameless corporate drone 
out for bottom-line profits. A 

major intergalactic mining corporation, 
Tetracorp, has opened a new sector for 
colonization by enterprising world
builders like you. These sectors are filled 
with mineral-rich asteroids that are up 
for grabs, and your goal is to establish a 
self-sustaining colony, build a mining 
operation, explore and expand to nearby 
asteroids, and defend your holdings. 

It's pretty cut and dry, and it's a ll 
implemented in a handsome framework . 
Gameplay begins with the development 
of a single asteroid to support colony life. 
You start by building living quarters, pro-

viding food and water, and creating 
health care and entertainment to lure 
new colonists. Then you sink a few 
mines, build some facilities for ship build
ing and landing, and you're on your way. 

But on your way to where? The 
first order of business is to scout the 
region for more asteroids to mine. So, 
you build some scout ships and send 
them off. If they find asteroids, you can 
send the scout ships back to see if they 
have any useful minerals. If they do, you 
can colonize and .. . 

... and, well, start the process all 
over again . You see, there isn't all that 
much to really do in Fragile Allegiance. 
The early turns are spent consolidating a 
few mining colonies. Every so often a 
federation ship comes to the sector, and 
you load it up with what you've mined in 
exchange for more money. You can allot 
this money for construction, personnel, 
missiles, or ships, but allotment is fairly 
irrelevant. You're spending the money 
when you buy a missile or a ship, so why 
do you need to allot it at all? 

Ultimately, you11 need to buy plans 
from Tetracorp in order to build the really 
cool and essential stuff. A big part of 
Fragile Allegiance is based on asteroids 
drifting and often colliding, wiping out a 
useful colony. So, you need to blow them 
up with expensive missiles or steer them 
away with expensive engines. This is kind 
of interesting, but it takes a while and 
several wasted colonies to get to the point 
where you can have any impact on aster
oid drift, and by that time it's a nuisance. 

Of course, there are the prerequi
site alien races out there, so you must 
also build a large and costly fleet to 

defend your holdings, or 
face t he prospect of watch
ing missiles wipe out 

~ ,::::::;=-=----------,\-_:=~ your cities and asteroids. 
Some races are aggressive, 
some passive, some willing 
to form alliances; it's all 
very, very familiar. 
Eventually, you'll have to 
fight, but the combat 
sequences are passive; no 

.,_ __ __, tactical element here. 
There are some nice 

• 
touches to Fragile Allegiance, 
such as the slick screens and 

Cl) the colony building. But 

0 
there are also many gaps. 
Workers turn unhappy and 

.__ _________________ ....._ _ ___, go on strike or begin dying 

For the cool stuff, you need to buy plans from the corporation before for no reason ~d without 
you can build it This asteroid engine will help avert collisions. warrung: the~e is no real way 

~-----------------................... to track happiness or health. 

The main colony view is nicely rendered, but 
sometimes confusing. You need to click on 
buildings to use certain functions. 
~-----------, ............... .. 

In fact, there are few information screens 
at all to tell you how productive your 
mines are and or how much money you're 
making, and an information vacuum is the 
worst thing for a game of this type. 

There is a strong element of repeti
tiveness in Fragile Allegiance: more so 
than in similar games. Explore, build 
colony, mine, sell minerals, repeat. Hell, 
you can't even play as another race! A 
serious problem comes when mines dry 
up - and they do - leaving you with a 
pointless colony that's draining 
resources. Essential minerals become 
scarce, and though you can trade for 
them or buy them, there is no real eco
nomic model to challenge the buy low/ 
sell high gamer. 

There isn't much to raise the pulse. 
And though the different screens are 
nicely made, they are very cumbersome 
to navigate, with a constant clicking 
between screens that quickly becomes 
tiresome. Some centralized way to get to 
all these different functions would have 
made the game easier to use, but it also 
would have reminded gamers of the 
long, dead, boring spaces that are filled 
by nothing but the silent vacuum of 
space, where no one can hear you sigh. 

- T. Liam McDonald 
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I Category: Arcade 

I Developer: Electronic Arts 

Publisher: Electronic Arts, P.O. Box 7578, 
San Mateo, CA 94403-7578 
(415) 513-7171 

Required We Recon:1mend ~ 

Windows 95; Quad
speed CD-ROM 
drive; Pentium; 

16MB RAM; Mouse 

Pentium 166; 
Supported sound 
card; Gamepad 

ith its unique blend of 
arcade sensibilities and 
high performance racing, 
the original Need for 
Speed was one of the 
most enjoyable auto rac
ing games to hit the black
top in 1995. Like a Test 
Drive for the 1990s, Need 
for Speed incorporated 
exotic cars, remarkably 
long courses, and tons of 
customizable variables -
plus the thrill of racing 

through oncoming traffic and dodging 
police officers a-plenty. No racing buff's 
collection was complete without it, and 
the follow-up - Need for Speed SE -
proved to be a worthy addition to the 
series. With stellar sales on both PC and 
console markets, and a huge following, 
expectations were extremely high for the 
sequel. Sadly, EA has failed to deliver -
apparently forgetting what made the 
original NFS such a blast. 

While there's a new field of high 
performance cars for your driving plea
sure and even more multi-player options, 
the main flaw with NFSII is the track 
selection. In the original game, it was 
standard operating procedure to cruise 
down miles of road through cities, 
forests, and mountains. But instead of 
the scenic route, EA has given us six 
looping tracks. In the original, the roads 
were so long that memorizing the layout 
was difficult, and the courses were, in 
turn, more forgiving . However, NFS2's 
short tracks have allowed the designers 
to throw all sorts of dirty tricks into the 
bag. On several courses, driving at top 
speed will result in Dukes of Hazzard
style jumps that send your vehicle grace
fully sailing into the air and unceremoni
ously smashing into the pavement. There 
are still innocent mini -vans and buses, 
and it's still as much shameful fun to tip 
'em over and watch as they smash into 
concrete barriers. Sadly, the long arm of 
the law fails to make its presence known, 
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••••••• • •• •• 
Jump into an exotic car, put the pedal to the 

metal, and wonder ''What went wrong?'' in this 

lackluster follow-up to a road-racing champ. 

················· .... ···--------------------

own snowy ads and gleefully tipping over the competitio 

so don't expect any intense high-speed 
chases by police officers. 

While NFS moved pretty well on a 
486, NFS2's SVGA frame rate on any
thing less than a Pentium 166 is pretty 
sad. EA's new 3D engine delivers 
extremely gorgeous visuals at the 
expense of the frame rate. Cutting-edge 
gamers can' t expect their 3dfx or 
Rendition boards to be their saviors in 
this situation (at least not yet), since 
there's no out-of-the-box support for 30 
acceleration to help boast the frame rate. 

On the other hand, NFSII does have 
an excellent assortment of fully customiz
able cars, ranging from the Ferrari F50 
to the Jaguar XJ220. The multi-player 
mode is also acceptable, with split
screen, modem, serial link, and IPX net-

................ 
work play. In-between races, there's a 
little bit of multimedia content to play 
with, such as live-action footage of the 
cars in action and the detailed car com
pany timelines. NFSIJ also has a sense of 
humor - the hidden vehicles include a 
VW Bug, a Semi Truck, and even a 
school bus, while the hidden 
"Hollywood" track is as wacky as it gets, 
featuring a track full of dinosaurs and a 
raceway that looks as if it were taken 
directly out of Wipeout XL. 

But cute little touches do not make 
an exceptional racing game. For anyone 
with a fast system who's never experi
enced the original NFS, this game may be 
perfectly acceptable. On the other hand, 
most who have been accustomed to the 
ways of the original may shake their 
heads in dismay, and be left spinning their 
wheels until a real sequel rolls into town. 

- Colin Williamson 
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~-----------------~ -------------------------••·········· I Category: Arcade 

I Developer: Radical Entertainment 

Publisher: Fox Interactive, P.O. Box 900, 
Beverly Hills, CA 90213 

It's Afterburner vs. Aliens in Fox lnteractive's 

latest celluloid-to-CD shooter - and it's not 

exactly what you would call a close encounter. 
(310) 369-5369 

....... .. ........ .. ..... ____________________ _ 
Required We Recommend 

Windows 95; 
Double-speed 
CD-ROM drive; 

Pentium 120; 16MB 
RAM; 35MB hard

drive space 

Eight-speed 
CD-ROM drive; 

Pentium 166; MMX 
and/or 3D acceler

ator card; 
Gamepad 

volunteer pilots must have felt getting 
their hands on an F/A-18 Hornet. 

After sitting through some intro
ductory footage borrowed from the 
film, you're presented with a Terminal 
Velocity-style briefing that details mis
sion objectives and expected enemy 
defenses. But regardless of mission 
specifics, the basic theme is torn 
straight from the film's most exciting 

~--------~-------~ scenes - attacking the alien City 

n the movie Independence Day, we 
watched in horror (or delight, 
depending on your attitude) as a 
merciless attack by antisocial aliens 
decimated most of Earth's capital 
cities. We also giggled with glee as 
survivors galvanized into a ragtag 
multi-national retaliatory fighting 
force and kicked some E.T. ass. 

While the film had its share of 
humor and charm, its main appeal 
lay in the air combat sequences pit
ting earth-based military jets against 
the invaders' Agile Fighters, City 

Destroyers, and Mothership. In adapting 
ID4 for gamers, Fox Interactive has wisely 
chosen to forget all pretense of character 
development and plot and concentrate on 
the seat-of-the-pants exhilaration those 

Destroyers. From the cockpit of your cho
sen aircraft, you'll weave your way 
through wave after wave of alien fighters 
to demolish the huge destroyer before it 
can fire up its primary weapon and turn 

., You can fly an Su-27 over the Nakhoda Sub Base, one of /D4 's three Bonus Levels. 

the city below it to toast. 
Starting with the F/A-18, you can 

"find" nine other fighters, including an 
A-10, Su-27, EF2000, and YF-23 as pick
ups that become available on the next 
level. Plane selection screens show dif
ferent speed, agility, durability, and 
stealth specs for each, but they all fly 
pretty much the same, which is to say 
"uncontrollable," at least with an analog 
joystick. Things get a little better with a 
gamepad or digita l stick, so picking up 
bonus icons and avoiding head-on colli
sions with national monuments is less of 
a problem, but neither expert or arcade 
mode let you use an analog throttle or 
rudders for fine tuned control. But then 
again, traditional flight sim controls 
don' t really apply anyway - you can't 
loop the damned thing and you have to 
press a special key just to enable a roll. 

As you fly missions around the 
world - over Washington, Paris, 
Moscow, Tokyo, etc. - you'll begin to 
notice a numbing sameness, despite vary
ing mission objectives and breathtaking 
cosmopolitan backdrops. Meanwhile, the 
alien forces get hellishly tough hellishly 
fast - a situation exacerbated by the 
game's single save position. 

ID4's multiple camera selections 
show off its graphics well (although you'll 
be too busy fighting to admire them) and 
the sound effects are decent, if a bit grat
ing (nobody said an alien invasion was 
supposed to be pleasant). Fortunately, the 
built-in mixer lets you set music, SFX, and 
radio chatter levels to your liking. 

Independence Day wears its shooter 
status proudly, but it's a double-edged 
sword. On one hand, it's fast-paced, slick 
and easy to get into. On the other, it's 
predictably shallow, unrealistic, and 
repetitive - only PC gamers with console 
sensibilities will truly appreciate it. And, 
yes, Virginia, there are split-screen head
to-head and four player modes over a 
LAN, modem or the Internet. 

-Scott Wolf 
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IT'S JUST LIKE 

YOUR REAL SWING. 

IS THIS A GOOD THING 

OR A BAD THING? 



You love the game. You hate the 

game. You exalt when you knock Choose from an array of fine golf apparel. Be the first, and quite 
possibly the last, to don the plaid pant and striped print shirt combo. 

your eight iron stiff, then blubber like a baby when you three-putt the hole. Ah, 
TrueSwing replicates 
the natural physics 
of your swing right 

down to pitches and 
putts.Bite.baby.Bite! the beauty of TrueSwing™ by Front Page Sports®. With the handy assistance of your 

mouse, you can re-create the natural physics of your swing - good, 

bad and ugly. Hook your shot. Slice your shot. Smoke it straight down 

the fairway. It's all about concentration. No video golfer here. Our exclusive real
time 3D polygonal golfer moves however, 

whenever and wherever you choose. 

Along the way you' II tee up at The Prince Course in Kauai, Hawaii, 

Join the on-line tour and play against 
others via the Internet, LAN or modem. 

the Pete Dye Golf Club in West Virginia, and amidst the 

natural splendor of Northern Idaho on the course at Coeur d'Alene. FRONTPAGE°SPORTS' 

Bring your golf glove, your favorite hat, any good luck charms you wish to carry on 

your person, and we ' II supply the rest. Here, it is all about the finer points. The courses 

look exactly like the courses. The players act precisely like 

players. And the ball flies, bounces , rolls, spins and 

Think you've mastered 
hitting a tiny little ball 

with a funny little stick? 
Nowimaginetheball ricochets just like the real-life ball. FPS: Golf, smell the grass, 

moving at your head at 
90 miles per hour. Next 
stop, the Big Unit and 

Front Page Sports: I!'!!!!.. S I E R R A 
Basebal1Pro'98. hear the sprinklers, crush the ball. ~ 

© 1997 Sierra On-Line, Inc . All rights reserved . ® and '" designate tradema rks of, or li censed lo Sierro On-Line, Inc . 

Product Information Number 319 

www.sierra.com/ golf 



Media On GAME EXTREME 
MGPX166 Featuring: MGPX200 Featuring: 

• Intel 166MHz Pentium® Processor with MMXN Technology • Intel 200MHz Pentium® Processor with MMX™ Technology 
• Intel TC430 HX Motherboard with 512K cache • Intel TC430 HX Motherboard with 512K cache 
• 16 MB EDO RAM with System 
• 2.1 GB EIDE Hard Drive/1.44 MB Floppy Drive 
• Metabyte Gia 3D with 4MB EDO RAM(S3ViRGE) 
• Yamaha Sound System 
• 104 Win95 Keyboard & Mouse 
• Mini-ATX CASE with 235 Watt Power Supply 
• Microsoft Windows 95 
• Monitor Sold Separately 

MGPX166 @PP• 

• 32 MB EDO RAM with System 
• 2.5 GB EIDE Hard Drive/1.44 Floppy Drive 
• 53 ViRGE 3D with 4MB EDO RAM 
• Yamaha Sound System (OPL3 Driver) 
• 16X CDROM 
• NEC 15" Monitor (viewable size 13.8") 
• Mini-ATX CASE with 235 Watt Power Supply 
• PS/2 Keyboard & Mouse 
• US ROBOTIC 56K Modem 
• Microsoft Windows 95 MGPX20D4if PPI 
• Media On Special GAME PAK 

Note, Intel Inside and Pentium are registered trademarks and MMX 1s a trademark of Intel Corporation. All other names are properties 
of their respective corporations. Price and specifications are subject to change without notice. Not responsible for typographic errors. 



Media On GRAPHIC EXTREME 
MEPX200 Featuring: Expert II Featuring: 

• Intel 200MHz Pentium® Processor with MMX~ Technology • Intel 233MHz Pentium® II Processor with MMX~ Technology 
• Intel TC430HX Motherboard with 512K Pipeline Burst Cache • 32MB EDO RAM/1.44MB Floppy Drive 
• 32MB EDO RAM/1.44MB Floppy Drive • 4.5 G Ultra Wide SCSI HD with UW SCSI Controller 
• 4.5 G Ultra Wide SCSI HD with UW SCSI Controller • PS/2 keyboard & Mouse/Windows 95 
• Number 9 Imagine 3D with 8MB VRAM • Yamaha Sound System 

• Yamaha Sound System MEPX200 lf'.JPPI 
• 16X SCSI CDROM : ~~~~~~I3~D~~t~ 4MB SGRAM EXPERT II lflOOP• 
• PS/2 keyboard & Mouse/Windows 95 • Monitor Sold Separately 
• Monitor Sold Separately 

* 2 years limited warranty/2 years free labor 

For further information, Upgrade options, or to order 
call: 1-888-U-GAME-IT 1-888-842-6348 

MED I A 
Product Information Number 230 



REVIEWS 

lmperium . a ac ica 
I Category: Strategy 

I Developer: Digital Reality (Hungary) 

Publisher: GT Interactive, 16 East 40th 
St., New York, NY 10016 
(800) 305-3390 

Required We Recommend 
Quad-speed 

CD-ROM drive; 
486DX4; 8MB RAM; 
Super VGA; 65MB 
hard-drive space; 

Mouse 

Pentium 100; 16MB 
RAM; Supported 

sound card 

ow refreshing it is to dis
cover a game this good 
without first having to 
endure months of breathless 
hype! /mperium Galactica 
belongs squarely in the tra
dition of big, sprawling 
conquer-the-galaxy games. 
If you ' re looking for "influ
ences," you can easily spot 
them: a bit of Deadlock, a 
sprig of MOO, a pinch of 
Ascendancy, even a soupcon 
of Wing Commander. But, 

come on now, aren' t all of these games 
just basicaUy variations on the same 
themes (exploration, colony-building, 
research, development, and combat)? 
Just as one chefs lasagna can taste like 
library paste and another's can send 
you to culinary heaven, the distinguish
ing factor is the way the ingredients are 
prepared and served. 

JG is a game that tries to have it 
all, including planetary combat and a lot 
of full-motion video/animated narrative 
interludes that convey a fairly strong 
roleplaying element. Okay, the voice
acting ranges from mediocre to laugh-

Once you've reached the Admiral level, you can 
construct flagships that permit colonization and 
conquest The entire galaxy will be open for you to 
explore and conquer. 

~------------- ················ ··· 

----------------------- ••·········· Had your fill of MOO, Got burned by BC31C1 

Give this nevv space-strategy game a try. 

and you vvo.n•t be disappointed. 

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

One weakness in this otherwise great game is the clunky interface. It's pretty complicated, and 
sometimes you have to click through two screens to get the information you want. 

'--- --------------------------·················· 
able ("The Colonel" gives the worst 
Patrick Stewart imitation I've ever 
heard!), but taken within the context of 
the game, these sequences do more or 
less what they' re intended to do. 

The game plays out in real-time, at 
a reasonable tempo, but if you hit the 
spacebar it goes into a "freeze" mode 
that aUows you to plan strategy and 
give orders at your leisure - in 
essence, then, we get the best of both 
turn-based and real-time gaming. 

You begin as a lowly lieutenant, 
with a small fleet, assigned to develop 
and protect three planets (one of which 
has been thoroughly trashed by your 
nearest alien foes, the dastardly 
Garthogs). immediately, you ' re faced 
with some hard basic decisions: do 
you raise taxes to speed recovery (and 
risk a revolt)? Do you hold off on 
repairs until you 've amassed the 40,000 
credits needed to build a Colony Hub 
(necessary for constructing all non
existent facilities)? Or do you repair that 
smoldering nuclear reactor, so you'll at 
least restore minimal functionality to 
extant facilities? 

Amidst the administration 
headaches that befall you during your 

first two tours of duty (as a Lieutenant 
and a Captain), you'll also receive peri
odic assignments that'll test your skiUs 
as a fledgling commander: stop 
marauding pirates, escort transports, 
investigate a mysterious space battle, 
etc. These missions are pre-scripted 
and, although some of them are "trick 
questions," you' U eventually figure out 
how to succeed. 

With each level of promotion, the 
game becomes significantly more com
plex, and your command options 
increase accordingly. At the rank of 
Captain, you get to produce new ships, 
weapons, and equipment (but only if 
you've built the necessary factories in 
your colonies); as Commodore, you can 
begin exploring the game's elaborate 
technology tree through various 
research programs (although you must 
remember to first construct the 
required labs on your planets). 

When you reach Admiral's rank, 
the game suddenly becomes much more 
open-ended: the entire galaxy is open to 
you, and you can construct flagships 
that permit colonization and conquest. 
Achieve the exalted rank of Grand 
Admiral, and diplomacy kicks in, 



Be sure to build factories and labs on your 
colonies so you can make new products. 
~-----------·················· 

enabling you to pursue strategies on the 
largest scale. Of course, you still have to 
manage all your planets, which now 
number in the dozens. 

All the ship-building and technol
ogy development require money, of 
course, and (wouldn 't you just know 
it?), there never seems to be enough to 
go around . Bootstrapping your empire 
into financial solvency is one of the 
biggest challenges in the game - a fact 
tacitly admitted by GT Interactive, 
which has posted a "money cheat" code 
on its web site. It works as advertised -
letting you build gobs of Ion Guns, 
tanks, and research centers, but I'd 
advise against using it. Reason? It 
screws up the dynamics of the game 
and slows story development to a 
glacial crawl. Months and months of 
game-time may go by before a new 
event-message comes in, rendering the 
whole thing horribly static. According 
to GT Interactive, this and other listed 
cheats were actually part of the game 
specs, and, while they all "work," all 
of them make certain crucial game
elements go haywire sooner or later. This 
is certainly a weird incentive to force 
players to abide by the rules; maybe it's 
something in the water in Budapest. 

Both space and ground combat 
are, perhaps of necessity, a bit generic, 
but they still manage to incorporate 

Whether you're attacking or defending, let the 
enemy come to you and gang up on isolated 
vehicles or detachments with all the fire
power you can muster. 

If you're defending. this may mean los
ing a power plant or a spaceport (from the 
shelling of another detachment), but that's 
usually a good trade-off. Use individual tanks 
to lure enemy formations close to your bar
racks or forts - usually, they'll follow the 
bait and suffer accordingly. 

When defending a planet's surface with 
Ion Guns, target the attacking Flagships first: 

You begin the game as a Lieutenant assigned to develop and protect three planets. If you play your 
cards right, you get promoted to the rank of Captain, then Admiral, and then the Grand Admiral level. 
~-----------------------------·················· 

quite a few tactical options: targeting, 
outflanking, various formations, ground 
and space-based fortifications - even a 
"kamikaze" mode that allows you to 
hurl a badly damaged ship straight into 
an enemy vessel. In this respect, while 
the game isn't exactly X-COM, it does 
satisfy (much more so, I think, than the 
auto-pilot battles in Deadlock). 

What I admired most about this 
game (along with its handsome graph
ics), is the simply incredible number of 
strategic paths and options open to 
you. This layered combination of 
maneuver, colony development, 
research, production, tactics, and diplo
macy make for a deep, complex, fiercely 
addictive game. 

There are, however, a couple of 
weak elements in this otherwise 
admirable product. First, the interface: 
it's one of the most complicated I've 
ever seen, sometimes requiring you to 
click through two or three screens 
before you can access the information 
you' re looking for. Second, and worse, 
is the manual: it's spotty, redundant, 
confusing, and poorly illustrated. There 

they're easier to hit than fighters, and they're 
the ships that carry the landing forces. 

Advice From Your Broker 

The road to financial security is a tough one 
in this game. Interstellar trade is one good 
source of revenue, but isolated "Trader Ports" 
only bring in a trickle of revenue. 

To raise your income exponentially, try 
to build not only a trading port. but also a 
Bank and a Trade Center (these aren't avail
able until mid-game, unfortunately), then 
watch the credits roll in. Be sure to build all 
three facilities on the same planet. 

are so many processes you must learn, 
that the lack of clear, well-illustrated 
tutorials adds many hours to the learn
ing curve. Eventually, through trial and 
error, you' ll wrestle things into submis
sion, but a game this good should not 
be this hard to get a grip on. 

StiU, all those hours are worth it. 
lmperium Galactica is a terrific strategy 
game. If you're among the many who 
got burned by running out to buy 
Battlecruiser 3000, all you need to know 
is that most of the goodies promised in 
that game are delivered in this one, 
with one crucial difference: this game 
actually works. 

PC GAMER Jul~ 1997 







Fab e 
I Category: Adventure Hailed across the pond as a thrilling adventure. -----------------------••·········· 
I Developer: Simbiosis the weak puzzles and dialog of Fable fail to live 

Publisher: Sir-Tech, Ogdensburg Business up to the hype once on American soil. 
Center, P.O. Box 245, Ogdensburg, 

NY13669 (315)393-6633 ························------------------
Required __ '!Je Recommend 

Windows 95; 
Double-speed 
CD-ROM drive; 

486/66; 8MB RAM; 
2MB hard-drive 
space; Mouse 

Pentium 100; 16MB 
RAM; Supported 

sound card 

able is a traditional King's 
Quest-style animated fan
tasy adventure imported 
from Europe by Sir-Tech, 
repackaged and tweaked for 
American audiences who 
are eager to relive the days 
when adventure games 
ruled the day. Apparently, 
European gamers and 
reviewers went gaga over 
this thing, but then again, 
they also went gaga over 
Settlers. Go figure. 

Admittedly, there's a lot to like 
about Fable - the lush backgrounds and 
traditional adventuring approach are 

welcome reprieves from Myst-style 
puzzlers - but unfortunately, Fable 
isn't the adventure game that will 
pull the genre out of its doldrums 
due to its clumsy execution, poorly 
scripted dialog, and paltry puzzles. 

The story of Fable is fairly con
voluted, but it pretty much boils 
down into a default get-the-thingie 
quest. It all begins in the distant 
mists of time when the Mecubarz 
ruled the land and peace and har
mony reigned. As always happens, a 
greedy man named Ismael plotted 
with four accomplices to overthrow 
the Mecubarz. Enraged at their hubris, 
the Mecubarz turned the four conspira
tors into monsters and banished them to 
the four corners of the realm, each locked 
in a different world: ice, fire, water, and 
mist. Ismael disappeared completely, and 
the seasons themselves were sealed away 
in four crystals and scattered. 

Now the world needs its seasons 
back, and the young, scrawny, inexperi
enced and frankly annoying adventurer 
Quickthorpe has been chosen to save 
the world by getting the crystals back. 
Why? It's never explained. Don't they 
have any real heroes around? Someone 

who could lift a sword, maybe? 
Quickthorpe's quest begins at the 

gates of hls town, and will take him 
across the four worlds and to the lair of 
Ismael. The game is pretty standard 
adventure fare with a decent enough 
interface. You click through the differ
ent functions - walk, use, take, talk, 
look - with the right mouse button, 
and then perform the action with the 
left. The inventory system, which isn't 
quite as smooth, uses a resizable pop
up box with spaces for everything you 
pick up. You can look at, combine, and 
use objects in the inventory, but manag-



The inventory system in Fable isn't the 
smoothest you'll encounter: juggling and 
using items can be tricky. 
~-----------·················· 

ing it all can be tricky. 
One problem with the inventory, 

and the game, is that you can pick up a 
ton of stuff - far more than is possibly 
realistic. Fair enough: we've come to 
accept this in a game. But there are two 
problems. First, item collection is too 
indiscriminate. Why does the witch sit 
by while you take things from her 
closet? Shouldn't there be a puzzle here 
to get the things you need? The second 
problem is that you collect far more 
than you will ever need or use. This 
means the inventory bulges and 
becomes cumbersome to manage. 

select where you 
want to go. Fair 
enough. But if there 
are severaJ,.interven
ing points between 
you and your ulti
mate destination, 
you are dumped out 
of the map at each 
place and must keep 
going back to the 
map and selecting 
the next location 
until you finally 
reach where you 
want to go. It's as 
confusing as it 
sounds. 

At least some of that inventory 
gets used in object-based puzzles. Here, 
Fable is a mixed bag. The puzzles are 
overall pretty good, but there really 
aren't enough of them, and they will be 
pretty obvious to anyone who has 
played a good adventure game. 
Sometimes they're logical (give some
one something valuable in order to pass 
by), and sometimes they' re not (use a 
stone tablet to cause an earthquake to 
make a wall fall so you can pass). 
They're fine puzzles, but they're not 
much challenge, and there simply aren't 
enough of them. 

Quickthorpe's 
deaths are also han
dled badly. If he dies, 
the little twerp just 

Ismael may be the big bad foozle who you need to defeat, but he sure is a hard 
guy to wake up. 

The game and the story itself 
unfurl in a somewhat liner fashion, but 
there are little nuisances to keep it from 
being a complete pleasure. For instance, 
every time you want to leave one area 
to go to another, you are dumped into 
an overhead map. From this map, you 

keels over and the game stops. How do 
you know he's dead? Well, because he 
looks dead, I guess. You must now man
ually call up the load menu to restart the 
game. Nice design element. 

Much has been made of how bad 
the original, European ending was (the 
adventure was all in someone's mind), 
so Sir-Tech ordered a new one made. It 
is absolutely no improvement. I'm not 
even sure I understood what it meant. 
And the voice actors obviously weren't 
available for the new ending, since it all 

happened in silence! 
The best thing about 

Fable is its looks. The 
backgrounds ("animated 
by an ex-Disney artist," 
we are told) are colorful 
and lovely. And, while 
the puzzles are good, 
they are not great, and 
the dialog writing is 
pretty uninspired. As an 
adventure game, Fable 
is amiable, dopey, and 
cute, but it never really 
takes off, and it's a far 
cry from the best of 

Slipping the kid a lollipop may help you score a ride on the fancy Sierra and LucasArts. 
balloon ship. - T. Liam McDonald 
~------------------·················· 
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11POD sets the standard for 
Windows racing games ... !" 

- Newsweek 

11 Moves as fast as lightning ... 11 

-C/ NET Gamecenter 
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11Best ~ Windows~ 95 Game11 

- Compu me Developers Conference 





REVIEWS 

I Category: Adventure 

I Developer: UGC/D.A. International 

Publisher: Psygnosis, 919 E. Hillsdale 
Blvd., Foster City, CA 94404 
(415) 655-8000 

Required We Recommend 
Double-speed 
CD-ROM drive; 

486DX4100; 8MB 
RAM; DOS 6.22; 
Keyboard; Super 

Quad-speed 
CD-ROM drive; 
Pentium; 16MB 

RAM; Supported 
sound card 

VGA 

he 1996 film The City of Lost 
Children is considered by 
many to be a masterpiece of 
French surrealism. Directed 
by Jean-Pierre Jeunet and 
Marc Caro - the deranged 
geniuses responsible for 
1994's cannibalistic epic 
Delicatessen - it became 
what the trade papers call 
"an art house success" 
(translation: it was seen by 
maybe 5,000 people nation
wide). Since its release on 

video, the quirky charm and bizarre 

-----------------------••·········· •aoro my mind, it is unacceptable. It is un-

English. It is un-American. Worse yet: it is 

French." - Mark Twain 
..... ................... _________________ _ 

visuals have made City a cult classic 
among cinephiles. 

The city in question is a nameless 
place existing outside of any comfort
able coordinates of time and space. Its 
inhabitants dwell in a wholly self-refer
ential world. What lies beyond the city, 
we never learn. Its architecture and 
technology are a bizarre mixture of the 
Gothic, the contemporary, and the 
antique; its grotesque yet monumental 
structures are held together by massive, 
rusting bolts. Its machinery and arti
facts have the same out-of-whack look 
as the devices seen in Brazil: thick, 
twisted wiring; vacuum tubes; the knife
switches and bubbling retorts of a mad 
scientist's laboratory. 

It is a place where sunlight never 
shines; where intricate webs of foot
bridges lead everywhere and nowhere, 
like the Moebius-strip staircases in 
an Escher drawing; where thick, gelid 
tides gleam putridly under creaking 
streetlights and slop turgidly against rot
ting wharves; where the inhabitants 
move furtively through fog-choked alleys 
like the batrachian denizens of H.P. 

By ignoring important elemenb of the film, the 
game speeds towards an anti-climactic end. 

Lovecraft's Shadows Over lnnsmouth. 
In order to deal with the game, you 

need to have some idea of the movie's 
dense, layered, free-associative plot -
not an easy thing to summarize (I've 
seen the movie three times and I still 
haven't figured out the meaning of sev
eral episodes), but duty calls (deep 
breath), so here goes: 

The City's children are mysteri
ously vanishing, abducted by members 
of an insane religious cult who call 
themselves Cyclops, and who have vol
untarily blinded themselves in order to 
achieve transcendence. They wear 
dirty-old-man rubber raincoats and 
"see" by means of grotesque eye-pieces, 
called "Optacons," that look like some
thing left over from a Borg yardsale. 

Meanwhile, on a vast, decaying oil 
rig (designed by the ghost of Salvador 
Dali), a mad scientist ("Mr. Krank," 
which is German for "Mr. Sick-o"), aided 
by a coterie of clones (who resemble 
Oompah-Loompahs from Willy Wonka 
and the Chocolate Factory), is attempting 
to suck the dreams from the souls of the 
captive children. 

A street-wise 12-year-old orphan 
named Miette joins forces with a stout
hearted but simple-minded circus 
strongman (named "One" - Oh, the 
symbolism!) to solve the mystery of the 
vanishing children. Opposing them is a 
pair of sinister Siamese twins (known as 
Pieuvre - the Octopus) who run a 
Dickensian orphanage and force their 
charges to steal jewels and cash from 
various inhabitants. 

Borrowing heavily from the film's brooding visuals City of Lost Children is one of the most gorgeous 
computer games in recent memory. 

If all this sounds chaotic and disori
enting, well, hell, it is surrealism, after 
all. In fact, the film is coherent, brilliantly 
structured, and every bit as beautiful as 
it is disturbing. But what does all this 
have to do with Psygnosis' "adventure 
game" (a French import, natch)? '--------------------------------................ .. 



Precious little, as it turns out. 
True, the graphics are magnificent, 

faithfully reproducing the gloom and 
menace of the movie's sets, brilliantly 
imaginative in their use of chiaroscuro (go 
ahead and look it up; I'll wait), and very 
effective in their three-dimensionality. 

But having expended all their cre
ative ammunition on these stunningly 
rendered backgrounds, the designers 
simply ran out of gas. The entire game 
consists of three short episodes, only 
brief parts of which really connect to 
the film itself. In fact, this may well be 
the shortest adventure game I've ever 
played - an experienced gamer can 
bash through it, start to finish, in about 
two hours. 

As if to compensate for their inabil
ity to really translate the film into a dif
ferent medium, the designers have 
padded out the puzzle sequences with 
every lame cliche in the genre. Example: 
in the opening scene, Miette must locate 
two objects in the orphanage classroom 
and exit into a courtyard within approxi
mately 45 seconds, or the Octopus will 
throw her into a cellar. Since the gam e 
gives you no clue as to what those 
objects might be (the classroom is full of 
stuff), you must explore the whole place 
before you chance upon them. Until 
you've done that, time runs out, over and 
over again, and you get chucked into the 
basement - three times in a row, and 
it's "game over." At this point, you' ll 
start to wonder if the game ought to be 
called City of Lost Patience. 

Several times, the objects Miette 
needs to find (in order to perform 
some illogical task) are totally hidden 
from view. Since you don't know 
what you' re looking for, and you can't 
see it, this means a lot of pointless blun
dering around in dark corners and 
behind objects. All of this is made even 
more frustrating by the keyboard-only 
interface, which often makes it very dif
ficult to position Miette on the correct 
"hot spot." 

Gone ar e the complex, enigmatic 
characters of the film. The Cyclops 
appear, but we learn nothing about their 
cult or why they're in league with the 

mad scientist . The tender relationship 
between Miette and One is here reduced 
to a few brief exchanges of perfunctory 
dialog. In the movie, the oil rig is 
guarded by an old minefield, which is 
why Miette must locate a tattoo map of 
the harbor - in the game, Miette finds 
the map, but the minefield is never men
tioned (how hard can it be to locate a 
huge oil rig?). We just see a couple of 
mines floating in the water, but their 
presence is never explained. 

And I was deeply troubled by the 
moral depravity of one climactic scene, 
in which Miette murders (in a particu
larly loathsome manner) an apparently 
harmless organ-grinder named 
Marcello, just so she can steal his com
pass-watch. In the movie, Marcello is a 
major character, capable of both good 
and evil and triumphan t through his ulti
mate redemption; in the game, he's trot
ted on to the screen just so Miette can 
slaughter him and steal his watch. 

While the climax of the movie is 
elaborate and gripping, the climax of the 
game (a pedestrian, non-interactive 
movie sequence) ... just happens. You'll 
look at your watch in astonishment and 
think: is that all?? 

FOOLING THE WATCHMAN 

M iette·s first assignment from the 
Octopus is to steal the money from the 
City's customs shed. You can find it by 

exiting the courtyard and taking the first left 
until you see a building that doesn't really look 
much like a shed but that has a uniformed 
watchman standing near the door. You can't 
get past him without creating a distraction. 
Search around some more until you find the 
lighthouse (watch the illumination on the 
scenic backgrounds for directional clues). 
Maybe you can short-out the light and draw 
the watchman away from his post. 

To do that. go back to the front of the 
dock. There's a teeny-tiny object on one of 
those cotton-bale thingies. Pick it up (you 
can't reach it except by moving Miette from 
behind its location). Go back to the lighthouse. 
Put the object (an iron bar) against the fuse 
box. then quickly run behind the crates to the 
right of the lighthouse door (it'll probably take 
you several tries to find the right spot, thanks 
to the ham-fisted interface) and hit the "bend 
down· key. When the watchman arrives to 
check on the burned-out light, you can scoot 
past him and loot the customs shed. 

REVIEW S 

Just what audience does Psygnosis 
hope to reach with this game? Fans of 
French surrealist cinema who also hap
pen to be avid PC game players? Yes, it 
has beautiful, even brilliant, graphics, 
but what it boils down to is a truncated 
imitation of Myst with a bit of character 
interaction . As a translation of the film, it 
is an almost total failure. If you haven't 
seen the movie, you simply won't know 
what the hell is going on. Or care. 

- William R. Trotter 
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REVIEWS 

You Don~t Hnow Jack Movies 
!Category: Trivia 

I Developer: Berkeley Systems 

Publisher: Berkeley Systems, Inc., 
2095 Rose Street, Berkeley, 
CA 94709 (510) 540-5535 

----------- I 
Required We Recommend 

Double-speed 
CD-ROM drive; 

486133MHz; 16MB 
RAM; 19MB hard

drive space; 

Quad-speed 
CD-ROM drive; 
486/66MHz or 

higher 

••• 
ou Don't Know Jack Movies 
is precisely what the title 
suggests - the cinema
dedicated edition of Berkeley 
Systems' perennially popular 
trivia series. After two edi
tions of the original general 
knowledge version and a 
sports-theme variant, this 
was the next logical spin-off 
for a successful series that 
could end up spawning more 
versions than Trivial Pursuit. 
It deserves to - it's a hell of 

a lot more fun. 
The You Don't Know Jack series 

won a special PC Gamer award for 
innovation last year by doing what no 
one thought possible - making a com
puter trivia game that was original, 
entertaining, and addictive. With its 
glossy and irreverent TV gameshow
style presentation and quirky questions, 
it's become an office favorite, particu
larly in its twice-weekly "netshow" 

llywood

bl Cn..a;1u:::.11:1er hit. 

online edition. Movies comes loaded 
with 800 questions spanning the history 
of cinema, from Whatever Happened To 
Baby Jane? to Jurassic Park. 

A major enhancement to the You 
Don't Know Jack series is the addition 
of some new types of question - the 
familiar multiple-choice, gibberish ques
tions, and the infamous Jack Attack still 
make up the main portion of the game, 
but now there are new 
rounds like "Fill In The Blank" 
(where you have to, er, fiJJ in 
the blank based on a series of 
clues) and - our personal 
favorite - "Dis or Oat," a 
special quickfire round that 
puts one player in the hot 
seat for 30 seconds of torture 
that can win or cost you up to 
$7,000. For each of the seven 
questions thrown at you, the 
answer is either one thing or 
the other - for example, 
seven Robert DeNiro movies 
are read out in quick succes
sion, and you have to decide 
if DeNiro kills someone or 
doesn' t kill someone in that 
movie. Other Dis or Oat ques- , As . all ,_,.,_ ..... ..- · ......, (Lo. 
. h d 'din 'f 111 -~---•-8'INl-• 8 VIIIIIII -tions may ave you ec1 g 1 "'--lclue towhat1hat..- ·aac111a11y11ea1iou1.. 

seven characters from The . • ..----,WI .............. . 

Poseidon Adventure lived or 
died in that movie, or if seven film titles 
are the names of Jerry Lewis movies or 
porno flicks . It's tougher than it sounds! 

The movie theme permeates every 
aspect of the production, from the ques

tion intros that 
spoof popular film 
genres, to the old
fashioned black
and-white projec
tion on some 
screens and even a 
rolling commercial 
broadcast after 
each game with a 
seemingly endless 
stream of funny 
skits and spoofs. As 
for the game itself, 
the questions are 
suitably tough and 
inventive, and the 
host is always 
ready with a quick 
quip to keep the 
fun-factor rolling. 

occasional "Fiber Optic Field Trips," in 
which the host cold-calls Hollywood 
studio execs in true Jerky Boys fashion 
and invites them to contribute guest 
questions over the telephone. It is, as 
anyone familiar with the Jack series 
should expect, a whole lot of fun. 

The one-player mode is a bit point
less, but with the maximum three play
ers competing, there's a lot of fun to be 
had before all the questions are 
exhausted. So, another winner from the 
Jack series, and here's to lots more 
theme editions (music and TV remains 
untapped - hint, hint) in the future. 

- Gary Whitta 

. • Jack Movies has a 

1 ladle -OisorDat"' ......_~ngottoSOltsbdf illbl-catetorJordle mischievous adult 
allier a die~~--~ cllarac:ters, or wllatewer are tone throughout 
.._ ltJIIII • rapid AICCeSSICIII. ................. (this game isn't for 
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I I 
••••••••• •• • 

Category: 3D Shooter ~-=============~ Take ca spin in a high-tech choppel" to I Developer: Paragon Visual Systems I ~-=============~ crippled Nao-Tokyo from wac • er-,na■n,n 
Publisher: 7th Level, P.O. Box 832190, 

Richardson, TX 75081 
(800) 884-8863 

dictators in this brief but enjoyable sh ter. .................. .. .... _________________ _ 
---------------------- -

Required We Recommend makes the game a tad too easy. 
And don't even think about 
turning on the autofire option, 
which makes Helicops the 
equivalent of driving a school 
bus stuffed with snipers 
through a bulls-eye factory. 

Windows 95; Quad-
speed CD-ROM 

drive; Pentium 100; 
8MB RAM; 22MB 
hard-drive space 

Pentium 133; 16MB 
RAM; Gamepad; 
Supported sound 

card 
And don't expect much 

challenge from the flight 
model, since your helicopter 

~--------~-------~ can zip through tunnels and 
under overpasses without fear of 
crashing and burning. You won't 
run into any problems with colli
sions, either, since your helicopter 
will politely stop itself before plow
ing head-first into a building. 

Unfortunately, the graphics 

ark your calendars -
Japan is doomed to be 
leveled by a violent shift 
of tectonic plates any day 
now. There's no need for 
concern, though -
"Rising from the ashes 
like a phoenix," Neo
Tokyo will emerge as the 
new international center 
for business, technology, 
and production of those 
funky Tamagotchis. Of 
course, such a transition 

are just about as stale as the flight , Whiz lhrougll the rocky crevasses of Mountfuji with your uhra-
engine. While the opening screens . custoaizlNI helicopter. 
are coated with those smooth ~----------------- ---

will bring naughty super-criminals out of 
the woodwork, and an elite group of 
helicopter pilots will be dispatched to 
stop them. One thing's for sure - it 
looks like someone at 7th Level has been 
watching Akira way too much. 

Helicops is a Japanese-designed 3D 
shooter decorated with Anime-style 
graphics. Though many will take one 
look at the box and dismiss it as yet 
another Hellbender or Terminal Velocity 

Japanese Anime characters (complete 
with the trademark cool hair), the in
game graphics approach the excitement 
level of watching grass grow. The 3D 
engine is decent enough, with acceptable 
speed and no polygon break-up, but the 
textured landscapes ar e just too shiny, 
colorful, and antiseptic to be post
cataclysmic Tokyo. 

On the other hand, the mission 
maps are exceptionally detailed - tiny 
trucks drive around, cranes slowly rotate 
and move cargo, and commuter air
planes taxi down runways and take off. 
You can even fly into buildings and 
hangars on some missions to collect 
required data pods and power-ups. Most 

missions aren't of the typical 
nuke-everything variety, but 
require you to perform a cer
tain task to move on . Helicops 
will have you transporting 
wounded hostages from build
ing to building, dropping 
nuclear warheads into a dis
posal site seconds before they 
detonate, and zipping around 
inside a Descent-type complex. 

clone, Helicops 
has a few sur
prises up its 
sleeves that may 
warrant another 
look from action 
fans . With most 
games in the 3D 
shooter genre 
(which has been 
getting beaten 
to death lately), 
you spend the 
majority of your 
time spinning 
around, trying 

Unfortunately, the whole 
This is General Oblix. one of the experience grinds to a halt n- super-villains you'll be pitted rather quickly - there are 
against. He's bald, huh huh. around 20 missions, many of 

to locate your enemies and getting them 
in your sights. Helicops eliminates this 
by incorporating an auto-targeting sys
tem that delivers a more arcade-like feel, 
and eliminates the burden of pinpoint
targeting your enemies. On the other 
hand, such a feature is a double-edged 
sword - when taking out hordes of ene
mies is simplified to the extreme, it 

.. , . ···· ..... which can be finished in a few 
minutes. Playing on easy mode, you can 
complete Helicops in the better part of 
an evening (a flaw shared by many 
Japanese action games). There may be 
an extra ounce of replay value with the 
option to play as a different Helicop, 
and a selection of different helicopters 
- but the differences in the gameplay 
are slight. 

, For a post-cataclyuiic Tokyo, 1hose sure are 
blue, blue skies. 

All in all, H elicops may be suitable 
for a brief action stint, but don't expect 
to get much mileage out of single-player 
mode (though the Internet-ready 
DirectPlay should provide plenty of 
Deathmatching fun). H elicops is perfectly 
adequate for an evening of fun - but 
just remember, one enjoyable evening is 
rarely worth the purchase price. 

~ GAMER 
Nice 

arcade-like feel; 
solid (if antiseptic) 
graphics; interest
ing Japanese 
touches. 

- Colin Williamson 

FINAL VERDICT 

Dml 
No real flight model to speak of; little 

replay value. 

The lite beer of 3D shooters. 
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Live the 3D experience. This is no game. Our PCs ore 
serious 3D graphics machines. The kind that make your eyeballs jitter with ecstasy. 

And our direct prices ore really low. But the best port - these systems hove 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. 
~et it caress your imagination and excite your soul. 

• 3D Graphics. Unbelievable at these prices! You get reol 3D acceleration for 
Direct3D® opps, mind-blowing 3D games and multimedia. It's a world of 3D realism 
with correct textures, Gouraud 
shading, environment mopping 
- serious stuff. 

• 3D Sound. Totally 3D. 
Our Ensoniq™ 3D sound cord, 
mic and speakers deliver stereo 

It's where 
• you're going. 

We'll take 
you there. 

surround, wrap-around effects and wovetoble 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. 

INTErG?/\?H 
COMPUTER SYSTEMS 



REVIEWS 

British pen 
hampionship ol 

I Category: Sports 

I Developer: Looking Glass Technologies 

Publisher: Eidos Interactive, 303 Sacramento 
St, San Francisco, CA 94111 
(415) 616-2022 

------------------
Required We Recommend 

Dual-speed 
CD-ROM drive; 

Pentium 60; 12MB 
RAM; 20MB hard

drive space 

Quad-speed 
CD-ROM drive; 

Pentium 90; 16MB 
RAM 

Jove golf games - they're just so 
relaxing, almost therapeutic - but 
one thing has always bugged me 
about most of those I've played. 
Most baseball games put you in the 
major leagues, football games in 
the NFL, and soccer sims in the 
World Cup. 1n fact, in just about 
every other kind of simulated 
sport, you get to compete at the 
highest level, so why is it that the 
best that most golf games can offer 
me is to play a generic 18 holes on 
a private course, without distrac

tions like having to let some other bozo 
play through? I want to compete in the 
top tournaments - The Masters, The 
U.S. Open, The Ryder Cup! I want to 
play not just with the simulated skill of a 
pro, but how it looks when the pros 
play on TV, surrounded by grandstands 
packed with awe-struck fans, and with 
tension-filled commentary from the 
guys up in the CBS booth . 

Well, the folks at Looking Glass 
must have been reading my mind, 
because that' s precisely what they've 
served up with British Open 
Championship Golf, an otherwise 
straightforward simulation of life on the 
links that makes the distinctive and 
original move of attaching itself to a 
major tournament license rather than a 
famous pro. Thls golf game is not just 
about playing a straight 18 or some 
skins with your buddies - here, you're 
thrown into competition in one of the 
oldest, most respected, and hard-fought 
tournaments in the world. The British 
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Looking Glass Technologie " 

new golf im cores an eagle thanks to 

some innovative pl'e entation and ten e play. 

Open is traditionally played on one of 
two legendary courses in Scotland, the 
Royal and Ancient Club at St. Andrews, 
and at Royal Troon . Though relatively 
simple in design compared to some of 
the modern courses on today's PGA 
tour, St. Andrews and Royal Troon are 
no pushovers, primarily thanks to the 
unforgiving weather conditions that are 
typical in that part of the world. St. 
Andrews, in particular, is situated per
ilously close to the coast, where the fog, 
wind, and rain can play havoc with 
your shot. Naturally, all these weather 
conditions are simulated in British Open 
- golfers used to playing in glorious 
sunshine and clear skies on those 
Hawaiian and Florida courses offered in 
other games will be brought back down 
to Earth here. Visibility is low, the 
winds buffet the flight of the ball, and 
the rain makes for tough putting and 
chipping surfaces. 

What really sets this game apart 
from other golf sims, however, is the 
tournament atmosphere. Legions of 
fans line the fairways and surround the 
greens on the ground and in multi-level 
grandstands on every hole - just like 
you've seen on TV. They roar in 
approval of great shots, mutter when a 
bad one is hooked into the trees, and 
even will the ball into the hole with 
cries of "get in, get in!" on long putts. 
It's an accurate recreation of the tense, 
"all eyes on you" atmosphere of playing 
in a major tournament, enforced by 
some great TV-style commentary. The 
old English duffer they dug up to do the 
anchoring is pretty dull, but the color 
commentary from Jim McKay of ABC's 
"Wide World of Sports" is varied, 
enthusiastic, and insightful, adding 
much to the overall feel. 

The golf itself is kept straightfor
ward, with a familiar swingometer and 
club selection options - many of the 
more intricate fiddles and tweaks 
offered by the likes of Links LS are 
absent here, which will no doubt put off 
real die-hards, but make this more 
attractive to the casual gamer who does
n't want to get bogged down in all that 

, TlleBrithbOpHswi..--.,iseasyto-, 
Nt reljllirn a precise tOlldl 1111 Pro level. 

n•••n••••••••• 

stance and angle-of-clubface stuff. The 
result is a game that's remarkably quick 
to get into, and with three difficulty lev
els, it's easy to find one that suits your 
expertise. With only two courses and no 
link-up multi-play, this game's shelf life 
may fade once you've won the Open on 
both links, and that inclement Scottish 
weather gets depressing after a while. 
You can switch all that off to play on a 
nice sunny day, but the commentators 
will know something's up and make sly 
comments about "the unusual weather 
for this time of year." All in all, this is 
definitely one of the most user-friendly, 
accessible, atmospheric and attractive 
golf games out there - Links LS purists 
won't be converted, but those who want 
to feel what it's like to be a tournament 
pro without too much hassle will have a 
great time. 

~GAMER 
Easy to 

yet III to; tremen 
dous atmosphere; 

gorgeous graphics. 

good commentary 

FINAL VERDICT 

r■r■u 
l!l!IIII 

Only two courses, lack of Internet 

optwns 1s ct hummer 

The toumct11wnt set1111y, pre 
sentctt1on. ;rnd ectse·of-ust rua~es tl11s a vJinner 
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I Developer: Content/Gray Matter 

Publisher: Acclaim, 1 Acclaim Plaza, 
Glen Cove, NY 11542-2777 
(800) 759-7800 

Acclaim brings the game version oY the 

questionable Crovv sequel to your desktop. 

And gues·s what? It's rubbish! ························------------------
Required We Recommend 

Double-speed 
CD-ROM drive; 

Pentium 90; 8MB 
RAM; Sound card 

Quad-speed 
CD-ROM drive; 

Pentium 120; 16MB 
RAM, 2MB video 
card; Gamepad 

one-liners, or Ashe driving his 
motorcycle around while loud rock 
music blares in the background. 

This translates into a game 
where you walk around dark, seedy 
scenes and kick the crap out of 
hordes of baddies. This type of 
game has been done before in 
countless mounds of console games 
(Die Hard Arcade comes to mind), 

~--------~-------~ but City of Angels convolutes the 

fter the imaginative and sur
prisingly successful movie 
The Crow, 1996 brought us 
the inevitable (and perhaps 
inevitably inferior) follow-up. 
Demonstrating none of the 
flair or originality which 
made The Crow a standout 
in its sub-genre, City of 
Angels was a mess, a typical 
triumph of style over content 
with little story or character
ization to flesh out the over
the-top visuals and mind

numbing metal soundtrack. And when 
you see the PC version of City of Angels 
at your local software store, you may be 
curious as to why such a despised film 
would be chosen to make the transition 
into the interactive market. 

If you're one of the lucky majority 
who's been spared from seeing the film, 
City of Angels is about Ashe, an unlucky 
chap whose son witnesses a gang killing. 
The gang leaders don't take kindly to 
this, and Ashe and his kid are offed by 
the notorious Curve (played by Iggy 
Pop!). Then, a pissed-off, Crow-powered 
Ashe returns from the dead to wreak 
havoc. The rest of the movie consists of 
either Ashe beating the bejeezus out of 
some bad guy while spouting snappy 

experience by gumming it up with 30 
movement, where your character is able 
to freely rotate 360 degrees as he walks 
through his surroundings. Similar to 
the combat scenes in Alone in the Dark, 
cruddy camera angles can throw the 
entire battle into a state of confusion, 
making the action tricky to observe and 
the fighting near-impossible. 

In City of Angels, your funny-walk
ing character is given free run of a world 
that consists of lovingly rendered (albeit 
non-interactive) backgrounds. While the 
motion capture for the characters looks 
decent, control is painfully sluggish -
there's a blatant pause between a button 
press and the execution of one of Ashe's 
prissy-boy snap kicks. You can pick up 
and toss various objects like beer bottles, 
boxes, and kegs, but your best bet in any 
fight is lining yourself up with your 
enemy (a formidable task), and executing 
a continuous roundhouse kick, which 
should knock down incoming bad guys 
like dominoes. Unless, of course, they 
attack you from three degrees to your 
right - in which case you're screwed. 

One more thing - all of those bad 
guys come from the same gene pool. 
There's nothing like being attacked by 
three fat construction workers in overalls 
who all look the same, shouting "Eat 
Steel" and "Hey, clown-face." On the plus 
side, the boss fights are entertaining, 

simply because you get 
to beat up skanky old 
Iggy Pop and the girl 
who played Trini the 
Yellow Power Ranger. 

One of the most 
fascinatingly bad 
aspects of City of Angels 
is the audio design. All 
of the voice taunts 
sound like they were 
recorded by program
mers screaming into a 
five-dollar Radio Shack 
microphone, bringing 
back memories of the 
fine shareware game 

~------------------ ---- Executioners. Actually, 

After a long. bani day of extinguishing crimi
nal scum. Ashe raises a keg in honor of 
Miller Time. 

the guy at Acclaim who plays Ashe does 
a much better job than Vincent Perez, 
since there's no ridiculously thick French 
accent to get in the way. 

When it comes right down to it, City 
of Angels will give you a longer and more 
lasting Crow experience than watching 
the movie, though whether or not you'd 
actually want such a thing is up to you. 
It's a given - licensed games of bad 
movies just don't cut it. But if anybody is 
listening, I wouldn't mind seeing PC ver
sions of Beastmaster N and Gymkata. 

- Colin Williamson 
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Blood 
!Category: First-person shooter 

I Developer: Monolith 

Publisher: GT Interactive, 16 East 40th St., 
New York, NY 10016 
(800) 305-3390 

Quad-speed 
CD-ROM drive; 
Pentium 75MHz; 

16MB RAM; 50MB 
hard-drive space; 

VGA 

Pentium 120; 
Supported sound 

card 

hortly after Duke Nukem 3D 
powered its way to the top of 
the charts, 3D Realms 
announced it were going to 
follow the mega-hit shooter 
with another ballsy first
person action game - Blood. 
But in recent months, the 
future of Blood seemed in 
doubt after 3D Realms turned 
the entire project over to 
Monolith Productions at the 
beginning of the year. While 
some deemed the transfer a 

result of 3D Realms' disapproval of the 
product, it's hard to see why- Blood is 
a top-notch 3D shooter that will be sure 
to win over bloodthirsty horror fans and 
hard-core 3D shooter freaks. 

Here's the setup: in an unexpected 
act of betrayal, the dark god Tchernobog 
butchered you, your lover, and your 
friends. Pissed-off and ready to bust a 
few heads, you rise from your grave in a 
mortal form curiously resembling that of 
'The Undertaker" from the WWF. 
Armed with only a pitchfork and several 
dozen one-liners from Anny of Darkness, 
your job is to fight your way to 
Tchernobog and settle the score once 
and for all. 

-----------------------••·········· The next incawnation of 3D Realm.s• BUILD 

engine is hewe - and th.e wesulting bloodbath 

is a 1Nelcome addition to the family. 

Using an enhanced version of bystanders and mimes to use for target 
Duke3D's tried-and-true BUILD engine, practice. Unfortunately, the enemy char-
Blood manages to deliver crisp and col- acter design doesn't offer much 
orful Duke-style graphics and adds sev- improvement over the pixelly monsters 
eral improvements as well. But can of Duke3D. Also diminishing the experi-
snazzy visuals and a few engine tweaks ence are a few odd niggles, such as the 
breathe new life into a genre that's been ability to set yourself on fire while 
beaten to a sticky pulp? underwater(!) and some difficulty when 

Blood attempts to up the gameplay you attempt to hop out of a pool. 
ante by offering plenty of interactivity Other than a few tiny bugs, there's 
with dark humor out the wazoo. Levels one other undesirable trait that knocks 
involve more action, including floating Blood down a few notches: It's simply 
ice glaciers, rolling mine carts, and an too hard! A good challenge is always 
intense gunfight nice, but Blood's 
through a mov- difficulty can 
ing train. Most of approach absur-
the maps are dity. Some of the 
based on horror- biggest frustration-
movie cliches - causers are the 
one level is mod- fire-breathing hell-
eled after the hounds. They're 
resort in The tough as nails to 
Shining, complete kill - and if you 
with a frozen get whacked by 
Jack Nicholson in their none-too-eas-
the hedge maze. ily dodged flame 
And with an -i.==-..1 balls, you'll catch 
exceptionally ■ Hmm, this certainly seems familiar - there are on fire and suffer a 
larger catchphrase movie references galore in Blood, especially to crispy death within 
collection than grade B horror flicks. seconds. Likewise, 
Duke, Blood's ..._ ________________ you have to be on 

anti-hero has some pretty funny lines to the lookout for tiny possessed hands 
contribute throughout the game (he'll which attach to your throat and suck 
start singing show tunes if you let him sit health at an astonishing rate. Add to this 
too long). Even the help screens feature machine-gun-toting monks and turbo-
some added spice, with the game char- powered bonefish, and Blood is going to 
acters bouncing around in macabre ver- give you one hell of a challenge. 
sions of Pac-Man and Donkey Kong. At its core, Blood is the equivalent 

The weapon selection is far from of Duke3D meets Elvira, and may be as 
typical - the expected sawed-off shot- good as it gets for "2-and-a-half-D" 
gun and tommygun are complemented shooters. Though the easily squeamish 
with a skull-on-a-stick that blasts your should stay as far away from this as pos-
foes to hell, and a voodoo doll that can sible (or buy the wussie Wal-Mart ver-
poke enemies to death. Proximity explo- sion with the Parental Lock stuck in the 

sives and remotely detonated lNT "On" position), Blood may find itself 
caches are also included, and most leading the pack - and quite possibly 
weapons have a powerful "sec- giving the upcoming Shadow Warrior a 
ondary'' firing mode, a la Dark run for its money. 
Forces. One of Blood's most enter
taining aspects is the ability to set 
anything on fire with hair spray 
and a lighter - including your fel
low humans, who shriek '1t burns!" 
as they blindly stumble about. 

No horror-themed title would 
be complete without a motley crew 
of ornery critters. Blood includes 
zombies that keep attacking until 
you blow their heads off (which you 

==--=---' can kick around afterwards), loony 
With all the mysterious references to "The Idiot Circus cult members ripped from Rise of 
Boy," Blood will leave you pondering "Who's Jo-Jo?" the Triad, menacing stone gar-

.__ __________________ goyles, and even innocent 
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SYSTEMS • PERIPHERALS • CONTROLLERS 

Sure, you thought you could be satisfied with a 486, 

a two-button joystick, and a couple of lightweight speakers. But now 

you're hooked, and the only stuff that'll satisfy your addiction is .. . 

ell, I made it through my first 
month more or less unscathed. 
The PC Gamer staff has accepted 
me into the fold with surprisingly 
little violence, despite jealousy of 
my growing pile of joysticks, 3D 
cards, gamepads, speakers, and 

• 11111 other goodies. My theory is that 
they take their aggressions out on me via Red 
Alert by using a cheat that nobody will te ll me 
about; I just can't ever seem to win. 

The Hard Stuff continues to evolve: this 
month, we begin using the bootMarks, the 
exhaustive system of benchmarks compiled by 
the mad geniuses at our sister publication, boot, 
as the standard against which all of the sys
tems, video cards, and other peripherals we 
review will be tested. In coming months, you'll 
be able to compare the bootMarks scores 
earned by different systems and upgrades and 
decide which is best for you. 

boot explained the whole suite of 
bootMarks in its June issue's 12-Step Program. 
We've included the complete text from the arti
cle on this month's CD and on our web site at 
www.pcgamer.com. PC Gamerwill include the 
actual bootMarks on The CD as soon as possi
ble, so you'll be able to benchmark your own 
hardware the same way we do ! 

That's not all that's new in The Hard Stuff. 
You may notice that it's sometimes tough not to 
get hopelessly technical in writing about all of 
this cool hardware. To make life easier, we've 
added a glossary to the back of the section. 
Now, rather than bog down articles with 
explanations of techie terms you may already 
know, we'll simply define them in the glossary. 
Words explained there will appear in bold. (No, 
the word "bold" will not be in the glossary, 
smart alack.I 

One more thing: As much as we love get
ting free hardware to play with, we created The 
Hard Swff for you, the reader. It's our never
ending goal to do whatever we can to make 
your gaming experience as enjoyable as possi
ble - short of shipping each magazine with a 
free Pentium. If you have any questions, com
ments, requests, or gripes, send 'em in to the 
address in the Q&A section. 

Now, with a warm and fuzzy feeling, it's 
time to wrn the page and hit the Hard SWffl 

- Joel Durham 

• • • • • • • • • 
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HARD STUFF 

■ The facts about pushing your processor beyond its limits 

o even say the word is 
to open a Pandora's box: 
strong men cringe, tech
nica l gurus stroke their 
goatees, hard-core 
hackers snicker know
ingly. Technically, it's 

referred to as speed-margining, 
but we all know it by its street 
name. Overclocking. 

There's a stunning amount 
of information about processor 
overclocking floating around on 
the Web. Rumors abound, and 
inaccurate information is as com
mon as good data on the subject. 
There are techie sites whose 
webmasters post information 
about overclocking different 
processors as casually as you 
might recommend a burger at 
McDonalds. On the other hand, 
newsgroups have been started 
simply to discourage the spread 
of information about the practice. 
There are countless overclocking 
articles, how-tos, FAQs, argu
ments for and against, warnings, 

Speed Zone 
Here is a basic system speed and CPU 
multiplier chart. Keep in mind that not 
all system boards are capable of differ
ent system speeds. 

SYSTEM 
CPU SPEED IMHZI MULTIPLIER 

P60 60 
P66 66 
P75 50 1.5 
P90 60 1.5 
P100 66 1.5 
P120 60 2 
P133 66 2 
P166 66 2.5 
P200 66 3 

PC GRHER Julq 1997 

rants, and 
raves out 
there on the 
'net. And 
with th is in 
mind, the 
intent of this 
article is not 
to teach you 
how to over
clock your 
CPU, but 
rather to sift 
through all of 
the contra
dicting infor
mation to 
bring you the 
facts, and to help you decide 
whether or not overclocking is 
something you want to risk. 

Simply put, overclocking is 
forcing a processor to perform 
faster than its manufacturer 
rated it to run - for example 
getting a P12O to act like a P133. 
The benefits are obvious, and of 
particular interest to gamers: by 
successfully overclocking a CPU, 
you have just upgraded your 
processor for free. Those of us 
who've spent our lives and pay
checks building up the gaming 
muscle of our computers can 
definitely see the attraction. 

The risks of overclocking 
are real, and subtle. On the 
Internet, you'll see accounts of 
processors being blown 
instantly, which are probably 
untrue. To fully understand 
what's at stake, you'll need to 
know a little about the way a 
system board works. 

There are three different 
speeds of data transfer at work in 

a system, all measured in mega
hertz. There's bus speed, the 
speed of the internal bus; system 
speed, the base speed of the sys
tem board, which is usually dou
ble the bus speed; and CPU 
speed, the internal speed of the 
processor, which is determined 
not by what it says on the chip, 
but by an often adjustable multi
ple of the system speed (see box). 

Since the days of 386, there 
have been rumors that chip man
ufacturers often spec their chips 
running at lower speeds then 
they are actually capable of sus
taining. This practice is known as 
· overspec, • and it aims to guar
antee that a chip will function at 
its manufacturer specifications in 
the worst conditions. For exam
ple, aerosol cans carry a warn
ing notto expose them above a 
certain temperature, or they may 

explode; in fact, they 
are tested at much hot
ter conditions to insure 
safety at the labeled 
temperature. 

Will a chip run at a 
faster speed than rec 
ommended? Maybe. On 
your system board? 

Possibly. Should you 
attempt this on your com
puter? That is up to you. 
Everywhere that you will 
find information on over
clocking, you will proba
bly also see numerous 
warnings. These warnings 
are not to be ignored! 

The biggest, baddest dan
ger to the sensitive electronic 
components in your computer is 
the same thing that makes you go 
"owl " in the winter time when 
you walk across the carpet and 
touch the toaster oven. ESD, or 
Electrostatic Discharge, will dam
age or destroy your computer's 
components. Think of it this way: 
if you can feel the shock when 
static leaps from your finger to a 
metal object. you have experi 
enced the transfer of over 3,000 
volts of electricity. Some of the 
chips in your computer can be 
severely harmed by 1,000 volts, 
which you would not even feel! 

Computer chips of all types 
employ microscopic wires and 
transistors that carry DC current. 
and that generates heat. Too 
much heat can damage those 
tiny parts; that's why you usually 
see metal heat sinks attached to 
a system's CPU. Heat sinks 
safely draw heat away from the 
chip and, coupled with a fan, can 



keep a chip quite cool. 
Overclocking a CPU causes it to 
generate even more heat than 
usual, placing the central proces
sor at greater risk of failure, 
according to Jon Khazam, Intel's 
Marketing Director for Graphics. 

"When you operate [a 
processor] outside of its specifi
cations, the results are unpre
dictable," he said in a telephone 
interview. He explained that neg
ative effects of overclocking can 
be more subtle than most people 
expect. "If you try to overclock a 
CPU, it will look like it works. 

Should 
you risk 

·11 I . 

Sometimes, you can't tell if 
it's working or not." A proces

sor's calculations, he said, are 
extremely sensitive to the timing 
of the chip's internal electrical 
manipulation. Excessive heat can 
affect the order in which signals 
are processed. Khazam said that 
in testing CPUs, "we're looking at 
the operation of a chip over a 
wide temperature range. Move 
outside of those parameters, and 
we just don't know what's going 
to happen." 

Another danger is what's 
known as electromigration. This is 
a process in which electrical cur
rent running through a circuit 

causes the components of the cir
cuitto break down. This process is 
eventually fatal, and totally 
inevitable in complex microcirtu
itry. Electromigration is not consid
ered a danger in CPUs because 
the process generally takes fa r 
longer to damage a chip than the 
chip's practical life. But the 
process is accelerated by heat, 
and therefore by overclocking. 

So, you really want to do it. .. 

This is just a small taste of 
the complexities of overclocking. 
If you are so much as consider
ing the idea, know that there are 
many more reasons why you 
shouldn't overclock than there 
are reasons to go for it. Look at 
your computer's receipt to 
remind you of just how much you 
paid for it, and bear in mind that 
each and every one of the circuit 
boards in it are not only part of 
that cost, but very sensitive to 
things like static and heat. 
Overclocking endangers the 
functionality of the most expen
sive single component within the 
computer. Remember: you cur
rently have a working CPU on a 
functioning system board. 

If you·ve read the article, under
stand the consequences, and still 
want to dive into your system 
with the hopes of coming out 
with a faster processor, you' ll 
need to lrnow how. The following 
sources contain good, accurate 
information on overclocl<ing at 
the time of this writing. No mat
ter where you look, heed all the 
warnings and read everything 
before you open your case. 

• In the January 1997 boot. the 12-
step program contains an 
excellent overclocking wall< 
through. 

• Check out the Overclocl<ing 
Information Page at: 
www.sysopt.com/overc.html. 

• Tom's Hardware Guide has info 
about overclocl<ing and just 

about every other technical 
topic at: 
syscloc.11air.co111/overc/ock.html 

• The ComputerCraft web site has 
a large technical reference 
page at: 
www.co1111111tercraft.co111/clocs/ 
ccrover.html 

• Another informative page 
resides at: 
www.xmission.com/-closwalcl/ 
clldaq.html 

• On Usenet, there is a constant 
discussions about overclocl1-
ing going on in 
com11.sys.ib111.pc.harclware.chips. 

Be wary of any information you 
get off the Internet. Anyone who 
has access can 11ost information, 
whether it's accurate or not. If 
you're not sure, don't do it. 

Furthermore, if you have to 
lower the system speed to 
achieve a faster CPU speed (for 
instance, dropping from 66 MHz 
to 60MHz in order to overclock a 
P133 to 150 MHz), you are sacri
ficing memory and video speed 
for internal CPU clock speed. 
Overall, your system may be 
more efficient if you leave it as 
is. If you don't understand any of 
what you've read, put down that 
screwdriver and don't even think 
about overclocking. If you are 
not sure, don't do it. 

HARD STUFF 
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The Future of High Tech 
Toys in One Place 
■ The Computer 
Game Developer's 
Conference is 
where hardware 
designers and 
software developers 
strut their stuff. 

l 
he 11th Annual Computer 
Game Developer's 
Conference took place at 
the Santa Clara Convention 

Center April 26 through 29. This 
show, which at one time was just 
a gathering of people who dig 
making great games, has turned 
into a bit more of a trade show, 
complete with vendor booths and 
sales pitches and lots of mar
keters trying to grab attention for 
their products. And specifically, 
the CGDC (as we insiders call it) 
has become a venue where 
hardware and software technolo
gists try to shore up game devel
oper support for their products. 

We spent a couple of days 
at the show, wandering through 
the maze of booths in search of 
cool stuff. The main floor was 
huge, with dozens of booths rep
resenting such famil iar compa
nies as Intel, Microsoft, 3Dfx, 
Logitech, Diamond ... the list goes 
on and on. Every display was try
ing to call attention to itself with 
flamboyant light shows, booming 
speakers, and big screen demos 
of the most popular games. There 
were Deathmatches, contests, 
deli sandwiches, and tons of free 
stuff given away to passers by. In 
one pass, a conferencegoer could 
acquire software, books, candy, 
magazines, Software Developer's 
Kits, a CD case, enough tee shirts 
to construct a circus tent, base
ball caps, stickers, bubble stuff, 
tote bags, pins, jester hats, and lit
tle squishy exploding heads. Oh, 
and there were lots of product 
announcements, too. 

Intel was 
focused on making sure 
everyone had heard of 
its MMX Pentium 
processors, which will 
continue to be the pri
mary platform for gam
ing until the Pentium II 
becomes more widely 
available. By the time 
you read this, 233 MHz 
chips will be shipping. According 
to Mark Keenan, Intel's Game 
Evangelist, gaming will stay 
centered on MMX throughout 
the remainder of the year, 
while the Pentium II will make 
its debut in high end worksta
tions and then migrate into the 
home. The Pentium II will also 
appear in arcades: Intel 
announced a set of standards 
for arcade and home computer 
gaming on the new platform that 
will make it possible for simulta
neous development of games for 
both environments. 

Intel also announced 
its plan to assist computer 
developers to move the com
puter into the living room, inte
grating PCs with the stereo and 
television already found in most 
homes. Home theatre systems, 
like the Compaq PC Theatre on 
display, are what Intel sees as 
the future of the home computer. 
Not exactly a new idea, but it 
sure is romantic ... 

Microsoft was showing, 

among other 
things, an early version 
of the eagerly awaited 
Memphis upgrade for 
Windows 95. It incorpo
rates a bunch of 
improvements to the 
Win95 OS, including 
a new, streamlined 

driver model, support for emerg
ing technologies such as USB, 
AGP, and Dolby Digital sound . 
DirectX 5 was another Microsoft 
debutante, and the basis for 
scads of demonstrations of 
development tools intended to 
help game programmers take 
advantage of its features. 

Game controllers were 
everywhere, with an emphasis on 
force feedback. Immersion 
Corporation, developer of I-Force, 
the most popular force feedback 
API. had demos of the different 
controllers currently available for 
both home and arcade systems. 
Representatives were quick to 
point that plenty of familiar names 
are now developing products for 
the I-Force 2.0 API, including 
Logitech, Gravis, ACT Labs, CH 
Products, lnterAct Multimedia 
Products, and more. Most of the 
controller companies had booths 
of their own, showing off past and 
future products. Spacetec IMC 
was also in the house, showing 
the now-famous SpaceOrb. 



3D was a very big concept 
video (obviously), but also 3D 
sound. Maxi Sound was showing 
off its Game Theater 64 PCI sound 
card, which features two- or four
speaker positional surround 
sound. So does the Diamond 
Monster Sound, which packs 
Aurial Semiconductor's A3D 
chipset. Aurial's booth was giving 
convincing two-speaker demos of 
the system's surround sound 
capabilities. Taking a different 
approach to the same concept, 
Qsound Labs was showcasing 
QSoft3D, a software solution to 
positional 3D sound requiring less 
processor power than Microsoft's 
largely ignored DirectSound 3D 
API. Also on the sound front, S3 
and Creative Labs were showing 
off their new wavetable solutions. 
The former is a chipset called 
SonicVibes, but the boards it will 
appear on were undisclosed. 
Creative was touting its 
SoundBlaster AWE64 line. 

Creative also showed its 
new 3D Blaster PCI featuring the 
Rendition Verite ch ipset, which 
brings us nicely around to 3D 
video. You could just about write 
a book on the 3D accelerator 
wars raging on at the CGDC. All 
of the major players were there, 

some announcing new-genera
tion video cards and others 
pushing their current offerings. 
The 3Dfx Voodoo booth was rife 

upcoming Voodoo 
Rush just might be 
the most eagerly 
anticipated 3D graph
ics chipset ever. 

Rendition wasn't 
yet ready to announce 
the follow up to the 
Rendition Verite Vl000; 
still, there was no shortage of 
glitz surrounding the booth. 
Matrox and PowerVR were also 
present with demos of their cur
rent products. 

ATI has taken a slightly dif
ferent approach with the new 3D 
Rage Pro line, its upcoming 
boards to be called ATl@Play 
and ATl@Work. The full-featured 
graphics cards will combine 3D 
acceleration and trademark TV
out with 2D and video accelera-

Schmeid, the company's 
Graphics Product Manager, 
repeatedly referred to as "the 
industry's best." 

Some of the other tech
nologies displayed defied cat-

egorization. A company 
named Floating Images 

was showing something 
called the Real-Depth 
adapter, a 3D gizmo 
that reflects an image 

from the bottom half of 
a monitor onto a pane 
of glass several inches 
in front of the top half of 
the monitor, creating 
the illusion of a 3D 
image. First-Person 
Gaming, Inc., was tout
ing a trackball called 

the Assassin 3D, which works in 
conjunction with a joystick to 
enhance control of 3D games 
like Quake. 

Although it has lost a lot of 
the grass-roots feel that made it 
such a unique show in earlier 
years, the CGDC does offer an 
interesting glimpse into the future 
of gaming hardware. And in the 
process, it left us with the certain 
knowledge that the PC is going to 
be the premiere game platform 
for a long, long time to come. 

HARD STUFF 
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Alternative Chips 
■ Intel's chief competitors in the PC processor 
market take aim at the giant 

~ 
t's a basic law of computer 
gaming: no matter what 
processor your new computer 
came with, no matter which 

chip you saved up your hard
earned cash to upgrade to, no 
matter how cutting-edge your sys
tem is right now, there's always 
something bigger, better, and 
faster on the horizon. 

Everyone knows the compa
nies responsible for that Intel is 
famous for perpetually 
having the next 
step under devel
opment, and once a 
new standard is 
established, Intel's 
two chief competitors 
are never far behind. 
With the introduction of 
the MMX instruction set, 
Intel enjoyed a brief reign as the 
new technology's only source, but 
that's at an end: Cyrix and AMD 
are back, as aggressive as ever. 

Each of the two Intel-rivals 
had to fight in court for the right to 
use the term "MMX" - under the 
settlement, they may use the term 
in advertising, butthey're required 

to indicate that it belongs to Intel. 
Each of the companies has intro
duced its own Pentium MMX
compatible chips, making similar 
claims: these processors are 
cheaper and faster than their Intel 
counterparts. 

Both of the new chips have 
several common attributes. Each 
has a 64K level one cache and is 
socket 7-compatible; in some 

cases, upgrading from a 
Pentium-class chip may 
only require a BIOS 
change, instead of a 
new system board. 
(Still, it's always 
a good idea to 
contact the manu

facturer of your 
system board to make sure 

it'll support a new processor 
before upgrading.) 

AMD's K6 arrived in April, 
and was quickly embraced by PC 
producers. CyberMax, Techmedia, 
Digital Equipment and others 
announced AMD K6 versions of 
their PCs within a month after the 
chip's release. AMD has hailed its 
new chip as "the return of compe-

tition in Windows-compatible 
processors." Steep initial growth 
is expected, and AMD predicts it 
will ship hundreds of thousands of 
units in the second quarter of 1997, 
and millions by the end of the year. 
AMD's emphasis is on perfor
mance; according to the com
pany's tests, K6 processors out
perform any Intel chip at the same 
clock speed. 

AMD's fast move into the 
market is no coincidence. The 
Sunnyvale, California-based com
pany was determined not to repeat 
the delays it experienced in getting 
a 486-type processor to the market 

Cyrix had its own problems 
to overcome; that company's orig
inal line of Pentium-equivalent 
6x86 processors fell under criti
cism almost immediately. They 
required a higher voltage than the 
Pentium, which meant they were 
not only incompatible with several 
Pentium system boards, but also 
subject to heat-related problems. 
Cyrix quickly updated the line by 
releasing the 6x86L (the Lis for 
low voltage). 

To make matters worse, the 
instruction set in Cyrix's 6x86 line 
caused it to be recognized as a 
486 by most software, including 
Windows 95 and the majority of 

games that required a Pentium to 
run. While most of the affected 
games would issue a warning 

upon installation and run any
way, a few failed to install at all on 
Cyrix-based systems. 

Steve Tobak, Vice President 
of Corporate Marketing at Cyrix, is 
quick to say that the 6x86 MX line 
will not have the 6x86's problems. 

"We are committed thatthat 
issue will be resolved," Tobak 
says, adding that Cyrix has set up 
dedicated resources to work with 
Microsoft and game developers to 
prevent a repeat of the frustrations 
some 6x86 users experienced. 

Another recent development 
from Cyrix is the price-conscious 
MediaGX processor. This unique 
processor integrates the multime
dia functions found in sound and 
video cards, creating the ability to 
develop full-featured PCs for less 
than $1,000. Currently, 120MHz and 
133MHz versions are available. 
Tobak acknowledges that the per
formance of a MediaGX system -
at press time available in the 
Compaq Presario 2100, with other 
manufacturers expected to get on 
board - is not comparable to a 
souped-up powerhouse, but it's 
not intended to be. The chip's 
strength lies in its ability to provide 
multimedia computers at such a 
low price, he says. 

Intel once again has com
pany in the processor market, and 
this kind of competition is always 
good for the end user. Stay tuned. 

············ --------------------------------------
Microsoft Joins the Force 
■ Force feedback is 
taking the controller 
industry by storm, 
and Microsoft wants a 
piece of the action 

f 
orce feedback is shaping 
up to be the biggest inno
vation to hit game con
trollers since molded grips. 

Immersion has pushed the new 
technology's arrival into the 
home with its I-Force API, and 
CH introduced its Editors' Choice 
Award winning Force FX in the 
first quarter of this year. If you 
haven't experienced the differ-

PC 6RIIER Jolq 1997 

ence force feedback 
makes, find a demo at 
your local com
puter store. You 
will be a believer. 

Not to be left 
behind, 
Microsoft has 
announced the 
Sidewinder 
Force Feed
back Pro, a 
force feedback 
joystick based on 
its earlier line of three 

is slated to make full use of DirectX 
5.0's version of Directlnput 
Microsoft believes it has devel
oped a superior product in the 

dhack Fray 

vast corporate 
resources, you can 

see how Microsoft 
might make such an 

assumption. 
Comparing their 

joystick directly to the CH 
Force FX, the Sidewinder Force 
Feedback development team 
demonstrated what they felt was 
their stick's superiority to CH 
stick. The Sidewinder uses the 

same optical calibra
tion technique that the 
standard Sidewinder 
uses, so the stick stays 
calibrated. The new 

stick also uses more streamlined 
motors and circuitry and, to take 
some of the work off the proces
sor, provides more internal RAM 
and ROM for direct manipulation 
of force feedback effects. 

Dozens of titles that use the 
Directlnput force feedback API 
are expected to be in stores by 
year's end. Since DirectX 5 will 
also support the I-Force toolset, 
enabled games will (hopefully) 
work with any Windows 95 com
patible force feedback device on 
the market 
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Intergraph TD-25 
Company: Intergraph 

www.111gr.com 

Phone: (800) 763-0242 (TO ORDER) 

(800) 633-7248 (TECH SUPPORT) 

Prices: $2,873 (WITH MONITOR) 

$2,279 (WITHOUT MONITOR) 

ntegraph Computer Systems has been 
catering to the professional graphics 
market since 1969. Since that time, they 
have developed a fine reputation as 
manufacturers of high performance 
graphics workstations, as well as 
designers of software for engineering, 

information technology, and other professional 
markets. Now they're attempting to take on the 
consumer market as well, with a line of PCs 
touting "3D Power at a PC Price." 

The system we received for review is a 
good, general purpose desktop computer. This 
Windows 95 system is great for doing taxes, 
financial records, Internet surfing (with the 
inclusion of an optional modem), and other 
business and household related activities. But 
as a gaming PC, it packs more than enough 
power to satisfy . 

Cosmetically speaking, the first thing 
you'll notice on the TD-25 ATX's mid tower is 
its front-panel door. It obscures the few exter
nal drive bays: one of the two 5-inch bays is 
occupied by the CD-ROM drive, and the lone 3-
inch bay houses the floppy drive. While the 
plastic door has a lock on it, it's not really a 

PC &IIO • 1997 

----------------------••·········· Intergraph leaps into the gaming market 

with this powerful PC. which. despite a few 

rough edges. is definitely a contender. 

························--------------------
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useful security feature: it doesn't cover any
thing except the drives, and the power button is 
below it So the door only prevents the use of 
removable media. 

The box itself uses six thumbscrews, and 
so can be opened easily. Inside the box, every
thing is quite accessible. There are three three
inch internal bays, one of which holds the hard 
drive. The power and data 
cables partially obscure the ·• r■ 11111Hllll111111 • ~ 

- 11111111111111111 RAM slots, but not enough to > 1111111111111111 

be a problem. Interestingly, .,.,,on---, ' 
the power supply fan was out- ,• 
side of the PSU, mounted in 
the case between the power 
supply and the CPU. The pow
erful fan keeps both of the 

The power supply Ian is not on 
the rear of this PC. but ms1de, 
where 11 cools the CPU as well 

, - ,111,111111111111 

111111111111111II 

components cool, drawing air through the 
power supply and blowing right across the 
CPU's heat sink. 

The input devices included with this sys
tem are certainly unique. The NMB 
Multimedia Keyboard and the Microsoft 
lntelliMouse are nice conversation pieces. 
Sound comes through two little midrange 
speakers on either side of the keyboard, 
which also includes a built-in microphone and 
1/8 inch jacks for microphone in, and head
phones and subwoofer out. With audio gener
ated by an Ensoniq AudioPCI card, the little 
speakers sounded surprisingly good, and the 
keyboard includes an SRS 3D mode for sort
of-3D-like stereo enhancement. The audio 
controls are right there on the keyboard 
between the speakers, and include an on/off 
switch, volume control, mute button and a 
stereo/SRS toggle switch. 

There are two notable frustrations with 
the Multimedia keyboard. First, it's huge. Ifs 
way too bulky to fit in most keyboard trays and 
will take up a good chunk of desk real estate. 
Secondly, there's no balance control, and on 
this particular unit, the sound pulls to the left 
at low volumes. 

Unfortunately (to say the least), 
Intergraph does not offer any game controllers 
whatsoever, so if you don't have one, you'll 
have to buy one separately . 

The 17-inch monitor is a clear, snappy 
display, but the on-screen adjustment controls 
are completely non-intuitive, and the manual, 
so poorly written it offers little help. Every imag
inable adjustment is available, however, includ
ing all of the usual horizontal and vertical 
tweaks, geometry, degauss, and so on. 

The Intense 30-100 video card employs 



the renowned Rendition Verite 
chipset It dealt up beautiful, 
accelerated versions of Tomb 
Raider and VQuake, which, at 
680x400, averaged a fluid frame 
rate of 30.5 seconds. Hyper
blade, Rocket Jockey and a few 
more Windows 95 games per
formed to equal satisfaction, 
including the disappointing bun
dled demos of Monster Truck 
Madness and Hellbender. The 

The spacious interior of the 
TD-25 has plenty of room for 
fingers of all sizes. 

which scopes out CPU and 
DirectX performance, the 
system clocked in at a very 
respectable 96. An average 
score for similar systems is 
90. The TD-25 did not fare as 
exceptionally with SysMark 
95. This thorough benchmark 

measures the system's ability to handle day-to-
full version encoded on its CD; to unlock it, day applications by testing just about every 
users can purchase a code from id. Intergraph subsystem. The official SysMark95 test 
thoughtfully included the Quake Rendition reported a score of 166, which falls within an 
patch on their software bundle CD. acceptable range for this system. 

The system takes 49 seconds to boot up The time came to try the final game in the 
completely. The Windows 95 desktop is nicely bundle, lndyCar Racing II, Rendition acceler-
uncluttered and lacks weird GUI shells found ated. It was here that the downhill slide began. 
on some systems. Shutting down took five sec- Virtually no real-mode drivers were included 
onds. Rebooting required powering the with the system that we were given to test 
machine off and then back on due to its annoy- Since /CR2will not run in Win 95, MS-DDS 
ing lack of a reset button. , ~ mode drivers are required to 

What about performance? On H _.,,] _ access the CD-ROM, and 
the bootMark test itself, which mea- r • - · "' ,: - mouse. Furthermore, the 
sures the efficiency of data transfer r , ' Ensoniq AudipPCI requires_ 
across the system board compo- I• _ ,-= 11 j , what's called a legacy deVJce 
nents (CPU, cache, RAM, etc.), this ~ . . 0 driver to function in DDS mode, 
machine racked up a 56.6, which is =u J ~ unlike older audio cards that only needed set 
average for a P200 MMX. environment variables. 

Under the MOK PerfTestl.4, Alvin Brown, lntergraph's Marketing 

The handsome front panel of the 
TD-25 is enhanced visually, but not 
usefully, by a door 

Manager for PC Products, explained that the 
unit that we received for testing was pre
release, and therefore not configured the 
same as the systems Intergraph ships to 

HARD STUFF 

consumers. Those computers, he assured, 
would be set up to provide real mode support 
for all of the TD-25's devices through the 
Windows shut down/restart in MS-DDS mode 
procedure. "Everything should be as it would 
be if you were on a DDS machine," he says. 
He added that drivers for the sound card 
would also be provided on separate media as 
well as on the hard drive. "Production models 
will include the Ensoniq CD," he says. 

We were still able to test DDS mode 
video performance by installing hard-drive only 
games through Windows 95 and running them 
in DOS mode. Non-accelerated Quake ran the 
bootMark demo at 20.7 fps, which, at 640x480, 
is above average. Duke Nukem 30 kicked butt, 
clocking in at 32 fps at 640x480, and a smooth 
21 fps at 800x600. 

The Intergraph TD-25 is a nice system. As 
an overall work/home general purpose com
puter, it's actually quite good. The company has 
put forth a valiant first effort in catering to the 
gaming crowd; while it has its share of nags, the 
TD-25 makes Intergraph a company to watch. 

PC GRHER Julq 1997 
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PEACE TREATIES~ FAILED! 
DIPLOMACY. . FAILED! 
PASSIVE RESISTANCE. FAILED! 
LOVE-INS. FAILED! 
THE PEACE CORPS·. FAILED! 
UNITED NATIONS. FAILED! 
THAT GUY IN FRONT OF THE 
FOLK SONGS. FAILED! 

liEJ\T. MAYBE. 



NEOCORTEX 

HOW COULD WE HAVE BEEN SO WRONG FOR SO LONG? Talking about peace, 
singing about peace, protesting about peace-jrs all been ONE BIG FARCE!! We can't tel 
ourselves to be peaceful any rnot'8 than a COf'l1)Uter can tell itself to do a pirouette! Bad 
brains will be bad brains! But Dr. D.G. Bartha's CyberDiversion Theory says. if we allow 

. -.-.•. . .•. • them to be bad in a place where bad ain't so bad (i.e. on the HEAT™ internet gaming net· 
_,}~ ~;· : WOft(), it's actually good! We please our bad brains and no one gets hurt! HEAT I$ THE 

--~::' CIOllft.,D --~ _ FIRST STEP TOWARD GLOBAL HARMONY! 

-1£.,,---, }f ~--.. TH£ BOOT OF TH£ PROBLEM- A BAD BRAIN: 
"--~~{->-~ I ~ti' 11( IUlll'S IEPRIII CHUI 1BlS IS 11 llllllllt- lESllffl t1IEllfflla 
-:~~ yoil "~, I. llDIY SIIS. _, llT m: PUCl HI cm \DU 1IIS llll'llll lINIEla fll AH■5s• 
. . tlt~Jf_ • · IIS1Dl llT ff 1111ft ■ IUlJlt 11111( uut• CAN IIIIIIAlt • IESlll'f, Ill■-

f...1 . CAN•UIIP-/IIA1811111111/11! 

YEOPl-E Wll&,WAYS DOMINATE AW DESTROY EACH OJHEB! 
We see it on the six o'clock news every single night! HEAT is 

just a place where we can dominate and destroy each other with
out traumatizing innocent families or having to do hard time! 
In fact, at HEAT.NET YOU ARE ACTUALLY REWARDED 
WITH PRIZES FOR YOUR EFRCIENCY IN DOMINATING 
AND DESTROYING!! 

There are awn tournaments and ladders to 
~ the level of competition- the more~ dominate and 

destroy wi cyberspace, the more peaceful our reaity 
wl be! On HEAT, you can kl your ex-oosbafld, kl yo1.r boss, 

kil the leadefs of pesky tmd-WOl1d coootries- in cyberspace, 
nobody ever gets tut! WE MUST KILL IN A PLACE WITHOUT PAIN 
fHEAD. SO WE CAN LM; IN AP\.ACE WITHOUT PAIN fEARlHJ. 

llllJj i\i\fi&fflAff 
1IIS: AalES- IS IHll llllllD mPT IT m NJ IT 
1111 llE Ill 11111 IEAT IT llftS m 
11!1-•1•111 ... aa:: 

TANK. FAILED! 
PEACE !SAS EASYAS 1) Logging onto HEAT.NET (ITS FREE~. 2l 
~ upyootfavorie rd-playerCD-AOM ~ or HEAT excllsive, 
3).Releasslg yax ~ to slaugllerthe bad-brained wrmin on the 
dher end of the line! You1 feel better, they1 feel better, we1 al feel bettef

LOG ON NOW!! A LIFE $PENT ON HEAT IS A LIFE SAVED ON EARTH! 

THE ONLY WAY TO ACHIEVE WORLD PEACE IS TO PUT All CONFLICT ONTO 
THE NET AT HEAT.NET: To facililal8 Optinun DiYersion Release (OOR), or the rate at which 8Yi1 ~ 

wges a,e dspafsed from the brain, -'ve dweloped inlensNe HEAT-emJSNe 
games lb Scud"" and HEAT Wan':6- as well as special RIPX 1acMo1oav 1hat 
Blows lhe play of &most--, rnullt-player PC game. including Blocxftili' and Quake~ 

llC lllll lEATJE •· CO BIi iDT 11St. NIT IP 1'111 
fllllllt NII.Jl-PUJO CI-IIH 11111! IT'S TllJ EASII mp 

ACllm IIIAT NllUIIIS IF ITIOS Ult Flll.9 JI Aellffl: Scud Blood 

STOP REAL-LIFE VIOLENCE! 
COPY THIS FLYER AND SPREAD THE WORD!!! 

JI duff I Mli VUMI w111 

HEAT IS THE ANSWER/ 

r--~---~----~-------------~-
1 QllSl'd .. toQlwerie-

1 llllldng"" ----~ I GND ._ lnlaffllt,.. ._ 
f .---.SFlaaewldN 
10N01 · nna-.DIIIIIIID~IIIW10nln!,_. 

·-•cNldlln.• ~--------.u I anM80llolMQ,NQ....._ "'°--•--~--
L---------------------~------------J ft.EASIEQ.ll'NGS'Ol)101'HEC1kCU SSOW.JIIS11'M'e141,1,A 141"S~ -.nEll1 S.W.IOtlCA.CA .... 

Product Information Number 303 
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HARD STUFF 

STB Nitro 30 
Company: STB 

wwi,,v stb com 

Phone: 12141 234-8750 (To ORDERl 

18001 234-4334 (TECH SUPPORT) 

Prices: Sl 79 99 (4MB REVIEWED) 

····•• -----------

f 
or the Nitro 30, STB has chosen to go 
with the S3 ViRGE GX. The original S3 
ViRGE came under criticism because 
while accelerated games optimized for 

S3 looked better, in most cases, their frame 
rates were actually lower than the same 
game without acceleration! Thankfully, the 
same cannot be said for the new chip. STB 
coupled it with a solid, 64-bit 20 graphic 
engine for an acceptable, but not excep
tional, full video solution . 

The machine we used to test the Nitro 
was a Pentium 200 MMX with 32 MB of EDD 
ORAM. Installation was quick and painless: the 
card was up and running in a matter of min
utes. A video control interface called STB 

Vision 95 has the usual assortment of palette, 
resolution, and refresh rate controls. Maximum 
resolution is 1600x1200; with a 4MB card, 24-bit 
color is available all the way up to 1024x768, 
and 16-bit color is available at 1280x1024. 

In developing the bootMarks, the editors 
of boot chose to use the most impartial tests 
possible. Unfortunately, the Direct30 video 
card benchmark, the impartial TerraMark, 
would not run on this card. Neither would Shiny 
Entertainment's 030 PerfTest. In any case, 030 
games did run better than they did on the first 
generation ViRGE chips. Hyperblade, the accel
erated version that was unplayable on the last 
incarnation of the chipset, was only slightly 
choppy played on the STB Nitro 30. 

20 performance is fairly good. In Duke 
Nukem, The Nitro kicked out 38fps at 640x480, 
and 21fps cranked up to 800x600. The Quake 
bootMark ran at 16.3 fps at 640x480, which is 
slightly above average. 

The gaming bundle is awesome. Four full 

versions of excellent Activision 
games are included: Hyperblade, 

Spycraft, Mechwarrior 2: Mercenaries, 
and, get ready, Interstate '76. This alone 

almost makes the STB Nitro 30 worth pur
chasing, considering that you could spend 
neatly the same amount of money if you bought 
the four games separately. 

While the Nitro 30 is not an exceptional 
video card, it's not bad. Be aware that it will 
not run accelerated versions of celebrated 
games like Quake and Tomb Raider. And its 
price goes a long way toward a Rendition 
board or a 3Dfx add-on . If you really want 
top-of-the-line 30 performance, you should 
probably head in that direction. 

··········•• ----------------------------------------
ACT Labs Eaglemax 

Company: ACT Labs 
www act/ab com 

Phone: 16041 278-3650 

Prices: S59 95 

····•• --- - -------

~ 
t moves like a soft CH Fighterstick. It 
looks like a dance club version of a 
Microsoft Sidewinder 30. It has more 
buttons than either one. It's the 

Eaglemax, a general purpose joystick ' 
that combines elements of both with a 
few surprises of its own. 

Eaglemax's tension system 
strongly resembles the dual cylinder style 
of CH's controllers, and it sits in a wide, 
semicircular base reminiscent of the 
Sidewinder line. The molded, 
Logitech-like grip is intended 
to look something like an 

eagle, but it looks as much like an insect 
limb. There are buttons everywhere: eight of 
them hang out on the base below the handle, 
and an interesting 2-button rocker switch sits 
on the left. The molding and button place
ment makes this, like so many joysticks, a 
right-handed-only device. 

ACT Labs calls the Eaglemax "the 
HYPER Programmable 10-in-1 joystick." 
What this means is that, of its 14 buttons, 
ten of them can be programmed with up to 
ten consecutive keyboard commands. The 

other four standard joystick buttons 
can be programmed with single key 
equivalents. Programming is wonder
fully easy and can be done without a 
software interface; the joystick can 
remember four different macros 
independent of the computer. A 

switch puts the joystick into 
setup mode; from there, 

users just hold down 
a button and press 
the key or keys for it 
to replicate. This 
makes it possible to 
program the joystick 

on the fly, right in the 

middle of a game. More macros can be 
stored on the computer and transferred to 
and from the joystick through an included 
Windows based program. 

As admirable as it is, Eaglemax does 
inspire a few gripes, most of them physical. 
The squared edges of the trigger can 
become irritating during long sessions. 
Button 2 is too close to the hand grip, making 
it a thumb-strain to press. While the 
Eaglemax has both a hat switch and throttle 
control, they can't be used simultaneously 
without programming the hat switch. 

The Eaglemax·s dynamic programmabil
ity overshadows its negatives, however, mak
ing this a nice stick. 
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HARD STUFF 

lnterAct 30 Program Pad 
Company: lnterAct Multimedia Products 

www.mteract-acc.com 

Phone: (310) 732-6866 

Prices: $29.99 

····•• ----------

T 
he first thing you'll notice about the 30 
Program Pad is that it's made of clear 
plastic, allowing a view of the circuitry 
inside. It was a cute gimmick when, 

back in the late '80s, all kinds of household 
electronics like clocks and phones used the 
clear look to grab attention. But these days, 
the see-through casing too often marks a 
poor product in need of a sales boost. First 
impressions aren't always accurate, though. 
lnterAct's little controller becomes much 
more attractive when you pick it up. 

This baby is comfortable. So much so, in 
fact, that it may truly be the first gamepad to 
rival Microsoft's gamepad in the grippability 
category. Hold it for a minute and it feels like 
it was made for you, with its 4/8 way thumb 
control, six thumb buttons and four triggers all 

easily and ergonomi
cally accessible. 

In a four direc
tion, four button 

The clea r plastic case of this 
gamepad 1s as comfortable 
as 1t 1s cheesy looking 

gamepad, comfort would be enough. But 
this piece also boasts programmability 
if you can figure out how to do the pro
gramming. The 30PP is very programma-

ble, but the documentation that comes with it 
is a flimsy and unfriendly pamphlet. 

What the directions are trying to get 
across is that keyboard keystrokes can be 
mapped to any of its buttons and even the 
thumbpad, thanks to a keyboard pass-through 
adapter (it's a lot like Suncom's old program
mable pad, but more comfortable!. A bright 
red button in the center of the device puts the 
pad into program mode, where keys can be 
mapped directly to buttons. Special functions 
are not available through this method, which 
is why lnterAct includes a software interface. 
The interface isn't intuitive in any way, and 
again the instructions are pretty sketchy. 
Once you've figured out the interface, how
ever, multiple keystroke macros and rapid fire 
options become available, and it lets you save 
configurations to disk. 

Another mystery is its name: when asked 

why this device is called "3D", 
when it's not a 30 or even 3 axis 
controller, a representative informed 
me that it can be programmed for 30 
games. Of course. 

If you can get past the con
founding programming steps, the 
comfort of the "3D" Program Pad makes it 
worth consideration. Once you've got it set 
up and it's actually in your hands, helping you 
to land a six-move combo on a bleeding 
opponent, it's easy to forget the hassles. 

-------------------------------------- ············ 
Logitech ThunderPad Digital 
Company: Logitech 

www.logitech.com 

Phone: (510) 795-8500 

Prices: $29.99 

····•• ----------

I 
t would be impossible not to get excited 
about a new controller from Logitech. 
The company has a history of excellent 
input devices, from mice to 

trackballs to joysticks. Just 
last month, their excellent 
WingMan Extreme 
Digital received the 
coveted Editor's 
Choice Award, so our 
expectations were 
high as we checked 
out the first Logitech 
gamepad. 

Keeping positives 
before negatives, it is their 
first gamepad. It's easily programmed, using 
the Logitech Control Canter, the same excel-

lent interface that used by the Wingman 
Extreme Digital. It's under $30. 
lt...um ... well, it looks sort of like ... um ... 
the Batwing ... 

Okay, this is not a great controller. 
Rather than join the crowd of Playstation 
and N64 controller clones, Logitech 
went for a more unique, streamlined 

design. Unfortunately, the reason that other 
manufacturers are going for unoriginal, con
sole type designs is because they're comfort

able, which simply cannot 
be said for the 

ThunderPad Digital. 
There is 

nowhere to put 
your third and 
forth fingers, 
so they tend to 

curl up and, in 
tense game situations, dig 
into your palms. The thumb 
pad is poorly placed, caus
ing a normal sized thumb to 
kink unnaturally and ache 
after only a few minutes of 
play. Extended sessions 
become quite painful. Of 

the pad's six buttons, the left and right trig
gers sit nicely under the index fingers, but 
the four thumb buttons suffer the same 
placement problem as the thumb pad does, 
and they are too far apart for tricky, fighting 
game combinations. 

It's always a disappointment when a 
good company produces a bad product, but it 
would be completely impossible to recom
mend the ThunderPad Digital. While it's 
offered at a decent price, there are much 
better controllers in the same range. Most 
computer stores have a display in which sev
eral controllers are available to hold and feel; 
make sure the one you buy is comfortable. 
Leave this one on the shelf. 
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HARD STUFF 

All All-in-Wonder 
Company: ATI Technologies Inc. 

www.at1tech com 

Phone: (905) 882-2626 (TO ORDER ) 

Prices: S329 (M.S .R.P.) 

f you were one of the unfortunate souls 
who fell prey to the wave of sound/fax/ 
phone/network/bread-maker cards that 
washed up on computer store shelves 
(and eventually landfills) during the past 
couple of years, you're probably still 
stinging from the broken promises of 

"Slice, dice, and puree on demand! " - and 
rightly so. In theory, do-it-all devices are sup
posed to make our lives easier and free us from 
buying countless peripherals and components; 
in practice, though, few manufacturers actually 
go the extra mile to see that these devices 
work in a real-world environment Fortunately, 
ATl's All-in-Wonder is a horse of a different 
color, proving once and for all that putting 
attractive features onto one card can be a 
boon to everyone - when it's done right 

The All-in-Wonder comes packed with 
just about everything you would ever want in a 
video card, with features such as 20 and 30 
acceleration, video capture, video output (to TV 
or VCR), and an intelligent TV tuner for viewing 
your favorite shows on your PC. More impor
tantly, it all works straight out of the box with 
little fuss. Getting the All-in-Wonder up and 
running proved to be a painless experience, 
requiring nothing more than a quick installation 
of the drivers and software, a connection to a 

PCae llll! 117 

Packed to the brim with solid 

performance and attraetive features, 

this is a one-slot solution. 
........................ ___________________ _ 

video source !Composite or S-video), and a sin
gle line-in connection to the sound card. 

Using the integrated 20 and 30 Rage II+ 
chipset, the 20 performance of the All-in
Wonder is admirable, if not exceptional, han
dling standard Windows acceleration and 20 
gaming with solid numbers all around. The 
tested 4MB version (a 2MB version is also 
available) supports 16.7 
million colors at 
resolutions as 
high as 1280xl 024, 
with a top resolution 
of 1600xl 200 at lower 
color depths. On our 
200MHz MMX Pentium 
w/ 32MB RAM, Duke 
Nukem 3D pumped out an 
average 24 frames per second 
(fps) at BOOX600 resolution, and an aver
age 36fps at 640x480. Under the 
bootMarks un-accelerated Quake test, 
the All-in-Wonder managed to produce 
14.lfps at640x480, and a blazing 40.1 fps , 
at 320x200. 

In the 30 arena, ATl's Rage II+ 
chipset still lags behind Rendition's Verite or 
3Dfx's Voodoo chipsets, but it manages to 
squeeze out good performance in Direct30 
games like Hyperblade, Monster Truck 
Madness, and Terminal Velocitywithout break
ing a sweat Using the bootMark-approved 
TerraMark scores, which attempt to objectively 
measure Oirect30 performance, the All-in
Wonder scored respectable marks (see box). 

While the Rage II+ still lacks native sup
port for big-name games like Tomb Raider and 
Quake, it's worth noting that ATI has announced 
they've developed OpenGL drivers which might 
give users access to accelerated Quake with 
the Rage II+ chipsets. Unfortunately, these dri
vers were not available at press time. 

Of all the features packed onto this card, 
video playback performance proves to be the 
All-in-Wonder's strong suit, breezing through 
the VidTach bootMark with O percent dropped 
frames of 640X480 video, played full-screen at 
1024x768. The video trump-card is played to the 
hilt thanks to All's weU-designed ATI Player 
software, which integrates TV tuner controls, 
video capture, snapshot, and MPEG playback 
in one easy-to-use menu, where you'll be able 
to edit, capture, and watch movies and televi-

sion to your heart's content Rounding out the 
video powerhouse is the intelligent TV tuner 
software, which is easily the best implemented 
on the market, with features like thumbnail 
channel surfing, program scheduling, live
action zoom, context-sensitive closed caption
ing, and even the ability to set your favorite 
channel as your desktop wallpaper. 

But we suspect most gamers 
will find the television output the 

most intriguing. With its built-in S
video and composite outputs, the 
All-in-Wonder can display reso
lutions up to 800x600 at 16.7 
million colors on your televi

sion. If you've got a big-screen TV 
with the appropriate input connectors, 
prepare to be hooked. 

Television output was tested on a 
Panasonic 31" Superflat television, and 
hook-up was a breeze. It may take a 
fair amount of fiddling with both the All
in-Wonder's control software and your 
television's contrast, brightness, and 
sharpness controls, once you've dialed 
in the settings you're happy with, play

ing games like MOK. Tomb Raider, or Quake on 
a big-screen TV proves to be shameful 
amounts of fun. Of course, if you use your com
puter for more than games, we recommend 
you don't throw out your monitor just yet; text
heavy documents and web pages can be diffi
cult to read or view on a standard TV. 

Throughout our tests and in day-to-day 
operation, the All-in-Wonder proved to be a 
performer that does exactly what it's supposed 
to, with as little fuss as possible. And whether 
you intend to use the All-in-Wonder for gaming, 
television output, or video capture, you'll proba
bly end up impressed with features you never 
knew you needed (or wanted) until now. 



HARD STUFF 

Diamond Monster 3D 
Company: Diamond Multimedia 

www.diamondmm.com 

Phone: (800) 468-5846 (TO OROER) 

The name definitely fits; this 

is one of the most impres

sive 3D accelerators we've tested. 
Prices: $199.95 (ESTIMATEO RETAIL PRICE) ························------------------

s the company responsible for the 
disappointing Edge 30, Diamond 
definitely had something to prove 
with its subsequent 30 accelerator 
cards. The Stealth 30 line, based on 
various incarnations of S3's ViRGE 
chipset, have provided good bang 

for the budget-minded gamer's buck, but it's 
Diamond's latest 30 board that proves the video 
card giant is really serious about providing 
hard-core gamers with powerful acceleration. 

The Diamond Monster 30 is based on 
3Dfx's Voodoo chipset. so it comes with a cou
ple of mild caveats: The first is that it doesn't 
have built-in 20 graphics, so you'll need a 
standard SVGA card to provide those. On the 
other hand, if you can actually see text and 
graphics on your PC when you run Windows, 
you've already got a 20 video card. And the 
fact that the Monster doesn't provide its own 
20 just means you don't have to trash that 
super-fast 128-bit Windows accelerator you 
just spent $250 on. 

The second slight drawback: because 
the 3Dfx's acceleration isn't integrated with 
built-in 20, the Monster doesn't do windows. 
But that doesn't mean it doesn't work under 
Windows 95; it simply means you won't be able 
to play Monster-accelerated games in a win
dow on your desktop. Instead, they'll always 
default to full-screen mode - but isn't that the 
best way to play games? Is anyone out there 
really interested in working on an Excel 
spreadsheet while playing a game of Quake? 

Installing the Monster 30 is a little more 
involved than swapping your old video card for 
a new one. You'll need to plug the Monster into 
a free PCI slot (if you don't have a free slot, 
you've run into the only serious problem you're 
likely to encounterl. Once that's done, you use 
a short video pass-through cable (included, of 
course) to connect your 20 card's output to the 

went in without a hitch, adding a nifty Monster 
30 control panel and a driver information win
dow to the Windows 95 Display Properties 
menu. From the control panel, you 
can test the Monster at various 
graphic resolutions and refresh 
rates, set the brightness of 
the 30 accelerated graph-
ics, and even adjust 
red, green, and blue 
tints for color cor
rection. A 
check-box 
lets you 
apply any 
changes you make to 
DOS sessions as well as 
Windows, saving you from 
editing the arcane variables in 
your AUTO EXEC.BAT file. 

The Monster's Voodoo chipset 
is as full-featured as any 30 hardware 
you'll find for home use, supporting bilin
ear filtering; anti-aliasing; Gouraud shad
ing; MIP mapping (which eliminates that 
annoying "sparkling" effect you some
times see on texture-mapped graphics I; 
perspective correction; texture modulation 
(for smoother lighting effects); per-pixel 
alpha blending (more realistic fog effectsl; 
and texture compositing. The Monster has 4MB 
of EDO RAM; half is for the frame buffer, and the 
rest is dedicated to texture memory. 

In performance terms, this board really is 
a Monster. Running GLQuake - a 30 acceler
ated version of Quake that's compatible with 
3Dfx boards - on our reference 200MHz MMX 
machine, it scored a very respectable 31.9 
frames per second at 640x480 resolution. (The 
bootMark timedemo test devised by our sister 
magazine, boot runs through a predefined 
demo of the game, then returns an average 
frame-rate count to indicate how rapidly the 
graphics are updated. Higher frame rates mean 
smoother animation.I 

Monster's input at the 
back of your PC. 
Connect your monitor 
to the Monster's out
put, and you're ready 
to install the software. 

TerraMark Results 
More subjective tests provided 

similarly impressive results; GLDuake 
looks absolutely fantastic running in 
the Monster 30 - almost like a new 
game - and it feels more responsive 
than Quake has ever felt. Will that give 
you an advantage in multi-play? Maybe 
not. but it couldn't hurt. 

On ourtest 
machine, the software 

LEVEL 1: 
LEVEL 2: 
LEVEL 3: 

TOTAL: 

Oddly, GLQuake is just about the only 30 
accelerated game that isn't included in the 
Monster 3D's generous software bundle. Full, 
accelerated versions of Descent II, Whiplash, 
VR Soccer, HyperBlade, and the ubiquitous 
Mech Warrior 2 are included, plus accelerated 
demos of Scorched Planet Tomb Raider, 

Hellbender, and Monster Truck Madness. 
The software package is fleshed out by a 

handful of graphic demos that show 
off the Monster's capabilities to 

beautiful effect 
A typo on some 

boxes indicates there's 
a full version of 

EF2000 inside, but 
it's actually 

just a demo. 
Still, it's more 

than enough to 
whet your appetite 

for the "Graphics 
Plus" upgrade to 

EF200(J, with 30 accelera
tion, it reclaims the throne 

as the prettiest air combat sim 
we've seen. The accelerated 

versions of Descent II and Tomb 
Raider are also gorgeous - you 
really have to see them in motion to 

appreciate them - and even the least 
impressive games in the package look much 
better than their unaccelerated counterparts. 

As the big bundle of games indicates, 
support for 3Dfx-based accelerators like the 
Monster 30 is pretty high; along with 
Rendition's Verite, the 3Dfx Voodoo seems to 
be the standard to beat in terms of software 
support. If you're looking for serious power and 
compatibility in 30 acceleration, the Monster 
30 is an excellent choice. 
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HARD STUFF 

USR Sportster 56K 
Company: U.S. Robotics 

www.usr.com 

Phone: (888) 877-9896 (TO ORDER) 

Prices: S21 9 (Estimated Retail Price) 

et's get this out of the way at the 
top: The U.S. Robotics Sportster 56K 
Faxmodem is one of the most 
deceptively named PC peripherals 
we've ever seen. Everything about 
this modem's marketing - its name, 
the name of the "x2" technology 

it uses, even the advertising -
seems designed to make 
potential buyers think 
they'll be getting a 
modem 
that's twice 

fast as 
today's most 
common, 
28.BKbps modems. 
And as much as we'd 
like to believe the hype, 
we've found it's far from true. 

You've probably seen ads for 
the 56K Faxmodem. They don't beat 
around the bush: In the time it takes your 
28.BKbps modem to download this page, they 
say, our modem could download it twice. 
That might be true - if there was something 
wrong with your 28.BK modem. There are a 
handful of reasons the 56K Faxmodem and 
others that use x2 technology are not nearly 
twice as fast a 28.BKbps modem: 

1t The x2 technology only applies to 
the modem's "front channel" - the one 
used for downloading data. When uploading 
in x2 mode, the modem transfers data at 
only 28.BKbps. 

2t The 56K's speed is very much 
dependent on line quality. While the modem 
is "56Kbps capable," you'd need a perfect 
connection to attain that speed. USA says 
your average speed will actually run in 
the mid-40K to low-SOK range. On a long
distance call to USR's own x2 Internet line, 
the highest speed we saw was 44000bps; 
using a local Internet provider that supports 
x2 technology, our top speed was 45333bps 
(and ran as low as 42666bps). That's a little 
bit more than 1.5 times the speed of a 28.BK 
modem, but it's not twice as fast- no mat
ter who's doing the math. 

PClllll-1997 

----------------------••·· ·· ··· ·· · This is a fast modem, for sure, but don't 

believe every ad you read - no way is it 

twice as fast as your 28.SKbps modem. 
........................ ___________________ _ 

3t As U.S. Robotics explains on the 
box, current FCC regulations restrict the 
power output of service providers' modems, 
which limits download speeds to 53Kbps. So 
even if you've got the world's cleanest phone 
lines, you won't connect at 56Kbps - until 
and unless the FCC regs change. 

Having said all that, this is still a U.S. 
Robotics modem. It's well made, it's 

reliable, and it's very easy to 
install and configure. The 

external 56K we 
reviewed even 

coexisted 

with an internal 28.BK Hayes 
Accura in the test machine without a hitch. 

And it does handle downloads faster 
than your current modem, assuming your 
Internet provider supports x2 technology. 
That's another sticky issue; USR's x2 isn't the 
only 56K technology out there. Rockwell has 
a competing technology, called K56flex, and 
many Internet Service Providers are taking a 
wait-and-see approach; they'll most likely 
hold out until a 56K standard is announced 
and adopted by most modem makers. This is 
nothing new; just about every improvement in 
modem technology has started with compet
ing manufacturers pushing slightly different 
technologies. A 28.BK standard was eventu
ally settled on, and the same will no doubt 
happen for 56K. Both USA and Rockwell say 

their modems will be capable of working with 
whatever standard comes out on top . 

Whether or not the 56K Faxmodem is 
for you depends on how you use your 
modem. If you generally only use the Internet 
to send and receive E-mail, your 28.BK 
modem is plenty fast. If you do a lot of World 
Wide Web-surfing, the 56K can be a boon; 
sending a web site's address to your 
provider's computer takes very little band
width, so the 28.BKbps upload limit isn't a 
handicap, and once the web site is down
loading, the x2 technology kicks in. If you find 
yourself regularly uploading large files, how
ever, the 56K isn't going to speed up your 
Internet sessions much, if at all. 

As for Internet gaming - well, a little 
more speed is never a bad thing. But 

the x2 technology doesn't come 
into play when you're 

directly dialing up a 
friend, even if he's got 
another x2 modem -

the technology just 
doesn't work that way. 
If all of your multi-player 

gaming is modem-to
modem, there's no advantage 

to be had. 
So this isn't a blanket recommenda

tion of the 56K Faxmodem - but it's not 
exactly a warning to avoid it, either. Ignore 
the deceiving hype - it's just more of the 
monkey business those marketing people get 
up to after the engineers are finished. Find 
out ifthere's an Internet service in your area 
that supports x2 technology and decide for 
yourself whether or not a 50 percent boost in 
download speed - give or take - is worth 
the cost of admission. 

~ GAMER FINAL VERDICT 
HIGHS: Reliable. ea sy to install ; downloads are 

about 50 percent fa ste r than with a 28 8Khps 
modem 

LOWS: Contrary to the hype. the 56K is hy no 
means twi ce as last as a 28 8K modem; your 
Internet provider may not support x2 technology 

BOTTOM LINE: II you can look past th e mar
keting voodoo. you·11 see a well -made modem 
th at downloads data a linle fa ster than your 28.BK 





• Combat Only 

Download your free demo and custom Lords II theme pack from our Web site at 
http://www.sierra.com/games/lords2. Order your copy today by calling (800) 757-7707. Impressions 



Declare all-out war with the Lords of 
the Realm 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 cl.ash swords in the open 
fie ld 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™ 
S I E RR A ~ Product Information Number 314 

Seige upon 10 new 
Castle Designs. 

Repel invader 
with new Burning 
Pitch. 

C la h on 20 new 
Battlefields. 

LORDS II is a 

© 1997 Sierra On-Line, lnc. ® and/or TM designate trademarks of, or licensed to Sierra On- Line, Inc. All rights reserved . Runs on Windows 95. 
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HARD STUFF 

You cry out for assistance and 
the fearless Hard Stuff leaps 
into action! Go ahead, ask us 
a question! We dare you ... . . . . . . . . . ------------------------------

In the Tech Q&A colwnn in the May 
issue, you were asked how to dual 
boot with DOS and Win95. The 

answer given was to go out and buy System 
Commander. Before you go out and spend 
your hard earned money you might want to 
know a cheaper way to do this. Trust me, it is 
a lot easier than it might look. 

The msdos.sys file in Windows 95 han
dles your boot configuration. If you add two 
little lines to it, a boot menu will pop up every 
time you boot the computer. Note, this will 
only work on systems that still have the DOS 
directory, mainly Windows 95 upgrades. 
(Editor's note: Later in his letter, the writer 
made a recommendation that should be noted 
here: Make a backup copy of your msdos.sys 
file before you do this. It's an important sys
tem file and, if you make a mistake, your sys
tem may not boot.) 

I. Go to a Windows 95 DOS prompt. 
2. Type cd\ and hit enter to change to the root 

directory. 
3. Type attrib -h -r -s msdos.sys and hit enter. 

This will change msdos.sys from being hid
den, read only, and a system file. 

4. Type edit msdos.sys to open the DOS editor. 
5. Under the [options] section, add the lines: 

BootMulti=l 

BootMenu=I 
Each must be on a separate line. 

6. Save the changes and close the text editor. 
7. At the DOS prompt, type attrib +h +r +s to 

put back the original attributes. 

And that's it. You're done. Again, this 
will only work if the DOS directory is residing 
on your hard drive. If you deleted it, or never 
had it, it will not work. You'll end up at a C:\ 
prompt with next to no functionality. Reboot 
and select "Normal" to get back to Windows 
95, and remove your editing from msdos.sys 

-Matrix, via the Internet 

A 
Thanks for the money saver, Matrix. 
You also noted that by adding only 
the BootMulti= 1 line, users will see a 

new option to boot to a previous vers ion of 
DOS in the boot menu, which is accessed 
during bootup by pressing FB when the words 
Starting Windows 95 are displayed. In some 
cases, it is also possible to bypass the menu 
altogether and boot into a previous DOS by 
pressing F4 at that time. 

To make life easier, there is a way to 
edit the msdos.sys file without having to 
resort to DOS. Simply open Windows 
Explorer, pull down the View menu and click 
Options. In the dialog box, click Show All Files 

j Take care to lie accurate when editing a sysllm file such II msdouys, and make a lleckup before you start · ........................................................................................................................................................................ . 
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and click OK. Now, if you navigate to the root 
directory of you r C drive, you should see 
msdos.sys somewhere in there. Right click on 
it, choose Properties from the context menu, 
and from there you can make it possible to 
edit by clearing the Read Only check box. 
(You don't have to alter any other attributes). 

From there, you'll be able to edit the file 
with any text editor, such as the ever popular 
and reliable Notepad. 

Matrix also noted that it would be a 
good idea to create a startup disk (through 
Control Panel's Add/Remove Programs). If 
something should go awry, use it to boot your 
system and restore your backup of the unal
tered msdos.sys file . 

I normally use Paint Shop Pro as my 
graphics program, but then one of 
the game demos I got needed to 

install Quicktime to run. I installed both the 
demo and Quicktime, and now have deleted 
the game. Quicktime changed all my .JPGs 
into Quicktime files. When I open a file under 
Quicktime, the resolution is nasty! Now that 
I've uninstalled Quicktime, the pictures still 
want it to run. How can I make Paint Shop 
Pro the default viewer again, so that it will 
launch no matter what picture file I open? 

-Ben Brown, via the Internet 

A Thanks for the letter, Ben. We love 
questions like this because they give 
us an excuse to create a bulleted 

list. You can restore Paint Shop Pro as your 
crisp, clear JPEG image viewer through 
Windows Explorer. Just follow these steps: 

• Open Windows Explorer. 
• Pull down the View menu and choose 

Options. 
• Select the File Types tab. 
• Scroll through the dialog box until you get 

to JPEG image, and highlight it At the bot
tom of the dialog box, you will see file 
extensions that the OS associates with 
JPEG images, and the application it will 
use to open them. 

• Click Edit A new dialog box pops up with 
more information about how Windows 95 
handles JPEG files. 

• In the Actions box. highlight Open. 
• Beneath the Action box, click Edit This 

brings up a box with a bunch of text 
boxes in it The one we're concerned with is 
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l You can allter the default application used to display JPEGS, or any other type of file, through 

\.Windows. Explorer . ........................................................................................................................... .. 

labeled Application used to perform action. 
• You'll need to change that path, which cur

rently leads to your phantom Quicktime, to 
point to the Paint Shop Pro executable file. 
Use the Browse button next to the box to 
navigate to the directory you installed Paint 
Shop Pro in, and choose the .exe for the 
main program (most likely called psp.exe). 

You can use this method to alter the 
default applications of any file type; for 
example, you can make a different word 
processor the default viewer for text files. If 
you're not sure about a particular file type, 
don't alter its properties; changing some of 
the defaults can produce undesirable results. 

I installed a newwavetable upgrade 
card in my computer. I had the data 
cables all off because they were in the 

way. I put everything back on, and now, almost 
everything works, but Windows 95 doesn't see 
my6XCD-ROMdriveanymore.Notonlythat, 
but the drive has stopped responding to the 
eject buttolL No matter what I do, it won't 
open! I want to upgrade to a 16X drive anyway, 
but my TombRaiderCDisstuckin the old 
drive. I don't know how to get it out and I lost 
the manual a long time ago. Help! 

-Ray Hieb, LRramie, WY 

A 
Don't throw that drive away yet, Ray. 
First, open the box back up and check 
the cable to the CD-ROM drive. Since 

you've already had the case open, we'll assume 
you know about the dangers of electrostatic dis
charge. You do right? No? Well, to avoid blowing 
any components with static electricity, try to 
avoid touching any of the circuit boards in the 
computer. Once you get the cover off, plant your 
feet and touch the outside of the power supply, 
or part of the metal chassis. This will ground you 
and remove any static that's built up in your 
body. tt you move your feet, repeat the process. 

First, make sure that the device the CD-

ROM drive is connnected to is seated properly 
and not conflicting with any other devices in 
the computer. If it's connected to an IDE port 
on the system board, be sure that it's enabled. 
For most PCI boards, this is done in the CMOS 
setup program. 

Now, be sure that a power cable is con
nected to the drive. If it is, check the data con
nection. look at the ribbon cable running from 
the drive to the controller board or system 
board. You'll notice that one side of the cable is 
labeled with a pink stripe running its entire 
length. Each connector that the cable meets, 
be it on the CD-ROM drive, a hard drive, or the 
system board, should have one corner labeled 
with an arrow, a little number "1" or some simi
lar marking. The pins in the connector are actu
ally numbered, and the marking will indicate 
pin number one. The other end of the connec
tor may be labeled with a 40, or even a 39 and 
40 near each other. The pink stripe on the rib
bon cable must correspond with pin one every
where the cable is connected to a drive or 
board. Connecting the cable backward can 
result in the symptoms you describe. 

That's not it either? If all else fails, most 
CD-ROM drives have a built in emergency 
eject release in case of device failure. Usually, 
it's accessed through a tiny hole on the front of 
the drive. With the power off, insert a straight
ened paper clip or some other tiny metal 
implement into the hole and the tray should 
release. Some drives without an emergency 
release have a gap between the tray and the 
bezel where a screwdriver can be inserted to 
gently pry the drive open. 

HARD STUFF 

PC &RHEB Julq 1997 

-I 
m 
(') 

I 

• 
-I 
m 
(') 

I 

• 
-I 
m 
(') 

I 

• 
-I 
m 
() 

I 

• 
-I 
m 
() 

I 

• 
-I 
m 
(') 

I 





State-of-the-art di . . 
see the emot10 g1ta1 animation lets 
Wat h ns Of the Pe I JOU 

c someone sm·i ope Jou talk to 
grow ang,y at rour i~= at ~our compliment ;r 
Will have significant ults. Your decisions 

otions of moral implications. 

, China attacks Alaska over 
drops of oil in the world. 
· orce, but it will be ten years 

• In a desperate maneuver, 
ighboring countries in 

· ng resources. The 
ed by late 2076. 

military 
2077. 



EXTENDED PLAV 
ADD-ONS• SCENARIO DISKS• UPGRADES• BUG PATCHES 

either 
Westwood 
nor Blizzard 
have proven 
themselves 
consistently 
adept at 
turning out 
superior 
add-on discs 
for their 
best-selling 
games. 
They've been 
good, but 
not great
and West
wood's first 
C&C:Red 
Alert disc 
follows suit. 

Red Alert: Counterstrike 
offers eight new missions 
eaGh for tbe Allies and 
Soviets. While it's pleasant 
that au these new missions 
can be chosen in any order 
from a mission selection 
menu, it also means 
Westwood didn't have to 
bother creating new cut
scenes or linking the mis
sions with any dramatic 
thrust. They're tough mis
sions, granted, but how 
about giving us a few more 
and maybe putting a little 
more effort into them? SSI's 
add-on discs regularly pack 
three dozen missions in; 
there are little more than a 
dozen here. 

Okay, but we also get 
some great new units, right? 
Well ... sorta. There are 
Wonder Dogs, Super 
Soldiers, Nuclear Subs, and 
Tesla Tanks. But nuke subs 
are just subs with a nuclear 
attack, and Tesla Tanks look 
suspiciously like Mobile Gap 
Generators that fire a light 
Tesla burst. There are few 
new unit graphics to be seen. 
This is all fine, but it's not 
much more than that. 

Yeah, but you get 100-
plus new multi-player maps: 
that's pretty good, right? 
Well ... sorta. First, you can log 
onto your Internet account 
and download Red Alert maps 
by the truckload, and the 
game's built-in editor means 
you can always create more of 
your own. Second - and most 
egregious of all - none of the 
new units are available in 
multi-player. Hacks are avail-
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Counterstruck 
................ ______________ _ 

able to bring them into multi
play, but why not include them 
in the initial package? 

Some other tidbits give 
added value: the latest ver
sion of Red Alert; a Windows 
95 theme pack with wallpa
per, sounds, and the like; 
some rather strange "special 

missions" involving giant 
ants (accessed by holding 
the shift key and clicking on 
the right-hand speaker in the 
main menu); and a few new 
music tracks. It's not a bad 
package, it's just rather 
desultory. A little more meat 
would be appreciated. 

Westwood has acknowl
edged some of these prob
lems, and by now a patch 
should be available that will 
free all units for multi-play, 
unlock the new maps for use 
by people who don't have 
Counterstrike, and perform a 
few other fixes. 

Westwood has also 
created a new version of 
the original Command & 
Conquer in a gold box. 
This is intended mainly as a 
Win 95-native port, with 
integral Internet play and 
enhanced SVGA graphics 
(bringing it up to the level of 
Red Alert). It's a nice pack
age, but again, this a missed 

opportunity to 
throw in more 
maps, more sce
narios, and more 
utilities. Where's 
the editor? 
Where are the 
missions from the 
Covert Ops add
on? Why create 
an enhanced port 
of an old game 
and not give 

some added value for the 
loyal fans? 

Since many gamers 
(myself included) feel C&C 
plays better than Red Alert, 
it's good to have a new ver
sion with better visuals and 
solid Internet play, but it 
could have been more. 

More Quake 

The first Quake mission pack, 
Sword of Armagon, was the 
work of Hipnotic, but #2 
comes from Rogue, and while 
it has more goodies, its level 
design isn't as consistently 
sharp. Dissolution of Eternity, 
published by Activision, has 
new single- and multi-player 
levels, weapons, and mon
sters, and is pretty satisfacto
ry all the way around. There 
are two new solo episodes: 
Hell's Fortress (seven levels) 
and The Corridors of Time 
(eight levels). Level design is 
generally good, with lots of 
tight corridors, blind spots, 
and plenty of water. Also 
included is the latest version 
of "Capture the Flag" for 
multi-player action, with nor
mal CTF, one flag/two teams, 
and two flags/three teams. 
There's a new Deathmatch 
level as well. CTF mode fea
tures the grappling hook 
option that has appeared as a 
hack on the 'net. 

For new weapons, we 
have lava nails, multi
grenades (a regular grenade 
that splits into five on 
impact), multi-rockets (a reg
ular rocket that splits into 
four), and plasma cells (a 
beefed up thunderbolt). All of 
this stuff has been seen 
before in hacks, but it's a lit
tle more refined here. New 
power-ups include an anti
gravity belt and a new kind 
of power shield. Eight new 
baddies and a new boss 
also inhabit the levels: the 
phantom swordsman (a 
disembodied sword); electric 
eels; knight statues that come 
to life; hell spawn; ogres 
equipped with the new multi
grenades; the nasty, nasty 
wraith; the mysterious 
guardians; overlords; and the 
new endgame boss. It's a 
good mix of new enemies 
and new versions of old 
favorites, and they all look 
pretty sharp. 

Where Sword of 
Armagon had consistently 
intriguing levels, Dissolution 
is only occasionally interest
ing, with some new visual 
motifs provided by Greek 
columns and Egyptian tem
ples. The levels are good, but 
Armagon's were better. 



• Silent Hunter Mission 
Pack #2 is ready and includes 
two new patrol zones (Hong 
Kong and Vietnam) and 15 
new scenarios. The big treat 
here, however, is a terrific 
scenario editor that opens the 
entire shipping database and 
map info to scenario builders. 
You can create any encounter 
with any ships, crew levels, 
and weather and sea states, 
also setting routes and mis
sions (including recon and 
rescue). This is a big treat for 
SH fans, and I hope to see 
some more historical mis
sions online soon. 

• The Age of Rifles 
Campaign Disk includes 30 
scenarios and three full 
campaigns, with some odd 
and unusual treats for fans of 
this outstanding game. The 
campaigns are The Sepoy 
Rebellion (seven battles, 
British Colonial forces versus 
Indians), War of Italian 
Unification (four battles), and 
Hood's 1864 offensive 
(Atlanta, Columbia, Spring 
Hill, Franklin, Nash ville, 
Bowling Green). The mix of 
new and Internet scenarios 

includes Little Big 
Horn, Cedar Mountain, 
Front Royal, and many 
other American and 
European battles. 

• Alert reader 
Sebastien Patenaude 
("The Quebec Dragon") 
pointed me to two 
excellent Heroes of 
Might & Magic II sites 
that offer maps, strate
gies, walk-throughs, 
and other useful stuff. 
They're Phil McCrum's 
Heroes of Might & 
Magic II at www.wenet.net/
pmccrum/Heroeslindex.htm 
and The HOMMII Bible at 
www.spyglass.com/-ddubois/ 
HOMM2.html. Thanks, 
Sebastien! 

• Mario Kroll runs an 
valuable resource for strategy 
gamers called The Wargamer 
(www. wargamer.comlindex.c 
gi), with lots of solid info and 
a searchable archive of sce
narios for Age of Rifles, Steel 
Panthers, and more. The same 
goes for Mario as for all these 
gamer sites: they're expensive 
to run, and they're usually 
done out of love. If you use 
the site a couple of times to 
download a file or chat, send 

them a few bucks 
to keep things run-

ning. It's the way to ensure 
these resources stay available 
to fans. 

• A TF Gold is a pretty 
solid Internet-enabled version 
of Jane's Combat Sim
ulations' Advanced Tactical 
Fighters, with an excellent 
interface for hooking up in 
four-player TCP/IP mode. The 
NA TO Fighters disc, with 
four new planes and 40 new 
missions, is also included, 
for a grand total of 11 planes 
and 120 missions. That's 
pretty much it, however: 
no other new planes, cam
paigns, or graphics have 
been added; if you have the 
rest, don't bother. 

• Longbow Gold also hit 
this month, and it does not 

EXTENDED PLA V 

include the head-to-head play 
that some anticipated: H2H 
will have to wait for Longbow 
2. What LB Gold does offer is 
a clean-running, Win 95-
native version and the out
standing Flash Point Korea 
expansion pack. The tutorial 
section has also been some
what revamped, and the new 
mission count is a whopping 
400, but this is more a pack
age for someone who doesn 't 
have the original and the 
add-on, or who is desperate 
for a version that'll run under 
Win 95. 

• The Mech Warrior 2 
Battlepack packages Mech 2, 
Ghost Bear's Legacy, and 
NetMech in one Win 95 
bundle, complete with 
Brady's Mech 2 strategy 
guide. This is the enhanced, 
3D-accelerated version, and 
it's a great deal if you some
how managed to miss this the 
first time or in one of its 
countless hardware bundles. 

• Alone in the Dark: The 
Trilogy bundles all three 
games in a single box. No 
significant changes have 
been made, but it's nice to 
have these classics all togeth
er and available again. 
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cs, text, and easily-forged 
links to other Web pages. 

With Creative Writer II, 
kids can produce some 
impressive writing projects. 
They can see different ways to 
use language and different 
ways to manipulate images to 
get a message across. Like 
many other creativity tools, 
this package is a better educa
tional choice than most con
tent-based programs. Creative 
Writer II is open-ended; it is 
driven by the child-creator, 
not by the programmer
teacher; and it nourishes the 
brain as it grows, rather than 
stuffing the brain until it 
explodes. These are excellent 
qualities, to be cherished and 
encouraged. 

However, Creative 
Writer II is clumsy. For all the 
wonderful projects kids can 
design, the program itself 
hasn't been designed so won
derfuJJy. There are cryptic 
icons that ought to be labeled 
with text. There are two dif
ferent kinds of text, indistin
guishable by sight, but finicky 
about the ways they are 
manipulated. In addition, 
remember that party invita
tion with the shark? When 
you replace one graphic with 
another, you must re-size and 
reformat the new image so it 
fits the old space. A truly 
user-friendly program would 
remember the size of the 
original graphic and fit the 
new graphic accordingly. 
Finally, the Web page builder 
offers stiff, restrictive tools, 
and my type-style choices 
didn't translate well to 
Netscape Navigator. (A 
spokesperson for Microsoft 
said type styles do translate 

to Microsoft's 
Internet 
Explorer, 
though.) 

With 
these design 
flaws in 
mind, how do 
you decide if 
the program 
is right for 
your family? 
It depends on 
how flexible 
your kids are, 
and how 
badly they 
want to cre
ate the publi
cations that 
Microsoft's 

~ IJ ■ . ~ ~ D 
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With Creative Writer II, luds can whip up all l<inds of 
publications and graphic pro1ects, such as babysitting 
business cards 

program offers. There are other programs that offer 
great writing and graphics 
tools and better interfaces -
check out Broderbund's 
Amazing Writing Machine, 
for example. On the other 
hand, they don't offer tools 
for building Web pages, nor 
do they feature the wide vari
ety of canned examples kids 
can tweak and twist into their 
own masterpieces. 

So, for a kid who wants 
to make the slickest party 
invitation, the first Web page, 
or the sharpest newsletter on 
the block, grab a copy of 
Creative Writer II. For a kid 
who takes pleasure in the 
process of writing and illus
trating, get a more artfulJy 
designed tool. 

Curious 
George Early 
Learning 
Adventure 
It's been a few years since I 
watched a preschooler use a 
computer for the first time. 
My second child had shown 
little interest in manipulating 
the mouse and interacting 
with the visual effects on the 
screen - until Curious 
George came into the house. 

My little one isn't a 
major Curious George fan. 
He's much more starry-eyed 
about basketball players, 
especially those wearing 
Carolina blue. However, hav
ing George on our desktop 
seems to have captured his 
heart, so our little jock has 
begun mousing around. 



Houghton Mifflin 
Interactive has combined the 
inquisitive little monkey with 
a handful of games that most 
preschoolers can play with 
success. From digital jigsaw 
puzzles to arcade-style space 
zappers, the program offers 
entertainment at many 
speeds, for many learning 
styles. Some activities are 
more educational than oth
ers; for example, the Pie 
Fight challenges kids to 
choose items, such as letters 
or animals, that don't belong. 
For a correct answer, kids 
launch a pie at a clown, and 
sometimes another clown 
cleans up the mess with a 
squirt of seltzer water. For an 
incorrect answer, a clown 
hurls a pie at the kid and the 
banana cream drips down 
the screen. Another educa
tional activity asks children to 
complete the lines of a song. 
This Jingles Jukebox teaches 
children to rhyme and to 
associate concrete objects 
with words. 

Just in case your kids' 
brains are overloading with 
facts, Houghton Mifflin 
lnteractive has included a pure 
reflex exercise: Super Fruit 
Catch. To earn a banana split, 
Curious George must catch an 
avalanche of fruit in a basket. 
Kids get a lot of mouse experi
ence with this activity, and 
they get similar practice in 
Star Patrol, which stresses 
shape recognition as well as 
brute blasting strength. 

The collection of fun and 
games is wrapped in a won
derful environment that is as 
true to Curious George's 
spirit as it is to his look. Few 
software packages imitate 
their original sources as well 
as this one does. 

For a young child, 
Curious George Early 
Learning Adventure is a great 
choice. It satisfies many 
hungers: the hunger to learn 
classic concepts, the hunger 
to master the mouse, the 
hunger to play arcade and 
puzzle games like the big kids, 
and the hunger to spend 
some time with a pleasant 
playmate like Curious George. 

lz and Auggie: 
Escape from 
Dimension Q 

For an older child, Iz and 
Auggie are the cyber
playmates of the hour. 
Starting out as budding rock 
stars and ending up as saviors 
of the musical universe, this 
dynamic duo stars in 
Headbone lnteractive's adven
ture across time and space. 

As this educational jour
ney begins, Iz and Auggie are 
preparing for an audition at 
Screech Records. Two years 
earlier, the duo formed a 
band called Groovy Gravy, 
and now they teeter on the 
brink of fame. At the audi
tion, an evil agent rips off 
Groovy Gravy's music and 

exports it to Dimension Q. 
Meanwhile - there's always 
a meanwhile in these 
Byzantine plots - the 
Decentralized lntelligence 
Agency has recruited lz and 
Auggie to enter Dimension 
Q, rescue missing agents, 
recover their 

tive to the program to 
ake it feel as much like a 
ovie as a game, but there 

re enough puzzles to suck 
·ds into the plot like the 
hirlpool of dangerous goo 

hat melts most of the other 
IA agents. Iz and Auggie: 
scape from Dimension Q 

oins the ranks of such enter
aining mind-benders as the 
r. Brain series and the 
ogical Journey of the 
oombinis. Like Headbone's 

Elroy series, this program 
features an unusual graphic 
style and a sharp but kind
hearted sense of humor. The 
good guys are honorable, 
humorous, and heroic; the 
bad guys are klutzy and dark; 
and the plot is outlandish. 

I suppose I should men
tion the value of having a 
female heroine: She's a gem 

with her strong personality 
and inventive solutions. But 
I think the best feature of 
this program is the map. It's 
kind of like a save-game fea
ture, but more flexible. By 
calling up the map from a 
control panel, kids can revisit 

puzzles, changing the ending 
of the story, increasing their 
chances to win, or simply re
playing the challenges they 
liked best. It gives kids the 
chance to progress through 
the story without getting 
stuck on a puzzle they just 
couldn't solve at the moment. 
It also encourages kids to try 
to improve their performance 
on a puzzle in order to see 
how it changes other parts of 
the game. It's a great feature, 
and I hope more programs 
employ it. 

Headbone Interactive 
has been one of my favorite 
companies ever since the first 
Elroy adventure came out. 
Almost all of their programs 
shine with originality and fine 
educational design. Iz and 
Auggie's epic is no exception. 

ll!CG 
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n the world of PC 
gaming, you can't 
always get what you 
want - but every 
once in a while, a little 
wish is granted. 
Ask, and you shall 
receive. A couple of 
columns ago, I was 
bemoaning the lack of 
interesting superhero 
games, but I quickly 
found out about a 
couple of interesting 
projects developing in 
the Quake community 
that more than fill 
the void. 

The first is 
Quake Superheroes, a 
complete conversion 

of Quake that adds new skins, 
rules, and 67 brand-new pow
ers. If you play it in single
player mode, you'll be able to 
add several powers to your 
usual Quake repertoire - and 
the monsters have been 
toughened up accordingly. 
But Quake Superheroes is pri
marily a multi-player game, 
running on its own dedicated 
servers. You can also play it 
on a local-area network or 
modem, which solves a lot of 
problems of not being able to 
find one of the servers. 

There are three classes of 
powers: Special Powers, Active 
Powers, and Passive Powers. 
Special Powers affect your 
attacks, and they include such 
things as Reduced Ammo Use, 
invisible Projectiles, and Chain 
Guns - the last of which turns 
shotguns into rapid-firing, 
death-dealing machine guns, 
as powerful as almost anything 
else in the game. 

Passive Powers are 
always on, and they cover a 
whole range of abilities, such 
as Invisibility, Flying, Regen
eration, and Super Speed. 
These add a whole new dimen
sion to deathmatch games, 
especially Flying, which opens 
up the whole map to rapid 
exploration. It's probably 
the most useful power in 
the whole lot, and after 
having the ability to fly 
through a deathmatch, 
going back to an ordinary 
deathmatch feels almost 
limiting. 

Finally, there are the 
Active Powers, which are 
activated with a key and 

Superheroes for ouake 
require a certain amount of 
time to recharge. There are 26 
active powers, including a 
number of devastating special 
attacks, such as the Freeze Ray 
or Sweeper Bolt. There's even 
a Tripwire Bomb, a la Duke 
Nukem 3D. Campers in the 
crowd will enjoy the Morphing 
power, which transforms you 
into a random Quake power
up, such as a health kit or shot
gun. While morphed, you can 
still shoot, and the touch of a 
key transforms you back into 
hero form, making it perfect 
for ambushes. 

There are 16 different 
superheroes to choose from in 
Quake Superheroes, and each 
has its own unique skin. 
Among our favorites are 

Spider-Man, Captain America, 
Batman, Cyclops, and the 
Incredible Hulk. There's also 
the Silver Surfer, Flash, the 
Human Torch, Wolverine, and 
several others, from both DC 
and Marvel Comics. Which 
hero you choose doesn't affect 
which powers you have, so 
you're free to experiment with 
such bizarre situations as a fly
ing Spider-Man or lightning
throwing Wolverine. 

We've been playing 
Quake Superheroes quite a bit 
on our network, and it's been 

a blast. I've been playing as 
Cyclops, while Joel has been 

lurking about as Spider
Man. Mike prefers to 

battle it out as 
Wolverine, while 
Todd (who, we 
must admit, domi-

nated the 
battles) was showing up as 

a flying 
Incredible Hulk. 

Quake 
Superheroes 
was created by 
Michael 
Williams and 
the rest of the 
Mod Squad 
crew. This is an 

azing piece 
fwork and 
efinitely WO 

hecking out: 
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ALTERNATE LIVES 
ADVENTURE AND RDLEPLAYING GAMES • NEWS • TRENDS 

Of M:TG and TSR 
t's a madhouse out 
there. Just when you 
think things are star.t
ing to stagnate in the 
world of roleplaying 
games, all hell breaks 
loose, and suddenly 
you're awash in a 
deluge of games, 
news, andjust plain 
strange events. 

Not only are we 
seeing the release 
(finally!} of Sir-tech's 
Shadows Over Riva 
0ook for the review 
next issue), but an 
early copy of Sierra's 
Betrayal in Antara 
skittered across my 
desk not long ago. It 

looks good so far, but of 
co~se I'm withholding judg
ment until the final game 
lands on my desk, next to 
tbe pile of press releases and 
empty pizza boxes. I just 
hope that the characters I've 
spent hours building up in 
Shadows and Betrayal will 
load up in the final versions 
of the games. Giving up on 
old characters halfway 
through an adventure is like 
stoppi,ng in the middle of a 
good book to start at the 
beginning again. 

But I digress ... what 
really shook me out of my 
reverie and brought reality 
crashing down around my 
ears was a press release out 
of the offices of Wizards of 
tne Coast, creators of the 
bit trading-card game, Magic: 
The Gathering. ft ·seems that 
Wizards of the Coast (WotC) 
signed a Jette, of intent in 
April to acquire roleplaying 
giant TSR, the creators of the 
gargantuan hitAdvanced 
Dungeons & Dragons. This is 
a letter of intent to acquire 
the company, however, 
and all sorts of things might 
happen before the actual 
signing. Of course, by the 
time you read this, the deal 
Will have either fallen 
through, or been cemented. 

1 might .be jumping the 
gun a bit by writi:ng about 
the deal already. I mean, 1 
don."t know exactly what's 
going to happen. But it made 
me think about this industry 
(which, I suppose, is my job 
in the first place). What does 
this mean for computer role-
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playing gamers? Well, since 
WotC concentrates more on 
its trading card games, and 
TSR concentrates mostly on 
its pencil-and-paper RPG sys
tems, it may not have much 
impact; if WotC knows what's 
best, they' ll leave TSR pretty 
well alone. And both compa
nies just license out their 
names and worlds to PC 
game developers, and let 
those developers do what 
they want. Certainly they 
offer a bit of guidance, but 
that guidance has more to do 
with art and content rather 
than playability. 

Still, it strikes a chord: 
what about Interplay's TSR 
license? WotC made a deal 
with both MicroProse and 

Acclaim to do games based 
on Magic: The Gathering 
game - a situation that 
prompted a lawsuit between 
the two game developers. 
Will these new interests 
now conflict with Interplay, 
and the other TSR licensee, 
Sierra Online? 

Interplay has owner
ship of the Forgotten Realms 
and Planescape universes: 
the upcoming Descent to 
Undermountain takes place 
in Forgotten Realms, as did 
the real-time strategy game 
Blood & Magic. They haven't 
announced anything as yet 
using the Planescape license, 
but it's in the works. 
Conversely, Sierra holds the 
license for TSR's Birthright 
(they're soon to release a 
game with the same name). 

Curious about what 
computer RPG developers 
might think about the 
merger, both on the side of 
TSR and WotC, I contacted a 

few of them. While the gen
eral consensus was that the 
computer RPG industry 
wouldn't be affected much as 
a whole, each had his own 
personal thoughts on the sit
uation. Brian Fargo, CEO of 
Interplay Productions and a 
computer RPG legend him
self, was quite diplomatic: 
'Tm excited for ITSRJ and 
think it's a great combina
tion," Fargo says. "The only 
effect should be positive for 
us." On the other hand, 
Richard Garriott, a.k.a. Lord 
British, the man behind the 
entire Ultima series of RPGs, 
says, "What will hopefully 
happen is that WotC will add 
their spark to TSR and the 
whole paper RPG market, 

and that we see a revival of 
both TSR and the total pool 
of players. The risk is that 
WotC is really a highly suc
cessful one-hit wonder, and 
not the new wave. We will 
have to wait and see which 
way it will go." And that 
comment hits the nail on the 
head: What kind of success 
story is WotC? Certainly 
Magic: The Gathering is one 
of the most popular fantasy 
games in the world, next to 
TSRs Advanced Dungeons & 
Dragons. But what has WotC 
done for us lately? They've 
developed series after series 
of trading-card games, 
attempting to capitalize on 
the success of M:TG. But 
none of them has been terri
bly successful. 

That's not to say that 
TSR is much better off. It 
could be argued that AD&D 
is as much a one-hit wonder 
as M agic: The Gathering. 
True, TSR has capitalized on 
it and expanded it well. And 
the Dragon Dice game is a 
definite break from pen-and
paper tradition . But will two 
one-hit wonders combine to 
make any big changes in the 
world of roleplaying? We can 
only hope that the best of 
both companies combine to 
create an improved whole. 

As far as the computer 
side of the RPG market goes, 
the acquisition probably 
won't affect us anytime in the 
near future. Many developers 
seem to be going off on their 
own - of the five adventure/ 
RPG games Sierra plans to 
release in 1997, only 
Birthright is a licensed prod
uct. As a matter of fact, many 
of the best RPGs aren't based 
on a licensed world at all, like 
Daggerfall or Diab/a. Still, 
most of us computer role
players started with pen-and
paper games, and big devel
opments in that field do have 
a way of eventually showing 
up on the PC. 

Ted Peterson, the chief 
designer of Bethesda's 
DaggerfaJJ, put it best: "The 
news is, I guess, sort of like 
hearing that your first girl
friend is getting married. It 
doesn 't really affect you 
directly anymore, but it's still 
cause for reflection." 

ll!CG 



The best just got better. Introducing Flight Unlimited D from 
Looking Glass. The most realistic flight experience ever in a PC simulation. 

FLY THROUGH A SKY FILLED WITH COMMERCIAL, CIVILIAN AND 

MILITARY AIRCRAFT. REAL-TIME COMMUNICATION BETWEEN 

YOU AND AIR TRAFFIC CONTROL GETS YOU THROUGH THE JAM. 

EXPERIENCE 25 HEART-POUNDING ADVENTURES, INCLUDING 

DODGING TWO F-165 WITH THE LICENSE TO Kill WHEN YOU 

VIOLATE RESTRICTED AIRSPACE. 

Throw everything you know about flight sims right out the window. 
Because Flight Unlimited II takes the realism and thrill of simulated 

.. .. flying to a higher plane. Over 11,000 square miles of 
The Real Deal incredible Bay Area terrain accurately modeled for the 
( /Net's GameCenter • d . l . fl. h . h most precise eta1 ever in a 19 t s1m. T e most 

advanced weather effects-rain, lightning, cross wind and more. Visual 
and instrument navigation. Six of the coolest civilian aircraft, including the 

"The richest, most 
detailed environment yet 
seen in a PC flight sim." 

AT THE CONTROLS OF THIS DEHAVILLAND BEAVER SEAPLANE, 

YOU CAN TRY SOMETHING TOTAUY NEW IN A FLIGHT SIM

LAND ON WATER. 

legendary P-51 D Mustang. Whether you're 
a high-flyin' veteran or just getting off the 
ground, check out the sim that sets the 
standard once again. Flight Unlimited II 
from Looking Glass ... coming this summer. 

Computer Gaming World Now You're Really Flying 

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

a.v·v ...,LU.11·~ GJI.IDI¥'., 
LOG I ES. ©1997 Looking Glass Technologies Inc.. Cambridge. MA. Flight Unlimited Il and Looking Glass are trademarks of Looking Glass Technologies. Inc. All rights reserved. 
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THE DESl<TOP GENERAL 
WAR GAMES • HISTORIC & MILITARY SIMULATIONS • TACTICAL COMSAT 

Musical Chairs, Wargame-St~le . · 
n last month's column, 
I sought to quash the 
rumor that Arsenal 
Publishing was on the 
ropes (due to serious 
development prob
lems with Road to 
Moscow). Now comes 
further proof that this 
plucky little company 
is alive and k:ickin': an 
announcement that 
two well known and 
highly respected vet
eran designers have 
signed with Arsenal. 

Gary("Mo'1 
Morgan, who devel
oped TAC AIR and 
Flight Leader for 
Avalon Hill, has signed 

on to create a state-of-the-art 
aerial combat game titled Iron 
Hand: Air Warfare in the 
Missile Age. And Frank 
Chadwick, whose Command 
Decision miniatures system is 
much admired by table-top 
gamers, has signed a letter-of
intent to bring that system to 
the PC. Tentative future titles 
may include a World War One 
game called Over the Top. 

Sounds like Arsenal is 
packing some big guns. 

In a related event, leg
endary designer Norm Koger 
(Red Lightning, Tanks II, Age 
of Rifles, etc.) severed his 
more than decade-long asso
ciation with SSI and signed 
with TalonSoft. For wargame 
enthusiasts, this is Big News. I 
E-mailed some questions to 
Norm, which he was gracious 
enough to answer in detail. 
Excerpts follow: 
PCG: Why did you change 
publishers, and what is it about 
TalonSoft that attracted you to 
that company in particular? 
NK: SSI has really hit the big 
time with the [Panzer] General 
series of games, and the com
pany's gotten used to playing 
to the mass market. The simple 
fact is that a game that empha
sizes simulation elements and 
solitaire play is very unlikely to 
generate six-digit unit sales. 
Unfortunately, I don't enjoy the 
General style of game. It would 
be foolish for me to claim that 
they are somehow inferior to 
my own work - after all, 
they've satisfied more players 
than I'm likely to reach in my 
entire career .... Simply put: I 
don't want to do the kind of 

games SSI wants to market 
these days. 

As for TalonSoft, the 
company really has done a 
remarkable job of establishing 
itself in the marketplace - all 
you have to do is walk into a 
software store to see how well 
they market their titles. Just as 
importantly, they have an 
excellent reputation among 
gamers. And they've offered 
me a level of creative freedom 
that I haven't experienced 
since the days of Tanks! 
PCG: You've designed some of 
the best wargames ever to 
land on a PC - which titles 
would you most like to be 
remembered for creating? 
NK: Tanks! is still my all-time 
favorite. It's a pity that com-

puter games don't age grace
fully. If I were a novelist, my 
work might be around long 
after I leave the scene. PC 
games just aren't like that ... 
PCG: How do you feel about 
the current craze for "real-time" 
versus turned-based games? 
NK: "Real-time" just doesn't 
make sense for wargames 
except on small-unit scales. 
Real-world battlefields are 
chock full of decision makers, 
and every one of those guys is 
very busy when the manure 
hits the fan. This creates playa
bility problems for real-time 
game design. On the other 
hand, a freely interruptible, 
continuous/simultaneous-action 
design has a lot going for it. In 
particular, you don't need com
plex reaction rules to keep 
"unrealistic" things from hap
pening .. .! hope to experiment 
with this in a future game. For 
now, though, tum-based games 
still have a lot of life - for one 
thing, they work very well for 

play-by-E-mail gaming. 
PCG: The first game you're 
developing for TalonSoft is The 
Operational Art of War. I know 
you're only in the early stages 
of coding right now, but what 
can you tell us about your 
basic vision of the game? 
NK: It will be an operational 
level game with a heavy-duty 
editor. Maneuver units will 
generally be regiments, · 
brigades, or divisions, detailed 
down to the level of individual 
vehicles, major crew-served 
weapons, or infantry squads. 
The historical period will cover 
the years 1939 to 1955, approx
imately, and possible scenarios 
may include Manchuria 
[Russians vs. Japanese in 
1939], France in 1940, North 
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ealism. That's 
been a big 
buzz-word 
lately in simu
lation forums 
online-and 
certainlyJn 
tbis column -
but I think it's 
tbewrong 
word for what 
we' re all really 
talking about. 

True, 
only a sea
soned F-16 
pilot can truly 
tell whether or 
n,ot a simula
tion of that 
plane is realis
tic- and yet 

gamers usethatword to 
describe Falcon 3.0 all the 
time. Only a handful of people 
on earth have. even a vague 
idea what it's rea1ly like to fly 
an-.F-22 or a'.n Comanche heli
copter, butNova,Logic's F-22 
Lightning II and Comanche 3 
had gamers lighti;ng up the 
Internet newsgroups with 
arguments abqut how realistic 
- or unreali,stio - those sim
ulations are. 

So are PC gamers full 
of it wheh we presume to 
judge whetl;ler or not a new 
sin;i js realistic? Well, no -
we're just usin,g the wrong 
word. It's true that mo.st fans 
of PC' simulations haven.ever 
flown an attack helicopter or 
driven in a NASCAR race, so 
we can't really say whether 
or:J;iot a .sim is realistic -but 
we certait;tly know whethei;: 
or not it's believable. 

If an air combat sim lets 
you cany 25 air-to-air missiles, 
lt's .not believable. If it lets you_ 
stand yow:plane on its tail and 
continue to accelerate upwards 
until you slam into a glass ceil
ing at60,000 feet, it's not 
believable. If it lets you drop 
bombs while inverted, it's not 
believable. 1t doesn' t tal<'e a 
decorated combat veteran, to 
feel short-changed when a 
game mar"keted as a "realistic 
simulation" contains basic 
,flaws like that. 

Years ago, I attended a 
workshop on science fiction 
writing, and I learned a great 
new word for sjtuations like 
this. We couldn't very well talk 
about a story being realistic -
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Getting Real 
no one could say whether 
Arthur C. Clarke's depiction of 
interstellar travel was more 
realistic than Gene Rodden
berry's. All we could say was 
which one was more believ
able (not surprisingly, Clarke 
won). That's when we learned 
the new word: verisimilitude. 

"Verisimilitude" literally 
means "the appearance of 
being true or real," so it's 
pretty useful for discussions of 
science fiction stories - or PC 
simulations. And I think it's 
what most of us are really 
looking for in a sim when we 
demand realism. We don't 
want total realism - we don't 
want to do a lengthy pre-flight 
check or flip ten switches 
before we can even start the 
engines of our jet (anybody 

remember Megafortress?). We 
just want a sim we can believe 
- one that achieves enough 
verisimilitude that we can 
come away from it feeling like 
we've learned a little bit about 
what it must be like to fly or 
drive the real thing. 

EF2000 is a perfect 
example. I'm sure there are a 
hundred aspects of flying 
the EuroFighter that DID's 
sim doesn't cover - and 
probably a handful of things 
it simplifies or does wrong . 
And yet it's a great air com
bat sim, because it feels 
right. It gives PC pilots lots 
of bells and whistles to play 
with - radar range and ele
vation; multiple auto-pilot 
modes; AWACS and JSTARS 
displays; laser-guided bombs 
and night-vision cameras; 
different HUD modes for 
each kind of weapon - but 
it never feels like work. 

When I'm approaching a 
ground target in EF2000, set
ting up to drop a guided 
bomb, I've got all the "realism" 
I could ask for. The process 
may be even more complex in 
the real jet, but you won't hear 
me complaining. Switching to 
the laser designator display; 
zooming in on the target area; 
tracking the target and offset
ting the crosshairs; lasing the 
target and releasing the bomb 
- all in the scant handful of 
seconds available before I pass 
over the target and lose the 
shot - that's all I can handle, 
thank you very much. I may 
not be able to go from EF2000 
to operating the laser designa
tor system in the real jet, but if 
I can put a bomb on the target 
consistently, I know I've 

accomplished something -
and I've gained a new respect 
for real-world pilots who have 
to do all that while SAM 
radars track their butts. 

The same goes for 
Origin's AH-64D Longbow. I 
admit I was a little disap
pointed to learn that Brian 
Walker - who flew Apaches 
for Uncle Sam - didn't think 
Longbow was very realistic. 
Ultimately, though, I decided 
not to let that change my mind 
about how much fun Longbow 
is; if it's not strictly realistic, it's 
certainly got verisimilitude out 
the wazoo. And if Team 
Apache, the chopper sim 
Walker's working on for Eidos, 
is as much fun as Longbow, 
it'll be because he's a knowl
edgeable, long-time gamer 
who knows where to draw the 
line between realism and 
entertainment value. 

So, call it what you will: 
verisimilitude or believability 
(heck, I'll probably stick to the 
latter, since I can type it three 
times in the time it takes to say 
"verisimilitude"). The point is 
just this: There's a good reason 
why the monstrously complex 
Back to Baghdad isn't as popu
lar today as the much older 
Falcon 3.0, so let's not gripe 
too much about realism when 
what we really want is some
thing else entirely. 

Ed. Note: Former sim-colum
nist-turned-online-columnist
turned-sim-columnist Scott 
Wolf is finally writing a col
umn that gives him free rein 
(well, almost) to discuss (well, 
rant about) any gaming
related topic that crosses his 
mind (see Wolf Bites, pg. 252). 
So, in his increasingly official 
capacity as all-purpose relief 
columnist, Dan Bennett is 
hopping into the Sim Column 
cockpit for a while. 



Available at retailers or call 1 -800-87 4-4607 
Command & Conquer is a registered trademark of, and Command & Conquer Red Alert and Counterstrike 
are trademarks af, Westwood Studios, Inc. © 1997 Westwood Studios, Inc. All rights reserved. 

Product Information Number 344 

www . westwood . com 



here's a charm
ing fable about 
a wild wolf and 
a pet dog who 
meet on:,e- fine 
day. The wolf 
regales the 
pooci;Twith 
tales of free
dom, hunting, 
and )ife with 
the pack, while 
Fido recounts 
the comforts of 
domesticate -
regular meals, 
a warm place 
to sle~, and 
t)le ge:ntle reas
surance of His 
Master's Voice. 

The wolf considers these 
pleasures, then notices the 
leather collar and tags at the 
dog's throat. 

"What the l;lell's that?!" 
Ul,e wolf asks. 

"Oh, that's my collar," 
the dog replies. "My master 
-snaps a leash onto it so he 
can keep me by his side. 
And the tags tell people my 
name and where I Jive, in 
case I get 1oi;t." 

The wolf is horrified. 
"You're friggin ' nuts!" 

he says. 'Td rather starve to 
death in a rain-soaked hole 
tha·n endure such confine
ment and humiliation." 

''To each his own,'' the 
dog says, and trots off in 
search of Gravy Train and 
Snausages. 

With a flip of his tail, the 
wolf goes back to hfs CO!Tl

puter and,starts work on his 
,new column, free of the fetters 
o,l;' h,aving to stay focused on 
any one subject [and when did 
Scott ever do that? - Editor]. 

Elsewhere in th,is issue js 
my review of Fox fu.teractive's 
Independence Day CD-ROM 
game. 1 won't rehash.the 
detaus h,ere, but I' d,J.U<e to 
show you b.ow a ChJcago 
Tribune wr;iter recently 
missed the boat in hi,s review 
of the ve,y sru;ne game. 

The writer, who we'll 
call Mr. X (although he's actu
ally Dennis Lyi:ic)l and, for the 
r,ecord, is a man Whose opin
ions I ·sometimes agree with) 
wrote a review that bore the 
headline '"'Independence Day' 
fails to provide innovation." 
In it, he launched into a Top 

State of Independence 
Ten list of ways that the game 
followed his own self-chris
tened Formula for Failure. 

This is basically what 
Dennis - I mean, Mr. X -
had to say, with my com
ments attached. 

1. Instead of creating a com
puter game based on an origi
nal concept, just clone whatever 
was a hot action movie in the 
previous year. Admittedly, there 
have been many celluloid-to
CD stinkers, but Independence 
Day isn't one of them. Besides, 
there's no guarantee that an 
"original concept'' won't fail 
just as miserably. 

Z. Strip the movie of what
ever wit and charm it might 
have had, and reduce it to a 

mere shoot-'em-up. Also, 
leave out the Hollywood 
stars who made the furn 
work. The movie's wit and 
charm took a big back seat 
to the action and special 
effects. And, hey, what was 
the last successful movie
based game that did feature 
"the Hollywood stars who 
made the film work"? He 
lauds LucasArts' Star Wars 
games at the end of his arti
cle (and rightly so), but for
gets that none of those films' 
stars showed up for the 
.games, either. 

3. Keep mining genres that 
are already overworked. 
"Independence Day" is -
hang on to your hats -
another air combat simulation. 
Hey, there's something differ
ent! Can you think of any 
game genre that isn 't over
worked? Nothing's been over-

done more than the Doom
Quake-Duke clones, yet fresh 
perspectives keep managing to 
infuse new life into them. And, 
in case he hasn't noticed, air 
combat sims are more popular 
than ever. 

4. Have the game's scenarios 
be mind-numbingly repetitious. 
Hmm ... he's got me there. 

5. Have tired game features 
such as "Power-Ups" and 
'T=e Extensions" that are 
lifted from the videogame 
world. Hello? This is a basically 
video game, and while I agree 
that such hackneyed elements 
are a bore - especially the 
concept of huge Level Bosses 
- their appeal has proved 
timeless, if inexplicable. 

6. Release the program many 
months after the movie 
debuted and when consumer 
interest is waning. Pick as 
obscure a release date as pos
sible. Sorry, but the picking 
of such obtuse nits is not 
effective criticism. 

7. Have the package be a big 
box holding a small CD and 
liWe else but air. He's obvi
ously unfamiliar with those 
hideous troll-demons, 
Marketing and Accounting, 
who have unholy final say 
over just about everything 
these days. Nobody I know 
plays the package, anyway. 

8. Release the game on three 
platforms simultaneously. This 
way the game can have all the 
limitations of each machine, 
while taking advantage of 
none of the strengths of each. 
Keep in mind, when reading 
piffle like this, that the 
Tribune's editorial policy is so 
constipated they won't even 
run advertisements for 
Chicago's many fine 
"Gentlemen's Clubs." I almost 
missed an Amber Lynn 
appearance because of that. 

9. Have absolutely nothing in 
your marketing, packaging, or 
gameplay that even remotely 
appeals to females. You mean 
like the Will Smith character's 
stripper-mom girlfriend? The 
President's dying wife? His 
ineffectual press secretary? 

10. Have game hints avail
able only by having the user 
call a 900 number. The 
Capitalist swine! What's next, 
Strategy Guides you have to 
actually pay for?! 

Obviously, your local 
newspaper isn't the ideal place 
to learn what's really happen
ing in PC gaming. Reviews 
like this aren't written for 
gamers anyway; they're writ
ten for gamers' parents -
aging baby boomers so 
obsessed with child-proofing 
the planet, they've lost sight of 
what being a child is all about: 
learning from experiences, 
good and bad, and having fun . 

Of course, that's just my 
opinion - I could be wrong. 

But, guess what? I'm not. 
l!CG 



T h e G re a t 

You ARE ALE x AN o ER. Take command of the legendary armies of Macedon. Conquer the rebellious Greeks. Crush the defiant 

Persians. Capture the crowns of kings and pharaohs to earn the most exalted title of all: Alexander the Great. Or attempt to turn the 

• Features ten battles plus a 
campaign game in one package, 
offering more variety and 
play value 

• Real, detailed units of soldiers, 
horses, chariots, and elephants 
are completely animated when 
moving, or engaging in battle 

• Contains solo and easy multi
player capabilities-wage war 
against computer-controlled 
enemies or match wits with your 
friends over a modem, local area 
network or Internet connection 
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SOLUTIONS • TECHNIQUES • QUICK TIPS 

vvith great multi-player 
tips for Interstate '76, 
hovv to stay profitable in 

Interstate '76 

Theme Hospital, and 
super helpful hints for 
MOK. plus cheats and 
tips for some of your 
favorite games. We're 
feelin' the groove, so fire 
up the disco ball, and 
let's get playing! 

Crank up your 8-track and blow their doors off! 

These tips straight from the developers are sure to help you just when 
you need it most. Plus, the PCG experts tell you how to come up with 
one lean, mean, funky machine! 

The life of an auto-vigilante isn't an easy 
one, but you'll get by with a little help 
from your friends. Interstate '76 Lead 
Designer/Writer Zack Norman and 
Associate Producer Doug Pearson were 
cool enough to provide us with some 
hints straight from Auto-Vigilante HQ 
(otherwise known as Activision), and 
we've fleshed it out with some multi
player tips from the current melee 
champs at PC Gamer. 

Norman says he likes to take a 
heavy car into a melee, using Structo 
Bumpers and Mud Flaps to make a 
"mean ramming monster." (See the 
"What the Funk?" box for more about 
special items). 

"I put at least 50 percent of the 
total chassis reinforcement poundage in 
the front of the car,• he says. "The Mud 
Flaps increase the chassis reinforce
ment, and the Structo Bumpers lessen 
the effects of collision. I make long, fast 
passes on cars in the combat zone and 
attempt to ram at high speed. Often I'll 
bring in no weapons at all.• 
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If you do want to carry weapons 
into a close-in fight like this, the 
flamethrowers are hard to beat. Norman 
recommends using Heated Seats with 
flame weapons to help offset their low 
ammo capacity. 

If you prefer a stand-off strategy, 
you'll probably want to configure your 
car very differently. 

" If you don't like to 'get into it' too 
much, then a good long-distance 
strategy can be had by using Curb 
Feelers to add to the total Armor value," 
Norman says. "Take off chassis rein
forcement and replace it with armor. Use 
a small, fast car with a couple of Dr. 
Radar missiles. Fire, and then bail. Your 
increased armor will help against cars 
with similar strategies.• 

Finally, Norman says Cup Holders 
are a must if you want to use the Bus -

Write to us at: 

150 North Hill Dr., 
Brisbane, CA 94005 

or 
E-mail: 

peeceegee@aol.com 
www.pcgamer.com 

or any of the large, slow vehicles. "They 
decrease the chance of fatality in your 
vehicle," he says, "necessary when you 
are a big, yellow target." 

Pearson prefers finesse to head
on impact. "I don't like ramming and 
try to keep the front of my car pointed at 
the enemy," he says. "In this case, you 
want to lower side armor and chassis 
reinforcement. I also lower the rear armor 
and chassis reinforcement to about half of 
the default values, then put the rest of the 
available points into front armor (75 per
cent) and 25 percent into front chassis." 

"Linked weapons are very destruc
tive," Pearson says. "I recommend 
having a car with at least three forward
firing hardpoints. 7.62mm machine guns 
fire at a very fast rate and work great 
linked. They also have a lot of ammo." 

There's one thing that'll lure 
Pearson in for a close-range confronta
tion: the chance of a pistol kill. 

"For the most fun kills of all, 
weaken the opponent with your normal 
weapons; when their damage indicator 
turns to red, switch to the handgun," 
Pearson says. "At this point, you're 
firing at the driver. If you score a hit, his 
horn will go off and you will have killed 
the driver. I enjoy this more than 
blowing up a car with machine guns or 
any other weapons." 

Ultimately, Pearson says, "a car 



cult for other 
players with turrets 
or missi les if you 
use radar jammers 
or turn your engine 
off. Turning your 
engine off will 
remove you from 
the opponents' 
radar. This will 
render their radar
guided missiles and 
turrets almost use
less. The jammer 
will have a similar 
effect, but it will 
also make your tur
rets and missiles 
almost useless for a 
limited time." 

Pearson has 
some advice for 
success in the 
single-player cam
paign (the TRIP), 
too. One of the keys 
is smart salvage 
after a battle. 

STRATEGY 

FOR EXAMPLE: 
7.62mm Machine Gun KEEP 
50 Cal. Machine Gun DROP 
30 Cal. Machine Gun DROP 
7.62mm Turret KEEP 
30mm Cannon KEEP 
20mm Cannon DROP 

Only keep the best flamethrowers 
you find; check the charts· in the manual 
to see how they rank. With Mortars/ 
Grenade Launchers, just keep the ones 
you like best. Try to keep one of each 
kind of dropper in inventory. 

Always try to improve your chassis 
with better suspension, Pearson says; 
the same goes for your tires and brakes. 

Finally, some general tips and tricks 
from Activision 's road masters for the 
game's 30 missions: 

with a good balance of front-firing and 
rear-firing/dropper weapons is always 
going to win in the end. If you have no 
rear weapons, everyone will try to stay 
behind you, and it will be more difficult 
to score kills." 

On issues of defense, Pearson has 
this to say: "You can make it very diffi-

"I recommend picking up at least one 
of each weapon you find - sometimes 
two of the same item if you equip your car 
with the same weapon on multiple hard
points," he says. "Later on in the mis
sions, you will have too many items and 
will have to drop some. A good rule in this 
case is to keep the best of each type." 

"Watch the cut-scenes for mission 
tips," Pearson says. "Also, keep an eye 
on the notepad for updates during the 
mission. The map is also very important 
and will keep you from getting lost. 

"Try to avoid ramming cars - this 
will cause you a lot of damage," Pearson 
says. "Get used to damaging cars 'til 
they're in the red, then switching to the 
handgun. This will translate very well 
into multi-player games. Conserve your 
ammo, and wait for good shots." 

D 
usually use the Manta 
with missiles linked, 
though that may 
change since everyone 
is now coasting around 
with their engines off. 

The MG Turret is great, since 
it will track another car, and in 
the external view it will always 
point toward a target, giving 
you a good idea of where an 
enemy is in relation to you. It's 
also is a good secondary 
weapon to use head-on 
against people who can't be 
tracked by missiles. 

When the missile 
warning goes off, I'll turn off 
the engines and make a wide 
turn. The Radar Jammer is 
also handy to cover yourself 
when you're damaged and 
need to get to a repair station 
in a hurry; nitrous helps in this 
situation, too. 

My favorite method of 
attack is to charge someone 
head-on at full speed, using 
the Fire Dropper to lay down 
an arc of fire-trails behind me 
that they'll have to cross, then 
firing the missiles at the last 
minute, so they're lined up 
and hard to dodge. 

Another tactic I've 
recently developed is to use a 
big truck with the engines off 
and lob mortars or cluster 
bombs into the fray. 

The Stag camper truck is 
pretty good for this, since it car
ries a lot of armor, and people 
who coast along slowly with 
their engines off are pretty vul
nerable to a hail of cluster 
bombs. It's not as good in a 
one-on-one battle as it is with 
two or three opponents, 
though, since the cluster bombs 
go off at a fixed range, and you 
really need to lead a target. 

JASON"S PREFERENCES . 

"Bobe Fett· 
Courcheval Manta 

595ci V-10 
Coil 0v&r$ 

Aircrah Brakes 
16" Billets 

#1 FORWARD: DR Missile 
12 FORWARO: DR Missile 
#1 TOP: DR Missile 
12 TOP: .50 caliber MG Turret 
#1 DROPPER: Fire Dropper 

Radar Jammer 
Nitrous Oxide 

Structo Bumpers 

50 
20 
20 
50 

40 
40 
40 
40 
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I 
go for nothing but mis
siles up front when I'm 
driving Miss Daisy. Four 
radar-guided missiles 
linked will kill some cars 
outright. Don't even 

bother with a Radar Jammer -
sure, it keeps other cars from 
targeting you, but while it's run
ning, you won't be able to lock 
your missiles on the bad guys. 
Instead, just shut your engine 

m 
big vehicle with tons of 
armor is the way to go. It 
can take a major beating 
and score kills long after 
wimpy little sports cars 
have been reduced to 

scrap. I've destroyed tons (liter
ally) of vehicles in high-speed 
collisions and lived tell about it. 
Missiles are important, but of 
limited use against opponents 
equipped with Radar Jammers, 
so it's imperative to carry one 
powerful weapon that you can 
aim manually. 

off to avoid missiles. 
Avoid prolonged contact 

at close range. Keep your speed 
high and make long, slashing 
attacks, putting some distance 
between you and the other guy 
before turning to attack again. 
Use your nitrous oxide to open 
up the gap if you need to. 

Don't fire your missiles 
from too far away. Instead, 
make sure you' re reasonably 
close before popping off those 
four missiles and veering past. 
The closer you are to the 
target, the less time he' ll have 
to shut down his engines or 
jam your radar. 

Even if the other guy has 
turned on a radar jammer or 
shut down his engines, you 
may occasionally get a shot you 
can't resist. If you' re basically 
head-on to the enemy and 
closing up the gap, you can 
probably hit him even without a 
radar lock. Just make sure 
you're not locked on another 
enemy car before you fire, or 
you may see your missiles veer 
away from your intended target. 

I've found that the one 
piece of equipment that can 
make the biggest difference 
in battle is a programmable joy
stick. I use an Act Laboratory 
EagleMax and map it with the 
keys for targeting, firing indi
vidual weapons, and using spe
cial items. I configure my linked 
missiles as the main weapon, 
and I never have to bother 
changing weapons or fumbling 
over the keyboard. 

My main strategy: Be 
relentless. If there's an oppo
nent anywhere near you, 
always be firing something. If 
you're waiting for your missiles 
to recharge, fire the cannon. If 
enemies are behind you, pop a 
few Cluster Bombs at 'em. I've 
racked up quite a few kills by 
blowing up unwitting pursuers. 
If you get in close, try to circle 
your opponent a few times with 
the Fire Dropper. This is a good 
way to finish off a crippled 
enemy. Land Mines are too 
easy to avoid, and they stay 
there until somebody runs over 
them. All too often, that some
body may be you - a mine 
doesn't care who dropped it. 

DAN ' S PREFERENCES : 

FRONT ARMOR: 
RIGHT ARMOR: 
LEFT ARMOR: 
REAR ARMOR: 

"Miss Daisy" 
Courcheval Manta 

595ci V-10 
Coil Overs 

Aircraft Brakes 
16" Billets 

DR Missile 
DR Missile 
DR Missile 
DR Missile 
Landmines 

Curb Feelers 
Mud Flaps 

Nitrous Oxide 

FRONT CHASSIS: 
RIGHT CHASSIS: 
LEFT CHASSIS: 
REAR CHASSIS: 

JOEL"S PREFERENCES . 

"RoadKill" 
Phaedra Clydesdale 

595 V10 
Coil Overs 

Aircraft Brakes 
15" Kragers 

30 MM Cannon 
DR Missile 
DR Missile 

Cluster Bomb 
Fire dropper 

Jammer 
Nitrous 

SPECIAL 3: Structo Bumper 

FRONT/REAR ARMOR: 90 
SIDE ARMOR: 70 

80 all around 
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Surefire tips for meeting (and beating) the boss! 

With spectacular visuals, fast action, and challenging gameplay, Shiny 
Entertainment's MOK has given a much needed facelift to the classic 
arcade games of our youth where fast reflexes and quick thinking were 
the main ingredients for fun. But MDK's special brand of violence and 
puzzling can push the boundaries of the twitch and jump genre to new 
heights in frustration. So we've dusted off our sniper helmet, tracked 
down the enemies, and brought back a winning report for surviving the 
game, plus tips on taking out those fearsome bosses. 

the first (and easiest) boss. Sitting back 
comfortably in his tall sentry tower, the 
reptilian overlord is completely oblivious 
to your presence, but that's soon to 
change. Switch into sniper mode and 
take a single pot shot (any more would 
be excessive at this point) to get his 
attention and wait until he starts trying 
to locate you with his binoculars. Fire 
another shot (just one will do) and let 
the fun begin. 

With its incredible ability to zoom across 
vast expanses and target potential haz
ards, the sniper mode is an essential 
tool for completing MOK, but new 
players may find themselves getting in 
deep trouble by improperly using this 
powerful tool. So we've compiled a few 
helpful tips on avoiding the pitfalls of 
this lethal weapon. More than just a cool 
new way to kill things, it's also a great 
way to avoid embarrassing blunders in 
front of the enemy. Use the sniper to 
scope out a new arena so you can 
observe and pick off all those potential 
baddies - just be sure you don't stir up 
those bosses by shooting at the wrong 
thing. Minor bosses and tanks will 
relentlessly pursue you or unleash their 
horde of underlings if you start taking 
potshots at them. Also, you'll want to 
make sure that you have a good fix on 
the target before you zoom in to take 
that precise shot - in full zoom, the 
sniper gun is unwieldy and slow. 
Anticipate incoming fire and use the 
strafe keys to sidestep those deadly 
retaliatory blasts. 

PC GRHER Julq 1997 

If you haven't already picked them 
up, grab the nearby sniper grenades and 
get them ready in the sniper gun (don't 
switch modes just yet - a couple of 
flyers will be rushing in to drop off 
troops). Once you've dealt with the first 
wave of troops, find a somewhat shel
tered location and take a couple shots at 
the overlord. You'll have to intermit
tently switch between sniper and regular 
mode to deal with more flyers and 
troops, but don't worry - simply repeat 
the procedure until the leader is toast. 

Second Boss 
After taking a wild ride atop a transport 
platform, you may be shocked to find 
that the final 
arena of this 
level is a some
what sedate red 
room where a 
relaxed alien is 
casually sipping 

Created in the tradition of Shiny's classic on a martini, but 
action game Earthworm Jim, the premise don't worry, it's 
behind MOK isn't simply about shooting about to get 
and jumping - it's about shooting, much worse. 
jumping, and using your head. From the Before the 
initial levels to the final confrontation, onslaught 
each arena is designed to tax your abili- begins, go to 
ties to your fullest, and you'll invariably the right side of 
have to decide which tactic works best the room where 
while taking heavy fire. With that in you'll find a 
mind, you'll want to avoid getting i:-;::;==r-== 
in over your head by quickly sur
veying each new arena with the 
sniper gun to look for potential 
sticking points. For example, if a 
level is packed with monsters, it's 
a pretty safe bet the designers 
have a specific tactic or trick in 
mind that'll let you slip by 
without encountering those over
whelming odds, but only if you're 
willing to look for it. 

First Boss 
When you reach the end of the 
first level, you're confronted with 

Tlus smug ahen thml<s 
he's Mr Cool, but with 
a little lead added to lus 
diet, he'll be feeling the 
heat m no time 



ramp leading to an upper ledge. From 
atop this ledge, shoot at the al ien with 
your sniper gun (just one shot will do) 
and get ready for the blast-fest to begin. 
Now that the alien is alerted to your 
presence he's ready to alert his friends 
to yours. As the alien runs around 
unleashing his minions, try to maintain 
your lock on him (a large green health 
bar in the upper left corner will let you 
know if you're on the right target) and 
keep up the blasting until he's gone. 

Third Boss 
Nestled inside a dark cavern, the boss of 
this level must have heard about what 
you did to his col
leagues since he 
has devised both 
a fearsome 
defense and a 
deadly offense to 
keep unwanted 
visitors at bay. 
With the never
ending supply of 
cyberdogs at his 
disposal and bat
tery of powerful 
lasers sur
rounding his con
sole, you'll need 
exceptional timing 
and precise control to put an end to his 
reign of terror. 

Upon entering the cavern, you'll 
want to clear out any horrible cyberdogs 
that may be lurking about and wait 
until the spinning wheel surrounding the 
baddie's console starts to slow down 
(the four points will begin to glow). 
Rush in and use grenades on the wheel 
to disable it (Sniper grenades work 
too, but you've got to be extremely 
quick when switching modes!). Since 
you'll need to make several passes, 
back off when the wheel starts to spin 
again and then go ahead and use your 
trusty gun to clear the next wave of 
vicious cyberdogs. 

Once you've ventured into the inky black 
corridors of the trapped sub, you should 
have little trouble determining which 
angry monster is the boss of this arena, 
but here's a quick tip - he's the one 
chucking heat-seeking explosives at you. 
While blasting and bombing everything 
in sight is always a good idea, your 
usual tactics will be of little use since 
he's safe and secure within his armored 
turret. So here's a down and dirty way to 
put this guy on ice - for good. In 
between dodging and shooting, take 
note of the air vent located directly 
below the turret, where you'll find a 
powerful breeze that will serve as your 
ticket out of here. Move in close to the 
turret and chuck a few grenades directly 
into the airstream (dodging, weaving, 
and shooting at the same time, of 
course) and let the fireworks begin. 
Repeat until the turret explodes. 

As if the fate of the wo 
to keep you inter
ested in a drawn 
out battle with 
alien invaders, 
their evil leader 
Gunta has stolen 
your beloved dog 
Bones and is 
holding him cap
tive I In this chal
lenging five part 
ending, you'll face 
the game's 
toughest chal
lenges and some 

STRATEGY 

of the nastiest villains around. 

Save Bones! 
You'll know you've discoved the entrance 
to Gunta's lair when you find poor Bones 
strung up by his 
paws while the 
evil Gunta over
sees the operation 
with a casual style. 
As the boss 
lounges on his 
pedestal, use your 
sniper mode to 
give him a wake
up call, and then 
jump down into 
the arena (the 
fight won't start 
without you). 
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Once he's called in the big mothership 
to rain down death from overhead, 
you'll need to switch to sniper mode and 
take out each individual turret to bring it 
down. There's fresh supplies of ammo 
and health in the nearby trench, so this 
arena shouldn't be too much of a problem 
to defeat. 

There's nothing subtle about solving this 
level, simply roll up your sleeves, mount 
up your biggest 
gun, and plow your 
way through a pack 
of hell hounds. Use 
dummies if you've 
got 'em and keep 
shootin' those 
mutts 'til they're 
gone. Just don't 
get squished 
by Gunta during 
his jog. 

Jumping Hell 

Upon entering this 
level, you'll be 
pursued by wave 
after wave of men
acing minor
bosses, so the best 
advice we can offer is to forget about 
trying to battle your way to success, and 
focus on escape. At the far end of the 
room you' ll find a low platform - the 
starting point for a maze-like jump-fest 
that'll tax your abilities to the fullest. 
Climb up the next couple of platforms 
and sail to the ledge along the wall. Run 
along the wall until you jump to the 
adjoining platforms and wind your way 
up the platforms until you see the turret 
gunner. You'll need to make a quick head 
shot on the turret gunner, so be sure 
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your sniper gun has appropriate ammo 
loaded. Once the turret is out of the way, 
proceed down the tube to the next level. 

Blast Chamber 

Now that you 've had your jumping skills 
exercised, here's your chance to show 
how fast you can run. Though it looks 
uncharacteristically peaceful when you 
first enter the arena, this level will soon 
be crawling with all manner of evil. 
Luckily, it's also jam-packed with 
goodies, so make a mad dash for the 
nearest weapon of your choice and start 
clearing them out; just don't forget to 
lob a few sniper rockets at Gunta atop 
the pedestal in the middle. After 
pounding the big guy with dozens of 
sniper rockets and picking off wave after 
wave of his robot horde, he'll eventually 

get tired of playing with you and run to 
the final level, but before you go chasing 
after him be sure and pick up as many 
powerups (dummies are especially 
helpful for the next level) and health kits 
as possible. 

Feeding Gunta 

As you freefall into the final arena, use 
your ribbon chute to slow your descent 
and point yourself at one of the four ele
vated platforms within the room; this will 
allow you to get a good look at the situa
tion and a few key clues on how to finish 
the game. On each platform, there is a 
nuclear lock holding the cables that have 
Bones tied up and in the area below 
there is a raised platform with a large 
machine. Make your way down to the 
machine (avoiding Gunta and the robot) 
and step on the large button and pick up 
a Gunta snack. Now wait for a nuke to be 
dropped into the arena then toss Gunta 
the treat and scramble for the nuke. 

Once you've picked up the nuke, use 
the air vent to carry you up to the first 
platform and use the bomb on the lock. 
Then head back down to the machine to 
collect another treat for the boss. Wait 
until a new bomb is dropped before you 
feed Gunta again, and when the timing is 
right, repeat the same procedure until all 
the cables are cut. Once bones is free 
he'll... well... you'll see. Just be sure to 
feed Gunta one last time before you bask 
in the weirdness of the ending. 





'TWINSEN'S ODYSSEY' involves travel not only to REI.LUE PIIJCE Tm, RELEAU PFIICE Tm, RfllA$£ PRO: Tnu 
Twinsen's home world, under attack by the Esmer aliens, 1943 Euro Air War 08/97 $44 f -22 Lightning 2 NOW $39 Mechwrrior Mercnries NOW $48 Silent Hunter NOW $39 
but off to Twinsun's moon and beyond. Twinsen's job, as 688i Hunter Killer NOW $45 F16 Fightng Falcon 08/97 $48 Microsoft FS 6 W95 NOW $53 Silent Huntr Ptrl 1-2ea NOW $15 
Grand Poobah of Twinsun magic, is to stop the Esmers, A10 Tank Killr 2 W95 NOW $48 FA 18 Hornet 3 W95 NOW $44 Mig Alley 11/97 $46 SimCopter W95 NOW $40 
save the children, save the magic and make Twinsun safe. ACS Marine Fighters NOW $25 FPS fly fishing 10/97 $45 Monstr Trek Madness NOW $40 Super Ef 2000 W95 NOW $46 

Activision ACS Navy fightrs Gld NOW $34 Falcon 4.0 08197 $52 Moto Racer GP NOW $45 Super Motocross 09/97 $33 
Release Date: NOW PC CD $46 AH-640 Longbow Gld NOW $46 Falcon Gold NOW $29 Muzzle Velocity NOW $48 TFX Ef2000 NOW $29 

AH64 Flash Pnt Korea NOW $25 Flight Sim ToolKit NOW $19 Mwarrior 2 Batt1epk NOW $48 TFX: X-22 NOW $46 

'STAR TREK R.EET ACADEMY' Before Captain Kil1<, Air Cmbt Nvy ftrs 97 NOW $45 Flight Unlimited 2 08/97 $44 Nascar Racing 2 NOW $43 Team Apache NOW $44 

Commander Chekov and Captain Sulu were legends, Air Warrior 2 W95 NOW $43 f lying Corp NOW $41 Need Speed Gold W95 NOW $45 Test Drive: Off Road NOW $39 

they were cadets at the most cek!brated school in the Apache NOW $19 Flying Nightmares 2 08/97 $42 Need for Speed 2 NOW $46 The Condemned W95 08/97 $48 

universe, the Stir Reel Academy. Test your ingenuity, Archimedean Oynsty NOW $26 Flying Saucer NOW $46 Rally Championship NOW $42 The Darkening NOW $49 

leadership and courage and detem,ine ff you have what Armored Fist 2 NOW $49 Grand Theft Auto NOW $48 Red Baron 2 W95 09/97 $48 Thunder Truck Rally NOW $45 

n takes to graduate 1st in your class. Army Air Corps 42 11/97 $48 Grey Wolf NOW $19 SU-27 flanker 2 tt/97 $46 Touring Car 08/97 $42 

Interplay Comanche 3 NOW $49 Harrier2020 08/97 $45 SU-27 flanker Msn #1 NOW $15 Trophy Bass 2 NOW $37 

Release Date: NOW PC CD $55 Command Aces W95 NOW $25 Heavy Gear t0/97 $49 SWIV 07/97 $44 Trophy Bass 2 Exp Pk NOW $19 
Darklight NOW $46 Hind Helicopter NOW $44 SabrAce 09/97 $48 Wing Commander 5 08/97 $55 
Daytona USA Dix 07/97 $42 Indy Car Rcng 2 W95 NOW $26 Sail 95 NOW $36 Wing Commandr 4 NOW $38 

'DARK FORCES JEDI KNIGKT' In your serach for the man Descnt 2:lnfnte Abyss NOW $48 Jet Fighter3 NOW $46 Sand Warriors 08/97 $46 Wipe Out XL NOW $45 
who murdered your father, you go to the Vruk!y of the Jedi. Destruction Derby 2 NOW $43 Jetfighter 3 Mission NOW $25 Screamer2 NOW $24 World Rally Fever NOW $44 
You can fight as a Jedi or embrace the Dal1< Side. Which Dreadnaught W95 09/97 $42 M1A2 Abrams W95 NOW $41 Scrmn Dmns Ovr Erp 09/97 $48 X-Fighters 09197 $48 

ever you choose, you will need rul the Power of the Force EarthSiege 2 W95 NOW $40 ManxTT 07/97 $42 Ship of the Line W95 03/98 $46 X-Wing Collector NOW $24 

yaou can summon, when you encounter the 7 Dal1< Jedi. Earthsiege 3 10/97 $49 MechWarrior 2 W95 NOW $47 Sierra Pro Pilot W95 08/97 $51 X-Wng V sTie Fighter NOW $52 

LucasArts COMPUTER GAMES: HARDWARE Release Date: NOW PC CD $53 
30 Magic Accelerator NOW $126 CH PC Gamepad NOW $19 Joyswitch NOW $39 TM Driving Control T2NOW $108 

'THRUSTMASTER F-22 PRO' With a powder coated 
30 Spex NOW $79 CH Pro Pedals NOW $80 Lbtc LCS 2612 Spkrs NOW Stt2 TM f16 TOS NOW $108 

metal base, glass filled ABS handle, metal gimbal mech-
Assassin 3D Contller NOW $65 CH Pro Throttle NOW $102 Lgitch WngMn Wrrior NOW $85 TM f22 Pro NOW $128 

anism, and heavy gauge spring tension, the F-22 PRO 
Assn 3D WI Wingman NOW $99 CH Virtual Pilot Pro NOW $75 Msoft Sidwndr Pro Pd NOW $39 TM FLC f16 System NOW $108 

gives you the edge you need in advanced tactical 
CH F16 Combatstick NOW $60 Gravis GrlP Controllr NOW $85 Sound Blaster 16 Val NOW $95 TM Flight Contr Pro NOW $99 

warfare. 
CH F16 Fighterstick NOW $100 Gra~s GrlP Pad 2 Pk NOW $24 Sound Blaster 32 PNP NOW $152 TM GP1 NOW $74 

Thrustmaster CH Flight Stick Pro NOW $50 Gravis Grp Stnd Alne NOW $69 Sound Blaster 64 AWE NOW $179 TM Game Card NOW $25 

Release Date: NOW PC $128 CH force fX NOW $169 Gravis PC Game Pad NOW $19 Space Orb 360 NOW $75 TM Phazer Pad NOW $47 
CH Game Card 3 Auto NOW $26 Gravis PC Gampd Pro NOW $27 Stealth 64 2 MB VRm NOW $299 TM Rudder Contr Sys NOW $98 
CH Jane's Combt Stick NOW $71 GrvGrp/GmPdPr,\q>t NOW $19 Stealth 64.2 MB ORm NOW $136 Verbal Commander NOW $85 

'THRUSTMASTER F-16 TQS' Complete your arsenal of con-
COMPUTER GAMES: 3D ACTION trols with this fully programmable throttle with thumb track-

ball and requires Thrustmaster's F-16 FLCS. Blood NOW $46 Firefight NOW $38 Powers lave NOW $39 Star Trek Genrtions NOW $48 
Thrustmaster Chasm NOW $44 Freelancer 11/97 $44 Prey NOW $50 Terminator Futr Shock NOW $46 

Release Date: NOW PC $108 Crusader No Remorse NOW $26 Golgotha 09/97 $48 Quake NOW $53 Terra Nova NOW $23 

'FAl.lDUT' Set in the aftem,ath of a world-wide 
Crusader:No Regret NOW $34 Hexen 2 08/97 $49 Quake Miss Pak 1-2ea NOW $29 The fallen NOW $41 

nuclear war, n is yourchalk!nge to survive, as a Vault-
Dark Forces NOW $30 Hexen W95 NOW $21 Rebel Moon Rising NOW $40 Time Commando NOW $34 

dwelk!r, a person who has grown up in a secluded, 
Dark Frees 2 Jedi NOW $53 MOK NOW $44 RoboTron X W95 NOW $41 Tomb Raider NOW $42 

underground survival vault. Circumstances force you 
Dark Vengeance NOW $45 Meat Puppets NOW $44 Ruins NOW $48 Tomb Raider 2 09197 $44 

outsKle, to a strange world 80 years after the end of 
Doom 2 W95 NOW $26 MindWarp NOW $42 Shadow Warrior 08/97 $49 Tremor for Quake NOW $19 

modem civilization. A world of mutants, radiation, 
Duke Nukem 30 Atmc NOW $46 Normandy 97 09/97 $36 SkyNET NOW $39 Unreal 08/97 $48 

gangs and viok!nce. 
Duke Nukm 30 Plu Pk NOW $26 Perteet Weapon W95 NOW $40 SlamScape W95 NOW $42 XS NOW $46 

lnterplax COMPUTER GAMES: SPORTS 
Release Date: 07/97 PC CD $4 

30 Ultra Mini Goll NOW $42 frnt Pge Spts GIi Bnd NOW $48 Lunar Golf NOW $44 PGA Tour 96 Sawgrss NOW $19 

'REDNECK RAMPAGE' is a ruckus-raisin' riot of a 1st person APBA Pro Boxing NOW $38 Fron Pge fbll 97 W95 NOW $38 MS Soccer NOW $44 PGA Tr 96 Spnsh Bay NOW $19 

30 shooter set in the town of Hk:kston, Arkansas. Armed with Aaron VS Ruth W95 NOW $39 Grand Slam '97 W95 NOW $43 Madden Football 97 NOW $45 PGA Tour 96 Wntwrth NOW $19 

up to ten impractical weapons, players blast their~ through Adidas Power Soccer NOW $32 Hardball 6 07/97 $42 Micr1eague Basebll 6 NOW $34 PGA Tour Glf 96 W95 NOW $37 

country bars, trai~r pal1ks and chk:ken processing plants in British Open Golf NOW $44 Hooves Thunder W95 NOW $35 NBA Live 97 NOW $45 Pro Golf 09/97 $42 

search of their pig who's been abducted by evil ruiens. Crush! Deluxe NOW $44 Jack Nicklaus Golf 97 NOW $46 NCAA Bball final 4 97 NOW $40 Ten Pin Alley W95 NOW $40 

lnterplal Extreme Street Hockey NOW $42 Legends fB 97 W95 07/97 $43 NCAA Champ Bsktbll NOW $38 Tnpple Play 98 NOW $45 

Release Date: NOW PC CD $4 FIFA Soccer 97 NOW $45 Links LS NOW $46 NFL OB Club 98 09/97 $46 Wortd Series BBall 98 07/98 $42 
f PS Baseball 97 NOW $40 Links LS Oaklnd Hills NOW $19 NHL Hockey 97 NOW $46 Worldwide Soccer 98 07/97 $39 

'LEISURE SUIT LARRY HOVE FOR SAIL' drops Frnt Pge Sprts Skiing 10/97 $42 Links Pro Val Halla NOW $19 PBA Bowling 2 NOW $35 Wnd Cup Gn Oor Bch NOW $19 
a world class lounge lizzard onto a cruise ship COMPUTER GAMES: ADVENTURE filled with gorgeous women. Sort along with 
Larry using an authentic scratch 'n' sniff card 10th Planet 11/97 $48 Curse of Monkey Isle 07/97 $48 Redneck Rampage NOW $46 The Last Express NOW $53 
included in the box. Meet the ship's sexy skipper, 7th Guest W95 NOW $23 Death Trap Dungeon 09/97 $44 Return to Krondor NOW $45 Timelapse Anc Civil NOW $46 
a casino fly , a mother-daughter singing duo and Abe's Odysee 08/97 $42 Demon Isle 10/97 $48 Reverence 08/97 $43 Trtanic Jrny Out Time NOW $44 

Advntres on Lego Isle NOW $35 fable NOW $45 Siege of Stormhaven 10/97 $48 Tone Rebellion 09/97 $52 
Sierra Athanor 07/97 $40 Kings Quest 8 12/97 $48 Sign of the Sun 07/97 $34 Toonstruck NOW $48 

Release Date: NOW PC CD $48 Atlantis 07/97 $40 Leisure Suit Larry 7 NOW $48 Solar Crusade 07/97 $44 Trespassr Jrssic Park 10/97 $48 
Beavis Butthd Virt St NOW $31 Myst2 07/97 $52 Space Quest 3000 07/97 $45 Twinsen's Odyssey NOW $46 

PROFESSIONAL VOL. 2' combines the Blade Runner 10/97 $48 Neverhood NOW $50 Star Trek Voyager 11/97 $48 Urban Decay 07/97 $43 

d Draw with some very different table stakes, Byzantine NOW $46 Outlaws W95 NOW $48 Star Trk Str flt Acad NOW $55 Zork: Grnd Inquisitor 10/97 $50 

ponents who are willing & able to bet it all for Corty's Adventure 08/97 $45 Redguard 10/97 $54 SurrealW95 08/97 $42 Zork.:Nemesis NOW S06 

beat the pants off you! HINT BOOKS Art Woll( 
Release Date: NOW CD $39 AH640 Longbow NOW $18 Civilization 2 NOW $16 Heroeso!M&M2 NOW $16 Pandora Directive NOW $16 

Anvil of Dawn NOW $14 Crusader: No Regret NOW $18 Kings Field 2 NOW $12 Rebellion 06/97 $16 
Best Action & Arcade NOW $19 Oaggerfall Chronicles NOW $19 Land Lore 2 06/97 $16 Return to Zork NOW $12 

'GIRLFRIEND DONNA' Wnh your new girlfriend Best Adv & NOW $19 Dark Forces 2 06/97 $16 Legacy of Kain NOW $13 Star Control 3 NOW $16 
game, you can get to talk to one of the cutest Best Sim Games NOW $19 Descent 2 NOW $18 Lighthouse NOW $16 Starcraft 07/97 $16 
women in the world IN PLAIN ENGLISH! Our Best Strategy & War NOW $19 Diablo NOW $16 Magic the Gathering NOW $16 Tomb Raider NOW $10 
game features and artfficial intelligence break- Birthright NOW $19 Duke Nukem 3D Edilr NOW $16 Master of Orion 2 NOW $16 Warlords 2 Obc Ott Gd NOW $16 
through. Watch her respond like a real woman. Blood & Magic NOW $16 Dungeon Keeper 06/97 $13 Mech2 Mercenaries NOW $16 Wing Commander 4 NOW $18 

Treasure Chest C&C Red Alert NOW $16 Dungeon Master 2 NOW $16 MechWarrior2 NOW $16 X·wing vs Tie Fightr NOW $16 
Release Date: NOW PC CD $49 Caesar 2 NOW $16 Fade to Black NOW $18 Myst Official Secrets NOW $16 ZorkNemesis Unauth. NOW $13 

COMPUTER GAMES: ADULT 
'X-COM APOCALYPSE' You command the elne 2069 Oriental Sex NOW $50 Fun House NOW $39 Outpost 69 NOW $40 Sex TV 2 NOW $25 

X-COM troops as they investigate and repel an AssTroids NOW $40 Girlfriend Donna NOW $49 Passion Poker NOW $29 Sex With Jena NOW $49 

ruien invasion of Earth. You research and manu- Crystal Fantasy NOW $34 Heidi's House NOW $36 Penetration NOW $16 Space Sirens 2 NOW $34 

facture weapons, am,or and Vllhicles. Destroy Cyber Photographer NOW $39 Hot Leather 2 NOW $25 Porn Mania NOW $29 Strip Poker Pro 2 NOW $39 

the ruiens before n is too late. CyberXperience NOW $29 Interact Seymore Bt 2 NOW $49 Porno Poker NOW $36 Ultra Vixen NOW $49 

Mlcro~ose Diva X Rebecca NOW $39 Japan Interactive NOW $46 Private Investigator NOW $49 Venus Playhouse NOW $29 

Release Date: NOW PC C $45 Dream Machine 2 NOW $49 Latex NOW $44 Private Prison NOW $44 Virtual Sex 2 NOW $39 
Duke Screw'em NOW $46 Lust Connection NOW $39 Samurai Pervert 2 NOW $64 Virtual Valerie 2 NOW $36 
Fantascenes NOW $34 Nasty Parts NOW $29 Scissors N' Stones NOW $19 Virtual Victor NOW $42 
Fantascenes Anal NOW $39 Nightwatch 3 NOW $46 Sex castle NOW $29 Virtually Yours 2 NOW $39 
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Tm, RH.IASE PRICE TITlf REL.WE PRICE Tm, RELU.S( PRICl 

1830 RR/Abbr Baron NOW $34 Commnd & Cnqr W95 NOW $40 Into the Void NOW $28 
7th Legion NOW $48 Command HO NOW $18 Jaggd Aline Odty Gme NOW $44 
Achtung Spitfire 07/97 $40 Conq of Nw Wrtd Dix NOW $48 Jagged Alliance NOW $19 
Admiral Ancient Shps 08/97 $44 Conquered Kingdoms NOW $19 Jutland NOW $19 
Admiral Sea Battles NOW $41 Conquest Earth NOW $44 KKNO NOW $38 
Advancd Civilization NOW $39 Conquest New World NOW $21 Lords Realm 2 Exp Pk NOW $28 
Atterlife NOW $46 Creature NOW $34 Lords of Magic 10/97 $48 
Age of Empires 07/97 $48 Dari< Reign Future Wr NOW $48 Lords of the Realm 2 NOW $39 
Age of Wonders 08/97 $47 Darldight Conflict NOW $42 M Gathmg Battlemage NOW $42 
Agents of Justice 07/97 $48 Deadlock NOW $27 M.A.X. NOW $48 
Amphlbius Assault 07/97 $48 Destiny W95 NOW $29 Machiavelli the Prince NOW $19 
Ares Rising 11/97 $46 Dominion NOW $40 Master of Magic NOW $41 
Army Men 09197 $46 Dune 2 NOW $22 Master of Orion NOW $19 
Ascendancy NOW $35 Dungeon Keeper NOW $46 Master of Orion 2 NOW $44 
Battlecruiser 3000 NOW $16 Emperor of Fadng Sns NOW $29 Mechcommander 08/97 $48 
Battles of Destiny NOW $12 Empire 2 W95 NOW $24 Mighty Machines W95 NOW $32 
Birthright W95 NOW $29 Empire Dix Mstr Ed NOW $19 Mission Force NOW $48 
Blood & Mag~ NOW $46 Enemy Nations W95 NOW $29 Mssn Fn:e:Cyblstrm 2 09/97 $42 
Buccaneer 09/97 $46 Evolution NOW $40 Navy Strike NOW $34 
C & C RA Cntr Slnke NOW $21 Fallen Haven W95 NOW $47 New Order NOW $48 
C & C Red Alert W95 NOW $48 Fallen Heroes 09/97 $46 Outpost 2 07/97 $48 
Caesar 2 NOW $48 Flight Commander 2 NOW $39 Pax lmperia 2 W95 NOW $4B 
Capitalism Plus NOW $46 Forbes Crp Ader Gme NOW $45 Pirates Gold NOW $19 
Castles 2 NOW $12 Fragile Allegiance NOW $46 Populous 3 08/97 $48 
Cave Wars NOW $39 Free Enterprise NOW $45 Railroad Tycoon NOW $24 
Celtic Tales NOW $34 Galactic Mirage W95 NOW $41 Reach for Stars 2 NOW S4B 
Chaos Overlords W95 NOW $19 Gallacl~ Challenge NOW $19 Rebellion W95 NOW $52 
Civilization 2 NOW $41 Hroes M & M 2 Ex Pk NOW $25 Risk W95 NOW $41 
Civilization 2 Seen NOW $26 Heroes M&M W95 NOW $29 Romance 3 Kngdms 4 NOW $34 
Civilization Network NOW $25 Heroes Mighl & Mag~ NOW $32 Semper Fi 09/97 $46 
Colonization NOW $25 Heroes of M & M 2 NOW $35 Sentient NOW $33 
Comm Cnq Cvert Ops NOW $22 History of World NOW $39 Settlera 2 Gold NOW $38 
Command & Conquer NOW $40 Imperialism 09/97 $34 Settlers 2 Missions NOW $12 
Commnd & Cnquer 2 11/97 $48 lmperium Galactica NOW $32 Shadow of the Emp NOW $35 

COMPUTER GAMES: WAR 
Afnka Korps NOW $42 Battleground Bull Aun NOW $42 Lasl Blitzkneg NOW $44 
Age ol Ironclads 09/97 $42 Battleground Md East 07/97 $42 Myth NOW $50 
Age of Oara 10/97 $42 Battleground Shiloh NOW $30 Napoleon in Russia 07/97 $42 
Age of Sail NOW $42 Battleground WalertooNOW $32 Over the Reich NOW $39 
Aide de camp 2 NOW $44 Close Combat W95 NOW S3B Pacific General W95 07/97 $45 
American Civil War NOW $45 East Front NOW $42 Panzer General 2 11/97 $42 
Battle of Bulge NOW $42 Fantasy General NOW $35 Panzerblitz NOW $42 
Battlegmd Gettysburg NOW $32 Great Battles Alexndr NOW $44 R E Lee cw Gen W95 NOW $4B 
Battl~round Antietam NOW $41 Hal'J)OOfl 2 Deluxe NOW $25 Steel Panthers NOW $37 
Battleground Bulge NOW $28 Harpoon 97 W95 NOW $44 Steel Panthers 3 11/97 $45 

BOARD GAMES 
ASL Solo Rules NOW $29 Civil War NOW $19 Great War at Sea 1 NOW $32 
Advanced Squad Ldr NOW $38 Civilization NOW $29 Hannibal NOW $32 
ASL Code Bushido NOW $29 Colonial Diplomacy NOW $42 Harpoon Box Set NOW $41 
ASL Hollow Legions NOW $19 Crisis Korea 1995 NOW $29 History of the World NOW $27 
ASL Leatherneck NOW $9 Crisis Sinai 1973 NOW $25 Hobbit Adventure NOW $29 
ASL Pegasus Bndge NOW $24 Cry Havoc NOW $25 Invasion Norway NOW $30 
Advanced Third Reich NOW $38 Dark Blades NOW $25 Ironclads NOW $32 
Age ol Renaissance NOW $42 Days of Decision 2 NOW $42 Jena NOW $38 
Axis & Allies NOW $33 Decision in France NOW $15 Kingmaker NOW $19 
Axis & Allies Cntrt Pwr NOW $30 Deluxe Diplomacy NOW $42 Knlghtmare Chess NOW $13 
Axis & Allies Max Adv NOW $10 Die Hanse NOW $55 Krieg I NOW $32 
Axis & Allies Exp t NOW $14 Dragon Lords NOW $29 L'Armee du Nord NOW $29 
Battles Forgotten War NOW $42 Empire Builder NOW $25 La Bala Mnt St Jn Dix NOW $62 
Battles of Alexander NOW $33 Empire of Rising Sun NOW $41 La Bala de Ligny NOW $39 
Battles of Waterloo NOW S33 Federation & Empire NOW $38 La Bala de Wavre NOW $22 
Batttespace NOW $26 Feudal NOW $18 Leros Island Prize NOW $35 
Battletech NOW $19 Field Command NOW $30 Lion of the North NOW $29 
Bloodst Day Antietam NOW $29 Fire in the East NOW $58 Lords of Sierra Madre NOW $34 
Blue & Gray NOW $25 Flashpoint: Golan NOW $29 Lunch Money NOW $15 
car Wars Deluxe NOW $21 Geronimo NOW $32 Mystical Circle NOW $35 
Chancellorsville NOW $34 Gettysburg NOW $15 Napoleon's First Battle NOW $24 
Circus Maximus NOW $11 Grand Prix NOW $19 Napoleon's Lasl Battle NOW $25 

ROLE PLAYING GAMES 
AO&O Core Rules NOW $54 Ara Maglca 4th Ed NOW $26 GURPS Warehouse 23 NOW $15 
AO&O Cmbl & Tactic NOW $17 Bubblegum Crisis NOW $20 HarnWortd 2nd Ed. NOW $15 
AD&D OM Guide NOW $16 can of Clhulhu NOW $1B Heavy Gear NOW $25 
AO&O Monstr Manual NOW $20 Conspiracy X NOW $20 Hidden Invasion NOW $17 
AD&D Playera Handbk NOW $20 Cyberpunk 2020 NOW $17 In Nomlne NOW $25 
AO&D Sijlls & Powera NOW $17 Dragonlance 5th Age NOW $21 Mage 2nd Ed. NOW $21 
AD&D Spells & Magic NOW $19 Earthdawn NOW $25 Mutation NOW $30 
AD&D Pia er Pack NOW $16 Fading Suns NOW $22 Once U on a Time NOW $14 

COMPUTER GAMES: ROLE PLAYING 
Arena Deluxe NOW $47 Dungeon Master 2 NOW $18 Legcy of Kn Bid Omn 08/97 $48 
Battlespire 09/97 $49 Elder Scrolls 2 NOW $56 Mageslayer 09/97 $46 
Betrayal in Antara NOW $48 Elder Scrlls Mrrowind 02/98 $54 Might & Magic VI 11/97 S4B 
Dark Project 11/97 $49 FR Dscnt lo Undrmln 08/97 $46 Of Light & Darl<ness NOW S4B 
Oiablo NOW $37 Fallout 07/97 $48 Ravnlft 2 Stn Prop NOW $19 
Die By the Sword NOW $48 Lands Lore Grdns Ost 08/97 $48 Alms of the Haunting NOW $54 

Disciples of Steel NOW $12 Lands of Lore NOW $29 Rims Ari< Shadw Riva NOW $45 
Dragon Lore 2 NOW $39 Lands of Lore NOW $25 Serpent's Kiss 07/97 $43 

Tm, 

Shattered Nations 08/97 
SimClty 2000 W95 Net NOW 
Simlste NOW 
SimParl< W95/W3 NOW 
SimTower NOW 
SimTown NOW 
Simclty 2000 Spec Ed NOW 
Simcity 3000 11/97 
Space Trading 11/97 
Spaceward Ho! 4 NOW 
S1ar Command NOW 
Star Control 3 NOW 
Star General NOW 
Star Legions NOW 
Star Nations NOW 
Starcraft Expansion 10/97 
Slarcratt W95 09/97 
Starship Troopers NOW 
Steel Legions 10/97 
Submarine Trtans 09/97 
Syndicate Wars NOW 
Transport Tycoon NOW 
Uprising 10/97 
Wages of War NOW 
War Gods W95 NOW 
Warcraft2 NOW 
Warcratt 2 Add On NOW 
Warlords 2 Dix NOW 
Warlords 3 08/97 
Warwind 2 11/97 
Warwind W95 NOW 
Wooden Ship Iron Men NOW 
X-Com Apocalypse NOW 
z NOW 

Sll Pnlhra Cmpl-2 ea NOW 
Steel Pnthra 2 Cmpn 1 NOW 
Steel Pnthra 2 NOW 
TACOPS NOW 
Tank Resistance 2024 08/97 
Third Reich NOW 
Tigera on the Prowl 2 NOW 
V Victory Bundle NOW 
War Inc 07/97 
Wargame CS3 Rifles NOW 

Necromunda NOW 
No Better Place Die NOW 
Pain Doctor NOW 
Quebec 1759 NOW 
Rats NOW 
Rebels & Redcoats I NOW 
Risk NOW 
Robo Rally NOW 
Samurai Swords NOW 
Settlers of Galan NOW 
Sherlock Holmes NOW 
Sllen!Dealh Dix NOW 
Space Chess 30 NOW 
Space Hulk NOW 
Squad Leader NOW 
Star Fleet Battles NOW 
Texas Revolution NOW 
Wadjet NOW 
Warhammer 40K NOW 
Warhammer Fantasy NOW 
Warhammer Quest NOW 
World in Flames Dix NOW 

Rifts NOW 
Robotech NOW 
Shadowrun 2nd Ed. NOW 
StarWars Revised NOW 
Traveller NOW 
Vampire 2nd Ed. NOW 
Werewolf NOW 
Wraith NOW 

Star Tri< TNG Fnl Unity NOW 
Stonekeep NOW 
Terracide 08/97 
Uttima 7 Series NOW 
Ultima B Pagan NOW 
Uttima Online 07/97 
Ultima Undrwld 1 & 2 NOW 
Wizardry Gold W95 NOW 
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'IF-22 RAPTOR' The most 
lethal jet fighter ever 
designed. Combining 
advanced stealth capabili
ties with superior dog
fighting and air-to-ground 
strike capability, you will 
dominate the skies of the 

21st century. You will soar over more than 160,000 square 
miles of photorealistic terrain. Strap yourself into an active 
cockpit where everything you see, every switch and button 
actually works, where you can simply click on the controls, 
right there on the screen. 
Interactive Magic 
Release Date: 07 /97 PC CD $49 

'COMANCHE 3' Missiles away! The helicopter itself is 
fully light-sourced, shaded and rendered with 30 real
time animation, while easier to get into and handle. 
Night time maybe the right time for many of 
Comanche's missions. 
NOVALOGIC 
Release Date: NOW PC CD $49 

'DIABLO' As a young boy, you return to your vil
lage to find it razed and your family dead. 
Exploration of the countryside reveals that a sim
ilar fate has befallen neighboring towns except for 
one. 
Blizzard 
Release Date: NOW PC CD $37 

'NEED FOR SPEED II' Carving swaths of pavement 
from majestic Himalayan highways to twisting 
Yucatan roads, you are driving the most coveted vehi
cles ever to incinerate a radar gun. 
Electronlc Arts 
Release Date: NOW PC CD $46 

'PACIFIC GENERAL' With full Japanese and Allied 
Campaigns to choose from, a Scenario Edrtor and 
Battle Generator, you will command the Pacific as no 
other general has. Victory condrtions are based on 
capturing enemy hexes, losses to your own forces 
and enemy casualties. 
SSI 
Release Date: 07 /97 PC CD $45 

'LANDS OF LORE II ' You are Luther, cursed son of the 
Sorceress of Darkness, exploring treacherous lands in 
search of ancient magic, a super power that will release 
you from your vile birthright. 
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Theme Hospital 
Get me an IV drip of strategy tips in Cubicle 4! Stat! 

Bullfrog's wacky medical management game seems to be causing lots 
of headaches out there, so here's a comprehensive play guide direct 
from the game's designers. 

The first thing you should think about 
when you enter a new level is Planning. 
If you don't plan your hospital well 
enough, you'll soon run out of space, 
and your patients will be wandering all 
over the place. When you start a level, in 
the bottom left-hand corner of the 
screen you'll see the Build Timer. This 
gives you about two to three months of 
free time to plan and build the start of 
your hospital without the worry of 
patients. Use the time wisely because 
you cannot get it back. 

Think of designing your hospital as 
a production line. What are patients 
going to use first, and are they going to 
need them again? What rooms will they 
use last, and will it matter if they are a 
long walk away? Think about dividing 
your hospital up into diagnosis and cure 
sections, as these two areas of your hos
pital will be completely separate. Once a 
patient has been diagnosed and sent to 
be cured, he or she will rarely return. 
Corridors for your patients to walk in are 
important too. Design your hospital so 
that all your rooms have easy access, 
and leave plenty of space to put benches 
outside rooms. Patients hate standing 
up, so you'll need about three benches 
per room. 

First, you'll need a receptionist to 
welcome patients to your hospital. 
Always place her at the entrance so that 
she can see the new patients right away. 
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Remember to leave some space for a 
few benches and another reception desk 
or two. You won't need a huge reception 
area, as your aim should be to get your 
patients seen by a GP (general practi
tioner) as soon as possible. Also, after a 
year or so, your single receptionist may 

DUl~DING TIPS 
Building your hospital incorrectly can cost 
you the level. Here are four hot tips from the 
Bullfrog testing team: 

1. Keep your corridors at least three squares 
wide. This way, you can have benches and 
other objects on both sides of the corridor and 
still have space to walk. 
2. Although it's good to make rooms large, 
often they do not need to be. You can make 
rooms that are hardly ever used, such as cure 

not be able to cope with all the patients 
entering your hospital, so you'll need to 
put down some more reception desks 
and receptionists. 

Build a GP Office 
Next, you should have a GP's Office. This 
is the most important room in your hos
pital because patients will need to visit a 
GP first, and it is the only room where a 
patient can be told what his or her dis
ease is. All the other diagnosis rooms do 
is increase the diagnosis percentage. 

As your GP's Office is going to be 
visited first, always build it near the 
receptionist. This cuts down the distance 
the patient has to walk. It's a good idea to 
leave space for a few more GP's Offices 
for when you expand. Building them in 
one place may seen messy, but it allows 
you to quickly look at each of them 
without hunting them down. The lines of 
patients at a GP's Offices can grow quite 
quickly, so keep a constant watch. 

Diagnosis and 
Research Rooms Are Next 
Your diagnosis rooms are the main 
machinery of your hospital. They will be 
constantly seeing patients and adding to 
the patient's diagnosis percentages. It's 
a good idea to keep these rooms close 
to the GP's Offices so the patients don't 
have so far to walk. Leave space for 
more diagnosis rooms as they will get 
full up quickly, and the more you have of 
them, the better. 

Not all the diseases will use every 
diagnosis room, so it's no good just 
building a General Diagnosis Room and 
a Psychiatric Room and hoping it will all 
go well, because it won't. You'll soon 
get lots of patients with incomplete diag
nosis, and when you start sending them 
all to be cured, you'll have loads of 
deaths on your hands. 

The only way to get more diagnosis 

rooms, as small as possible to save space. 
3. Build your Wards close to Operating 
Theaters, as patients who need a surgical 
cure have to prepare by sleeping in the Ward. 
The Ward is also a diagnosis room, so be 
careful where you build it. 
4. Don 't build all at once. You may find that 
you've bu ilt in a rush, have rooms that aren 't 
being used and therefore will run out of 
money. Bui ld the basic rooms first and then 
wait until more patients start to arrive. 
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rooms is to research . You should build 
a Research Room as soon as possible 
and get your doctors studying. Put 
at least a few researchers in the 
Research Room and adjust the percent
ages on the Research Screen - other
wise noth ing will be done. It may be 
expensive to do, but you ' ll reap the 
rewards later. The Research Room can 
be built anywhere in your hospita l, as 
patients will rarely go there. 

The Cures Section is Last 
The last section of your hospital is your 
Cures section. The first Cure Room you 
should build is a pharmacy, as th is room 
is used the most. Later in the level, you 
may need more than one pharmacy, 
especially for emergencies, so keep 
some space free. The Cure Rooms are 
only going to be visited once, so they 
can be on the outer reaches of your hos
pital. These Cure Rooms may be expen
sive, but as soon as a few patients get 
cured in them, your reputation w ill grow, 
and even more patients will arrive. The 
money will start rolling in. Operating 
Theaters and Psychiatry rooms are dif
ferent from other Cure Rooms. Only 
think about building these once you 
have the staff to use them (two surgeon 
or psychiatrists), otherwise you'll have 
massive lines of patients outside the 
rooms and no way of curing them. As 
Psychiatry Rooms both diagnose and 
cure patients, you should put them 
somewhere between the Diagnosis and 
Cure sections to keep the patients 
flowing smoothly. 

Support Staff and Rooms 
The final rooms that you will have to th ink 
about placing carefully are the Staff Room 
and the Toilets. Staff Rooms can be out of 
the way of the hustle and bustle of your 
hospital, but Toilets will need to be where 
patients can get to them. 

Although you will need only one 
Staff Room at the start, as you begin 
expanding, you' ll have more staff and a 
wider area to cover. Your Staff Room will 
soon become overcrowded and con
gested, and patients will be forced to wait. 
You can build more than one Staff Room, 
so spread them out around your hospital. 
The further a member of staff has to walk, 
the longer it will take them to get back 
and this can create massive lines. 

You can get away without having 
any Toilets in your hospital, but patients 
will quickly get angry and urinate on the 
floor. Left unchecked, you could be 

facing a vom it wave, epidemics, and 
failure. Build a Toilet in each new plot 
and close to Cure Rooms, especially the 
Operating Theater. Patients will only be 
wanting the toilet after spending a few 
months in your hospital, by which time 
they will be waiting for their cures. 

Advanced Tactics 
Now that you have your hospital up and 
running, keeping it maintained is 
another matter. You need to know your 
win criteria for that level. Look at the 
Status Screen and keep a close eye on 
the win criteria bars. If you put your 
mouse pointer over the bars, tool tips 
will appear telling you how much you 
have and how much you need to get 100 
percent in that criteria. Hospital Value is 
all of your material wealth and can only 
be boosted by buying new objects. If 
you just need Hospital Value to win, 
then buy some more rooms - the more 

expensive, the better. You can then do 
the reverse if you need money but have 
plenty of Hospital Value. Selling some 
rooms could help you finish a level 
sooner. Some levels will not requ ire you 
to gain lots of cures or money, so take 
advantage of this. 

Buying good staff is very important 
because, as the level progresses, the 
staff available for hire will become 
worse and worse. Don't be afraid to buy 
lots of staff early, especially surgeons, 
even if you haven't got an Operating 
Theater. These doctors can still work in 
normal Diagnosis Rooms, and they will 
take another worry off your mind. If you 
still don't have enough doctors of a cer
tain type, which may happen a lot in the 
later levels, train them and teach other 
doctors the skills in the Training Room. 
Only consultant doctors can teach, but it 
doesn't matter if none of your consul
tants have the right skill. Just train a 
doctor with that skill to consultant level 

and then set him teaching 
instead. Try and teach him 
multiple skills while you 
are doing this. This will 
then give your staff more 
than one possible job, and 
then you'll always have 
skilled staff, like surgeons, 
at hand. You can also put a 
skeleton and a bookcase in 
the Training Room. These 
will speed up the training 
of the doctors. 

Hire more staff than 
you need because you 
may have a sudden rush of 
patients. Also, staff will 
need to go to the Staff 
Room, so others will have 
to take over their jobs. Be 
careful that you don't 
overdo it though, as all 
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these staff will cost money. 
Plants, radiators, and fire extin

guishers are often difficult to place 
down. You' ll need lots of radiators as 
staff and patients get cold quickly. Put 
radiators in the most frequently used 
rooms and in corridors. Corridors and 
rooms are completely separate when it 
comes to heating, so a radiator in a cor
ridor will not heat a room. Larger rooms 
will require more heating, but the radia
tors do not have to be spread out as 
they will each heat the whole room. On 
the other hand, the heat in a corridor 
will depend on how far away a patient is 
from the radiator. If you have hardly any 
radiators, then they will have no effect 
on staff and patients, and they will 
freeze. Place them by seating and room 
entrances. Think about placing drinks 
machines close by as well, as the hotter 
a patient it, the more thirsty he will get. 

Plants require watering, so the 
more plants you have, the more 
Handymen you will need. Plants make 
patients happy, but dead plants have a 
negative effect, so keep on top of them. 
A Handyman will not water a plant he 
can't get to, so keep a good eye on them. 

Fire extinguishers may seem use
less, but they do the same job as plants 

and don't need watering. They also 
delay the explosions of machines, there
fore they are more useful in rooms. 

Attracting patients to your hospital 
is difficult. A good way to get your repu
tation up is to drop your prices a bit. This 
will give you the edge over the computer 
players you need. Try not to kill patients. 
This may sound obvious, but it does 
affect your reputation, and you can get 
large cash bonuses at the end of the year 
for not killing any patients. 

When you have a Research Room 
and you research the Computer or the 
Atom Analyzer, if you have the money, 
buy one, as they will accelerate all your 

research . Once you have researched all 
the rooms, don't stop there. Research all 
your drugs to 100 percent, otherwise 
you'll be killing your patients unneces
sarily. Improving your machines is also 
a bonus because a machine with a high 
strength will require less maintenance 
and will not be damaged by earthquakes 
as much. 

Keep repairing machines because 
the more times they have been used 
before being repaired, the more chance 
there will be that the strength will be 
reduced by one. Don't let the strength 
go below about seven, as it wi ll then 
tend to drop rapidly and blow up when 
you're not looking. Replace these 
machines when you need to as well. 

Earthquakes can severely damage 
you machines, so if you get an earth
quake warning, slow the game down by 
pressing '1' and look at all your 
machines. Repair those that need it and 
replace those which are in danger. Don't 
build a room once you've had the 
warning, as it will most likely be dam
aged and a possible waste of money. 
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To help you play the game well , there 
are a number of shortcuts you should 
learn. On the Patient Information Panel, 
you can click on the spy windows with 
the left mouse button to zoom to that 
patient, and then right click to cycle 
through all the other patients in the hos
pital. You can do the same w ith each 
type of staff, and left clicking on the staff 
photo will take you to the Staff Screen. 

If you right click on either the emer
gency timer or the epidemic timer, you 
will bring up the Information Panel for 
the first member of that emergency or 
epidemic. If you keep right-clicking on 
the t imer, you ' ll cycle through all those 
patients. This way, you can easily see 
who has what disease and then you can 
quickly move them around your hospital. 

Epidemics can be a pain on busy 
levels. Make sure that you can handle 
one before trying to cover it up. If it is a 
visual disease, then you may not have 
the cure machines for it. The same may 
be the case for emergencies. If you have 
an emergency of more than six for only 
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one room, you will probably not be able 
to cure them all in time. Leave space for 
extra rooms. It is often a good tactic to 
just build the room for the emergency 
and then delete it afterwards. You ' ll sti ll 
make a profit if the room is cheap. 

If you don't take care of your staff 
very well, they w ill start asking for pay 
rises or bonuses. Letting them rest fre
quently is one way of preventing this, so 
lower the Staff Rest bar on the Policy 
Screen to about 30-50 percent as staff start 

to get annoyed when they are 60 percent 
tired. Make sure you have plenty of Staff 
Rooms to cope with the increase of resting 
staff. Plants and Fire Extinguishers make 
staff happier as well, and happy staff make 
better diagnosis' and cures. 

Lines (or, as the British folks 
call it, Queues) 
One of the most important parts of 
Theme Hospital are the lines for rooms. 
If you let your lines get too long, then 
you ' ll start to get traffic jams. People will 
leave, vomit, and die. Considering this, 
it 's a good idea to watch your lines and 
keep them to a bare m inimum. If your 
line gets above four, then build another 
room. Rooms that will clog up quickly 
will be the GP's Office and the Pharmacy. 

If you still have problems with the 
lines, then adjust the Max Queue Sizes 
on the Queue Panel (to bring this up, 
click on the room's door). If you have a 
lot of GP's Offices in a row, then careful 
manipulation of these numbers will even 
out the lines in the rooms and then you 
can leave them to run themselves. 

If you have patients dying or part of 
an epidemic, then you can move patients 
to the front of the line by bringing up the 
Queue panel and then dragging the 
patient on to the door symbol. 

It is a good idea to watch single 
rooms, particu larly the Psychiatric 
Room, when you only have one psychia
trist because he can sometimes go into a 
different room if the line is empty. He 
w ill then stay in that room and not 
notice when the Psychiatric Room has a 
six person line. The best way to combat 
this is to hire more psychiatrists, as one 
can take over once the other has left. 
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Readers· Requests 
Don't give ilp hope; we're here to help! 
From strategy tips for X-COM: UFO Defense and Deadlock to cheat 
codes for War Wind and Privateer 2: The Darkening, you can always 
count on Readers' Requests to help you out of that tight jam! 

I know cheating isn't always the best 
way to play a game, but War Wind is 
giving me a lot of trouble. Could you see 
fit to list some cheats for it? 

- Matt Swift, Orlando, FL 

Your wish is our command. Take a look 
at the cheats listed in Cheater's Corner 
for the solution to your problems/ 

X-CON: UFO Defense 
I think you'll all agree that X-COM: UFO 
Defense is one of the toughest games 
ever. However, I have discovered a few 
ways to get tons of money with which to 
kill the alien scum. One way to get a lot 

of cash is to manufacture and sell your 
new devices. In the early game, before 
you have researched other things, you 
will be able to make a substantial 
amount by making and selling motion 
scanners. Later on, the craft fusion ball 
launcher and the craft laser cannon are 
the most efficient cash cows. You should 
always have your engineers working on 
these items if they are not working on 
something else that you plan to use. 

The second way to make money is to 
capture and recreate alien ships as soon 
as possible. With the exception of the 
Lightning, the alien ships are better than 
your standard craft and will help you save 
a lot of cash on monthly maintenance. 

My third rule is to get a hyperwave 
decoder very quickly. Once you have 
that, you can sell all of the existing radar 
at that base since it detects 100 percent 
of the UFOs in range. While the decoder 
costs a lot, you will save on monthly 
maintenance since you need many radar 
stations to detect UFOs reasonably. 

The fourth way to save is only viable 
if you have two bases with a relatively 
equal amount of space for engineers/sci
entists. Near the end of every month, 
transfer all scientists/engineers from base 
A to base B, and all scientists/engineers 
from base B to base A. You will not have 
to pay salary to the transferring scien
tists/engineers since they are not at either 
base yet. They should get to their desti
nation early next month ready to con
tinue their unpaid duties. If you have 50 
scientists employed at each base, and 
you use this trick, it will save you about 
six million dollars every month minus 
any transfer costs. 

The fifth rule is to clean out old 
inventory. If aliens attack your base, 
having a bunch of junky rifles and pistols 
will prevent you from getting better 
weapons, as only the top 80 items on the 
sell list will be available for defense. You 
should also be able to get a bundle of 
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dough by selling obsolete equipment 
periodically. The last tip is to please X
COM sponsor countries. If you do excep
tionally well, you can get a pay increase 
of over one million dollars. This includes 
destroying bases as soon as possible and 
eliminating any UFOs with "Infiltration" 
as their mission very quickly. If they 
accomplish their mission, you will lose a 
sponsor country and all of their funding . I 
hope my financial tips have been helpful 
to alien exterminators everywhere. 

- Nick Kraninger, Mequon, WI 

Great tips, Nick! With that kind of finan
cial backing, those aliens don't stand a 
chance against you! 

Privateer 2: The Darkening 
Privateer 2: The Darkening is a great 
game, but I'm having a real hard time 
during some battles. It seems I just can't 
stay alive long enough to become a suc
cessful businessman! Are there any 
cheats that might help me out? 

- Jessica Neringer, Palo Alto, CA 

Why, Jessica, you would cheat to win 
the game? Shame on you! Well, don't 
worry too much, because you're not the 
only one dealing with some tough 
pirates. Take a look at the cheats in the 
box on this page, and you'll be well on 
your way toward becoming the toughest 
merchant in the galaxy! 
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Deadlock 
I've got a little tip, or rather, a strategy, for 
the game Deadlock, for beating the game 

when the difficulty is at 100 percent 
and you're fighting for a 

small or medium planet. 
When you first start 

the game and need to 
choose a landing spot, 

choose either a mountain or 
swamp, best bordering a 

body of water and also another 
mountain range or swamp. Even 

though the manual suggests to land on a 
plain, mountains and swamps are rich in 
resources. When you get right down to it, 
would you rather have a 5,000-colonist 
militia, or enough resources to build a 
holocaust cannon? Remember to make 
sure you have all 36 squares to work with, 
because you're going to need them. 

When you first land, demolish your 
city-center. It doesn't really serve any pur
pose this early in the game anyway, and 
you'll need the space. Besides, it'll boost 
up your resources quite a bit. After you've 
done that, build luxury housing, a factory, 
a surface mine, a university, a nuclear 
power plant, a farm, a laser defense 
system, and a shipyard (if possible). The 
purpose of this is to enable the settlement 
to make all of the resources it needs. This 
saves a tremendous amount of money in 
transporting goods. Then take your colo
nizer and make it colonize the bordering 
mountain/swamp. 

As soon as you get enough money 
and resources, build laser defenses. I like 
to build two rows of them on the lower
right hand corner of the screen. This way, 
you get a pretty decent defense system 
that your enemies probably wouldn't be 
able to penetrate for at least 20 turns. Try 
to do this evenly between the two settle
ments, always putting the first before any 
other event. As soon as your factory is set 
up, start building ASAP. Start with the 
laser squads because you'll need the iron 
for the forts. Make sure four troopers are 
in each of the settlements. Then, if you've 
still got enough iron, go for the laser can
nons. Remember, the best offense is a 
good defense. 
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This is going to be really expensive, 
and that's why you need the shipyard. 
With 80 credits a turn, it's not a bad deal. 
Another way of getting money would be 
to raise the taxes. This can lower morale, 
so it can turn out to be a problem. About 
William R. Trotter's review of the game, in 
which he complained about the dropping 
morale, there is a solution: build a 
museum! Sure, you can build a culture 
center, but it needs a tremendous amount 
of people, and will eventually be upgraded 
to a museum anyway. This way you'll be 
able to hike up the taxes without worrying. 
But still remember to be careful, because 
other factors can also 
lower morale. The last 
way of getting more 
money would to deal 
with the black market. 
No other colony will 
want to deal with you, 
so the only race to 
trade with would be 
the Skirineens. If you 
have no resources to 
spare, try selling wood. 
A very small number of 
buildings need wood to be built, so it's a 
pretty good way to earn a quick buck. 

While all of this is going on, start 
researching as quickly as possible. Don't 
bother taking a specific route, just 
research everything, from level one 
through level seven. Upgrade existing 
buildings, units, and forts as soon as you 
can to keep up with your opponents, since 
they've already got a head start against 
you. Remember to place the upgrading of 
military units before anything else. This 
strategy will need a lot of turns, and your 
opponents will constantly attack. Aim the 
research at production of other resources 
and the ultimate goal of time-dilation. Also 
remember: The Skirineens will always be 
there to quicken the research phase. 

Since you're going to be too weak to 
attack anyone else, complain often. I 
prefer to complain once every two turns. 
During times of tension (such as when 
you're about to get run over by a huge 
army), I complain five times per turn. 
There is no shame in groveling when 
you're out for world-domination. Also, 
when the computer takes you to the battle 
scene, click "View Battle" and then click 

planned through 
random factors during 
the action itself, so by 
doing this, I've often 
confused the computer 
a little and it gave me 
the win in the battle 
with minimal damage. 

When you've 
accomplished time-dila
tion, the fun begins. 
Demolish every 
building except for the 
forts (by then, they 
should be anti-matter 
defenses), and build 
four luxury housing 
units, one replication 
station, one museum, 

one anti-matter plant, 
one shipyard (if possible), one military air
base, one anti-colony assault silo, one fuel 
depot, and one city center. As soon as the 
buildings have been built, and you've man
ufactured the most powerful units in the 
game (three assault troopers, one com
mand corps, two holocaust cannons, three 
supernova spy-jets, and four supernova 
warheads) for every settlement, with 
backup (more that can't be built but in the 
queue), you're ready to wreak havoc on the 
general population and take over all of the 
lands, for true world domination. Every 
time I've reached this stage, I feel proud, 
and feel as if I've really accomplished 

something. Even though 
the process itself is very 
long, it's challenging. 
Here are a few modifica
tions for some races, 
due to their differences. 

Cyth: When you 
start the game, pump 
the taxes up to the max, 
and sell all of the food to 
the Skirineens. Don't 

bother feeding them 
because nothing affects 

their morale. You can use the farms spe
cially for wood. 

Re'Lu: The one out of two races that 
I would suggest keeping their city center. 
When you've researched electronics, build 
as many command corps as you can. 
Don't bother with the laser squad because 
the Re'Lu have a weak army, and the com
mand corps' mind control ability will get 
the military units for you when your oppo
nents attack so you wouldn't have to man
ufacture them yourself. 

Tarth: Just build one row of forts. 
Their forts get bonuses. 

Uva Mosks: The other one out of 
two races that should keep their city 
center. Build one command corps for each 
settlement. Let them do their shaman 
dance every turn to gain bonus squares. 

- Chung Hsiao, New York, NY 

Wow, Chung, those are some well-thought 
out tips. So much so, that you've man
aged to earn our coveted Tip of the Month 
award! Keep an eye out for a box full of 
Gaming Goodness to land on your 
doorstep sometime soon! 
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a 
his month's 

lette rs section 

prove two things 

t o us PCG editor

types : 1) o ur readers are 

t he most o pinionated 

and intell igen t people in 

a ll of com p uter gaming; 

and 2) we don't mind 

when you disagree with 

us - we like it, in fact. 

It just shows us that 

you're paying attention 

to our humble little 

gaming magazine and 

thinking for yourselves. 

You crazy kids make us 

so proud! 

Let's Hear From Youf 
Write to: 

PC Gamer Letters 
Imagine Publishing 
150 North Hill Dr., 

Brisbane, CA 94005 

or E-mail to: 
peeceegee@aol.com 
www.pcgamer.com 

················ · · · · · ··· · ······ · ·· ···· · ··········· · ······················ · ···· · · · · · ··· · ·· · ·· · ··· ---------■ 

You Saij Tomaijto. 
I Saij Tomahto ... 
I'm an avid PCG reader, and have been 
for some time. I am also an avid RPG 
player, both on computer and paper 
and pencil. I agree that PC roleplaying 
games are wonderful, and have quite a 
future, but Jason Bates' opinion in the 
April PCG regarding current games got 
my blood boiling. Where does he get 
off saying that paper games have 
"degenerated" into Magic: The 
Gathering and Vampire: The 
Masquerade? Both these games put 
forth original ideas when the industry 
was crying out for them. Magic: TG is 
one of the most innovative games I have 
ever seen (plus, it's a helluva lot of fun). 
And Vampire: TM (which, contrary to 
what Bates says, can be played as a 
paper-and-pencil game, rather than as a 
Mhand-puppet charade") is just as much 
fun played around a table rather than a 
large-scale area. 

- Brian Parnacott, via the Internet 

Two days before I received the May '97 
issue of PC Gamer, I had completed an 
adventure game called Amber: Journeys 
into the Beyond. I am thankful that I 
didn't read Colin Williamson's review of 
Amber before purchasing or playing it 
(Amber got a rating of 53 percent). If I 
had read his opinion of the game before 
I saw it in the store, I wouldn't have 
bought it. And I would have missed out 
on one of the most thrilling experiences 
I've had on the computer. I've played 
my share of computer games, and 
Amber was the first one that actually 
made me feel fear. A chill would para
lyze me each time that MPeeK" flashed. 

As opposed to Colin Williamson's 
experience, I found the puzzles enjoy
able. From the early moments of trying 
to get the paranormal tracking units 
online to the later moments when I res
cued the clown doll and the teddy bear, 
I had fun. As I played the game, I didn't 
question if everything in Amber was 
original. I just had fun. 

- Doug MIiisap, Uniontown, OH 

Bigger Isn't Hlwaijs Better 
I agree with Jason Bates' article about 
Internet demos being so large. I recently 
spent a great deal of time downloading a 
demo that was 11MB. Although it wasn't 
that large, it took forever because I had 
to start over. The real problem was that 
there was no sound, only pretty graph
ics. Why not include sound with it? 

Of course, the worst demos are 
those that - after hours of download
ing - simply won't run. I've had my 
share of these, as have a lot of people 
who would rather try a game before 
paying $50 for something they may not 
like. I do have to applaud Sierra, 
though, for stating that the demo for 3D 
Ultra Mini Golf may have some bugs in 
it. It's nice to be told this before I start 
the download, rather than having to 
find out the hard way. 

- Brad Stover, via the Internet 

I just picked up your May issue, and 
would like to concur wholeheartedly 
with Jason Bates' thoughts about 
downloading huge demos. My personal 
policy is if it takes more than 30 min
utes, it's history. One point Jason didn't 
mention that game companies might 
want to consider (that is, the few com
panies that still consider the gamer's 
input, rather than that of the marketing 
suits) is that all their AOL customers are 
tied to their computer during down
loads. They're watching that little 
progress bar sloooowly grow, afraid to 
look away lest they be logged off for 
failing to hit that little "OK" button 
every 45 minutes. This is computer 
entertainment? I think the strongest sig
nal gamers can send is to avoid these 
huge demos. Maybe when the compa
nies see their download counts dwindle 
to zero it will give them a reality check. 

- T. Morrow, via the Internet 
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1111at's le11? 

Downloading a 11MB file may not be too difficult or time
consuming, but is a 20MB or larger file worth the wait? 

to listen to us magazine editors, but they couldn't 
ignore the message thousands of gamers could 
send them by refusing to download their over
sized demos. And, hey- any demo you don 't 
download today is one you'll probably find on 
the next PC Gamer CD, so it's not as if you won't 
get to play it sooner or later. On the other hand, 
we have to wonder how many gamers will stick 
to their guns if the demos for highly anticipated 
games like Jedi Knight or StarCraft run to the 
large end of the spectrum. 

The Power of the Dark Side 
In the introduction to your Reviews sec
tion of the May issue, you give reasons 
why the PCG staff would fly for the 
Empire. I think I have another good 
reason: the Emperor's Hammer. 
The Emperor's Hammer is one of the 
premier Star Wars organizations on the 
Internet and AOL, with 2,600+ members 
among nine groups, including the main 
TIE Corps, the Dark Brotherhood, the 
Smuggler's Guild, EH Directorate (par
tially formed for Rebellion), Aggressor 
Wing (for X -Wing vs. TIE Fighter), 
Hammer's Fist Stormtroopers (Dark 
Forces/Jedi Knight), etc. In addition to 
the gaming purposes, the Emperor's 
Hammer is a complete Imperial organi
zation, with a military command hierar
chy, an organized "fleet," and more 
than 60 web pages, including a CGI
based message board. 

In addition to having produced hun
dreds of TIE Fighter missions, the 
Emperor's Hammer produces new 
(playable!) starfighters, artwork, and 
medals; members write stories; etc ... . it's 
awesome! If the PCG staff wants to fly on 
the side of the Empire, I suggest that you 
all join the Emperor's Hammer. Please go 
to http://www.emperorshammer.org/ to 
find information about joining! 
Besides, frying Rebel alphabet fighters -
even the new "E-WingN and MC90 
cruiser - feels really good in a Spectre 
Advanced Missile Boat, Phalanx Gun
boat, or TIE Protector ... heh-heh-heh. 

- Brian Won, via the Internet 

We appreciate the invitation, Brian. We'll check 
out the Emperor's Hammer, but we have to warn 
you, the PC Gamer staff isn't very good at group 
activities - ask anyone here at Imagine 
Publishing over at Next Generation or boot who 
has played against us ... and lost 
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magazine 
subscription!! 
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Address 

ENTER ME TODAY, HERE'S MY ENTRY FEE: 
D ($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 TO: 
~ PANDEMONIUM, P.O. BOX 26247 

MINNEAPOLIS, MN 55426-0247 
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Only one entry per person. You must be under 30 years old to win. Employees of Pandemonium, Inc. and its suppliers are 
ineligible. Judges decisions are final. If judges are in error the sponso(s liability 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. 7204 Washington Ave. S., Eden Prairie, MN 55344. Merchandise names and models are trademarks of their 
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Name a room that existed in Versailles in 1685 that does not exist today: __________ _ 
Name: _______________________ _ 

Address: ____________________________ _ 

Favorite game genre: ________________________ _ 

Favorite game: __________________________ _ 
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& mid-tower case. Also 
comes with Windows 95. 
Monitor not included. 
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(RUSH! DELUXE 
by Mega Media 
Eight alien life forms 
battle humans through 
labyrinth-like arenas in 
o search for the B.A.l.l. 
!Bionic Augmented 
lower life-form). 

59257 $28 CABIN FEVER 

BLOOD 
Sizzling lull-motion video With four gar-

by GT Interactive 
You carved your soul to 
shreds in servitude to a 
dark gad, but betrayal 
was your only reword. 
Now you've got o 
score to settle. 

opponents with an geaus opponents 
award-winning poker who are willing & 
engine, interactive story able to bet it all 
elements & a ' point-of- for the chance to 
view' interface that ' beat the pants 
puts you ~T\~o. off you.' 
into the ~ ~ 

57571 $49 $29 

BETRAYAL OF ANTARA: A skill based game where players can improve one to live skills 
at a time, with new tactical combat end new combat options. 

SHIVERS 2: A paranormal force has abducted the inhabitants of Cyclone, Arizona 
and leh cryptic clues and messoges far you in the form of mysterious music videos. 

3D ULTRA MINI GO LF: Mini golf just the way you remember it... 
ono/ much cooler. Vintage holes you love, plus a whole bunch of 

_ _ La" new ones, jam-packed with gadgets, gizmos, creatures and 
era sounds. 

X-WING VS. TIE FIGHTER: Choose from 15 original Ster Wars environment scenarios 
that range from asteroid & space junk fields to the Endostar system, the site of the 
Death Star battle in ' Return of the Jedi .• 
JEDI KNIGHT DARK FORCES: Kyle Katan returns to learn the ways of the Jedi & stop 

seven evil Jedi from unlocking the powers of a hidden Jedi Burial 
Ground. Will he give in lo the Dark side or will good prevail? 

51066 

Betrayal 
51 587 

Shivers 2 
58254 

Jedi 
53005 

Tie Fighter $4 5 
54422 

TIE FIGHTER COLLECTORS CDRDM: With over 100 missions, high res com
.... .-. _ bat graphics & exciting new scenes. Full voice mission briefings & new 

space vehicles. Perlect for even the most demanding space combat veteran. ~ 
HOME MEDICAL 
ADVISOR 
by Learning Co. 
Developed by more than 
50 medical speciolisls, 
this is o practical guide 
to symptom diagnosis & 
preventative core. 

59065 $39 
• While supplies 1011. lhippin9 ,har9es apply lo free offers. 
"Orders received os lole as 9:30 pm {(ST) far 2nd day air. 

Call for olher deadline limes. 
\pe<ial offers, ilem availabilily and prim may vary 

according to formal and are subject lo change without notice. 
All prices in U.I. dollars. Nol responsible for inadvertent 

.Au.MAaOmrCAIIDS 
~ l!!E--=i 

CODEP07~ 

VIRTUAL REALITY 
EARTH Oum 
by Cblirg KroerrJey 
You will journey to the 
center of the planet & 
explore the secrets & 
treasures beneath the 
Earth's surface. 

$25 

ROAll TRl'S DcxJRID Im 
by Trav Roule 
Generates instructions 
& customized mops for 
any street-to-street trip 
in the US & any city-to
city trip through the US, 
Canedo & Mexico. 

$47 

Business Hours: Mon 8om-8pm, Tues-Fri 9om-8pm; Sot 11 om-5pm; Sun 12pm-5pm. 

Mail Orders to: 800 United CD ROM Drive, Urbana, IL 61802 

CONTACT us! 
CompuServe: 76043, 1605 http://www.un itedcdrom.com 
America On-Line: UNITEDCD Fax back 1-21 7-352-8123 
lnt' I orders 1-2 17-337-8532 Fax orders 1-21 7-337-8531 

UGO IS YOUR GATEWAY 
TO GAMES ONLINE. 

W ITH DIRECT ACCESS TO THE 
TOP ONLINE GAMING SERVICES 

& OVER 25 UNIQUE 
GAMING WEBSITES. 

Check it out today & 
enter the UGO 

MEGA CONTEST! 
http://www.ugo.net 

X-MEN CHILDREN Of ATOM IRON & BLOOD 
Born of the atom. Raised In the mystical world 
in the arcade. The next of Ravenloh, you 
great fighting game for light one-on-one or 
the next generation of choose a team of 
home systems ... o direct combatants & 
conversion of the campaign for ulti-r; m [[jj] mote power. 

$25 53082 $25 
SI BASEBALL '97 
by Micraleague 
With over 10,000 stats 
per player, including 
hitting, fielding & 
running, it really puts 
you in the game. 

WORLD BOOK '97 
by /BM 
Written to be concurrent 
with school curricula & 
designed to be easio/ 
understood, it is the 
reference of choice for 
studenls grades 4 - 12 . 

53251 $59 
SCREAMER 2 
by Virgin 
Rip into sheer speed 
rood racing featuring 
rea~ile terrain, rood & 
weather concitions, 4-
player network & team 
ploy & OCCIKOle physics. 

55580 $23 



Creative camrs 
Creative 

Minds • Computer 
Aided DeSign 
• Animation 
Technology 

• Electronic 
Imaging 

The Art Institute of Pittsburgh· 
S26 Penn Avenue • Pittsbu rgh • Pennsylvania • 1 S222-3269 
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U N _I V E of R S I T Y 
Advancmg Computer Technology 

(FORMERLY CAO INSTITUTE) 

Call Today for Information 1-800-658-5 7 44 
E-mail admisslons@uact.edu ■ http://Www.uact.edu 

Product Information Number 335 

ADDRESS FOR SUCCESS -· 
Welcome to the AICS Virtual Campus 

Free catalogue 1·800-767-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 

COMMERCIAL GAME SOURCE CODE 
DOS Version 
HIGH SPEED ACTIO 
640X480 GRAPHICS 
SOUND AND MUSIC 

WITH THE MILES 
SOUND SYSTEM 
(SOLD SEPERATELY) 

PLAYS IN 3.11 & WIN9S 
ROYALTY FREE 

$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 



JUST CDS 
WWW.JUSTCCS.com 

THE LEADER IN CD ROM DISTRIBUTION 
OVER 1 500 TITLES IN STOCK 

NEW GAMES! 
REFERENCE 
EDUCATIONAL 

GUARANTEED LOW PRICES ! 
CALL NOW FOR A PRICE LIST 
STARCRAFT REDNECK RAMPAGE 
QUAKE 2 DARK FORCES 2 
PREY SOLE SURVIVOR 
PLUS MANY MORE TITLES 
conTACT us now 1 
714-634-38.23 

VISIT OUR WEBSITE WWW.JUSTCDS.COM 

Product Information Number 200 

Product Information Number 318 
EDUTAINMENT GROUP 

WORLDWIDE DISTRIBUTIN6 

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 -MJA2 
-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 

Product Information Number 137 

~l Software Source . 
M~ 3003 South 83rd Street . Omaha, NE 68124 

Phone 402-398-0223 Fax 402-398-0928 
ecelve Cash In 24 Hours For Used Games 

~REDIT CARD ORDERS CALL NO~J\Mvf 

j 1i~~ 402-398-0223 .... ,.,..,. 
~~~ Receive 15% More In Credit Now ~~. 

T'E WE SELL USED/WE BUY TITLE ; WE SELL USED/WE BUY 
11th Hour 22.00/8.00 Mechwarrlor 2 22.00/10.00 
71h ou .. 1 15.0015.00 Mech 2 Cioni 22.00/10.00 
Ago of Ril1oo 24.95/10.00 Mechworrior 3 29.00/12.00 
Ago of Sall 24.95/10.00 Monzobenanzan 16.00/8.00 

:i1l~.loonorol ~:~i:gJ ~;CAR l~:~ :gJ ::1~~n Arrtara mti2c8° ~BA~:. \1 mirn~ 
Beul WHhln 19.95/7.00 Need 4 Speed SE 22.00/9.00 
Cooear 2 16.00/8.00 NH 97 24.95110.00 
CIYlllzollon 2 27.00/12.00 Pandora Directive 24.75110.00 
Colonization 14.95/5.00 Panzer General 15.00/5.00 
&:~ Conq Rod Alert t :gJ/Jg:gJ ~~==•ai:isoria 2 rs:&i~~ 
D 15.0015.00 Privateer 2 24.75110.00 

8:iin~:~'.. 2 ~:rs;rn:gi · ~t~~ to Krondor ~:gW,f&i 
Oeathkoop 16.00/6.00 Roballlon/Slor Wo.- 33.00/15.00 
Doom 2 16.0015.00 Shlvoro 2 29.95/13.00 

~t: gg Atomic ~tgJ~20000 ~=c7!ll' ~ mWt:l'°oo 
Dune 2 13.0014.00 Slor Conlrol 3 24.75/12.00 
Eorthelogo 2 19.95/7.00 Star Trek Final Unl1y 17.0016.00 
F22 24.95/12.00 Stor Trek Star Fleet 29.00/13.00 
F22 Ughllng 27.00/12.00 Stonokoop 16.0016.00 
Full T~rottlo 16.00/8.00 SU27 Flanker 19.75/7.00 
Orond Prix 2 23.00/10.00 TFX 3 24.00110.00 ~=~:.• M&Maglc 2 ~::gi~oc;go :r:.:~'t1c1.;°lloctlon ~rnf.o°&i 
Janee ATF 24.75/10.00 Trophy Bau 2 23.95/11 .00 

~~3.~"cin.si.~r ~rn:rngi ~~r~r!t t11 91 ~;~:?:gi 
Leisure Suit Larry 7 22.00/8.00 Warhammer 17.00/5.00 

~~:.~~I Orlon 2 m,g/JggJ f~~~atpeo ~:g<:,o°&i 
OTHER TITLES NOT LISTED PLEASE CALL 

TO BUY: Please fill out your order on a regular piece of paper, Include •~ 
previous or current credit, total ahipping chargea, and method of payment We 

tO"G~Lt"P~~:."t!, :'~•~1{f;r~r 1h:'~~,:~:•;~u•:~~ !:~£~;:•a,r~~~:a must 
~"J~~~:.~~"1:;::~~~: :'~n~x~~c:~0:o:":i1r~i~:.~:~:~u:ii~:10!~~~ ~~~~:.~ 
:~Ntr llfu~MSWLt1~'e'ciUElfSg8N :i·utt1A1~er &~'~RPER TO ABOVE 
ADDRESS. SHIPPING CHARGES e.oo 1 ST TITLE AND 1.00 EA ADDITIONAL 
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Product Information Number 102 

R GAMING! IN;1Jlf. UP 10 A HIG 
ERE THE FUN NlYER ENDS AND 
BEST LIVE, THINKING PIAYERS I 

WW.GAME ~D.CO 

Product Information Number 240 



& 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 with your name address & fax or emai l. Fax 630-980-9996 

Email rg ames@aol.com Call, Fax or email before sending games. 

I I
th 

Hour CD $26 Doom 2 CD $22 Normality CD 
Aegis CD $ 18 Dragon Lore CD $ 14 Pandora 's Directi ve CD 
Age of Rifles CD $33 Eradicator CD $2 9 Shivers CD 
Angel Devoid CD $ 15 Exploration CD $ 18 Silent Thunder CD 
Bioforge CD $ 15 Fade to Black CD $ 13 Space Quest Coll CD 
Breach 3 CD $ 18 Fantasy General CD $27 Spycraft 
Buried in Time CD $ 15 Fi fa 96 CD $22 Star Control 3 CD 
Caeser 2 CD $27 Front Pg Spt Baseball 96 CD $2 2 Stri fe 
Chaos Overlord CD $24 Full Throttle CD $22 Terminal Veloci ty 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 $27 Heroes of Might &Magic CD $22 YR Soccer 96 CD 
Cybermage CD $ 15 Lighthouse CD $29 Wages of War CD 
Cyberstorm CD $2 2 Mechwarrior 2 CD $26 Warwind CD 
Daggerfa ll CD $33 Mission Criti cal CD $ 18 Wing Commander 4 CD 
Deadlock CD $27 Mummy CD $27 Woodruff&SchnibbleCD 
Dig CD $26 Myst CD $22 

$28 Afterli fe CD 
$29 Battleship CD 
$2 6 Deadlock CD 
$2 7 Diablo CD 
$2 7 F-22 Lightning 2 CD 
$2 7 Final Doom CD 
$29 Heroes Might & Magic 2 CD 
$26 M .A.X. CD 
$ I 5 Mechwarri or 2MercenariesCD 
$24 Nascar Racing 2 CD 
$ 1 8 NBA Li ve 97 CD 
$22 Privateer 2 CD 
$22 Road Rash CD 
$3 2 Steel Panthers 2 CD 
$32 Time Commando CD 
$29 Tomb Raider CD 
$24 Trophy Bass 2 CD 

$3 3 
$39 
$3 7 
$42 
$40 
$34 
$ 39 
$39 
$39 
$40 
$38 
$42 
$39 
$40 
$ 37 
$39 
$ 39 

Call 1-800-525-GAME toorder or for moretitles. Free UPS Shipping for orders over $75 
isalMCIDiscoverlAmExpresslCashier Check/MO Accepted UPS $5 Airborne $11 Requ irements: All games must have all original boxes, CD's & manuals (NO COPIES) games must be in 
ood condition workino comolete scratch & virus free. Anv Unacceotable items will be returned at vour exoense minimum $5 via UPS. Prices and availabilitv subiect to chanoe. 

Product Information Number 290 

Attention all CD•ROM Dealers! Looking lo, the best prices and fastest delivery ol 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: 1-41 5-872-7100 Hours: Mon-Fri 9:30-6 PST 
South S.F., CA 94080 USA FAX No: 1·415-872-7133 email : MMinteg@aol.com 

1·415-872-7100 
Dealer and Distributor Inquires only please. International Dealers welcome. We ship via any carrier. 



co-ROM AccEss 
12201 Saratoga-Sunnyvale Rd. 
Saratoga, CA 95070 

TEL: (408) 366-6700 
FAX: (408) 366-9066 

'\ •-- . ~......:&.~ ----- ---• ~ 

Over 3,000 titles in sto~k. 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 
Daggerfall . .. .. .. . .. .. .. . 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 3D 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 II 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 

Product Information Number 110 

SOFTWARE 
SATISFACTION 

That's right! Pre-tested, virus-free, 
high-quality software. The most 

economical way to receive all types of 
games, software, shareware, 

and computer accessories and products. 

1-800-470-CLUB 
Product Information Number 309 

Price Shoppers BEST PRICE GUIDE Top Rated I Best Prices WWW.TOP7.COM 

MOK 
"3D Action against 
the best in artificial 

intelligence" 

Interact CD 
800-4 79-1323 

$39.95 
ETSN "New TV 
Show to demo 

and sell the best 
products at the 

best prices" 

See each 
show at 

ETSN .COM 

MONSTER JD 
The FASTEST 

3D card for 
Games" 

ETSN TV Show 
888-383-ETSN 

$189 

X-WING vs TIE 
FIGHTER 

"Follow up to 
the best selling 

X-Wing 

Interact CD 
800-4 79-1323 

$39.95 
Atlantic 

Technology 
45W 3 Speakers 

Other World 
Computing 

800-275-4576 

$99 
IBM P-150+, 16MB EDO 

RAM, 1 MB PCI VIDEO, 1.2 
GIG HD, 33.6 FAX MODEM 
V.34 ,16 bit SOUND CARD w 
\ 5 watt SPEAKERS, Bx CD 

KYBD, MOUSE, WIN95 

$997 Moondog Multimedia 
800-723-7664 NV 

KA Jumpstart Ages 4-6 ETSN TV Show ETSN COM Check Local Listings 
IBM 200+Motherboard GB Comoanv Store arcomoanv com 
Pl 66MMX + 32MB EDO GR Company Store grcompany com 
Sidewinder Pro w/HeUbndrMoondoo-Mulllmedla com 
Mltsuml 16X CD ROM Moondoo-MulUmedla com 

800-540-9643 $314 00 
800-540-9643 $659 00 
800-723-7664 NY S 85 77 
800-723-7664 NY $114 77 

16MB EDO 
60NS RAM 

Other World 
Computing 

800-275-4576 

$87 
SBAWE64 

64 Voices, you 
might start hear-

ing things" 

G&RComputer 
Store 

800-540-9643 

$177 
CHESS WARS 
WINNER Price 
Shoppers Best 

New Game 

ADI 
800-459-1002 

$ 29.95 
QuJJaws 

USR56K 
Modem 

P200 MMX 
"A must have for 

every gamer" 

G&R 
800-540-9643 

$499 
Get the highest 

quality 
audio/video play
back for your PC! 
Also get the Xing 
MPEG Encoder. 

WWW 
XINGTECH.COM 

Interact CD Interacted com 800-479-1323 
Redneck Rampage l.aleriic1..C.P 800-479-1323 
.Par.k...Beiqn l.aleriic1..C.P 800-479-1323 
wo 3 1 G Hard Drive Other World Computing macsales com 800-275-4576 
Quantum scs1 3 2G HDD Other World Computing 800-275-4576 

All Copyrights and Trademarks belong to their respective owners. All prices were verified as of May 1997. Current prices may vary. Some require Shipping and Sales Tax. 
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S 3995 
S 3995 
S 4495 
S 299 99 
$ 349 00 



00-514·2" 
~ 12•5 Mon·Fri CS 
n - 05-339-

for IIJlh before . . 
lst for rurren1-.1o. 605-3 

■ 7 
n·Sat, f2 

Most items s 1p~d some ,do . 
VISA/MasterCard/Disc 





OvER 2 1 PIEASE 
VisA, DiscovER & MC. WdcoME 

1.-800.- 5 60--5449 

$}9 

SH 
SH 

s,y,.o., Bum 2 SH 
Cyb,• Plto1QGAApl,ER $ l 1 
Ni<;~lWAIC~ 111 $27 
PRiv.-.re INVrnir,.tOR S, 9 
PMivAlE ptEMURE PARk S }9 

ViRIUAI VAIARiE 2 $} 7 
i'oRNO Poke, S l2 
PRrv.-,re co--ROM MArµiNe s2s 
~iA (Clmic Aduh 

PC C..,,s Coll,c1k>N) Sl2 
DiRECTORS Cu, $29 

S01 TV 
CntEAM MAChiNE 2 
FANl-' ScENE 
VAMpiRE Kiss 
ViRTUAI Sex Sltoo, 
ViR1UAl So 2 
ptUG It IN PACk 
No ER01iQuE 
AsSTROi<k 
PANOOAA's Pob.R PAIM:e 

SH 
Sl9 
SH 
$29 
$29 
SH 
Sl7 
S29 
SH 
Sl2 
Sl2 



Each issue of PC Gamer. like life 

itself. is joyous and bountiful. but 

ultimately fleeting. Once you've 

devoured every word in this issue. 

where else can you go. but. .. the next issue? 

Fortunately, we've got plenty of goodies lined 

up for you in our August edition. Check it out. 

Harder than the Restl 
Next month, The Hard Stuff gets even harder, with 
reviews of the first DVD-ROM drives, and a PC with 
the biggest screen you've ever seen in your life! Plus, 
all tha latest gaming gizmos and your questions 
answered by tech-head Joel Durham in Tech O&A. 

PC 6RHER Julq 1997 

Reviews 
• PGA Tour Pro 

• Pacific General 2 

• Triple Play '98 

• Power F1 

: .... . Meat Puppets 

... and many morel 



. ·rr• ,,v I G 1 
--

" ... the preeminent golf 
simulation of our time 
... an absolute model of 
perfection ... one of the 
most well-crafted games -
of any genre - that I've 
seen in years" 

ing 

"a superb piece of work: 
powerful, full-featured, · 
gorgeous and fun ... it 
will undoubtedly rule 
its category for some 
time to come" 

d 

" ... gives Links LS a 
&. 't II run ,or I s money. 

The Course 

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! 



to Gre~n The Approach Shot 

Around The Green 

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. 

Pop-up 
displays are 
optional
leavethem 
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 1-900-454-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. 

Weather can 
change in the 
middle of the 
round, and 
natural wind 
variations and 
every possible 
turf condition 
add to the 
challenge ! 

Calll-800-245-7744 
to order direct 

, rrn1 ,nr:.. 
~\...\...ULTVJL 

Jack Nicklaus 4, Accolade, and the Solo Plus logos are trademarks of Accola de, Inc. ©1996 Accolade, Inc. All righ ts reserved. All other trademarks are of their 
respective owners. Screenshots from pre-Alpha version of the game. Actua l 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 

Audio™ 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. 

CR:::: 
WWW.SOUND BLASTER . CD M 

C Copyright 1997 Creative Technology Ltd. Sound Blaster and the Creati,~ logo arc registered trademark., and AWF.64 Gold, Creative l\\lvcSynth/WG and E-mu 3D Positional Audio 
arc trademarks of Creative Technology Ltd. All other names are property of their respective mrners. All specifications are subject to chanbie without prior notice. All rights reserved. 
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