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42 Eyewitness 
A packed section this month, as we bring 
you all the hottest news stories to come 
out of the Electronic Entertainment Expo 
in Atlanta, and quite a bit more besides. 

234 Extended Play T. Liam McDonald 

Tom comes to grips with the latest 
round of add-ons for Access' all-con
quering golf sim, Links LS, and brings 
you up to date with the newest patches. 

238 The Leaming Game Heidi E. H. Aycock 

Four new software packages all aim to 
keep the kids busy with summer pro
jects, each with its own strengths - but 
which is the best all-rounder? 

243 Multi-Play Jason Bates 

What are the priorities when it comes 
to designing a space-based online strat
egy game? Jason lays down some 
ground rules that game makers would 
do well to heed. 

244 Alternate Lives Michael Wolf 

Amidst the imminent arrival of the new 
breed of big-name RPGs, there are 
some lesser-known gems to be found. 
Here are a couple to look out for. 

246 The Desktop General William R. Trotter 

The General discovers an incredible 
online resource for wargamers all over 
the world and revels in its in-depth 
content. 

248 Sim Column Dan Bennett 

In the rush to recreate tomorrow's 
headlines in flight sims, are history's 
greatest aerial conflicts being over
looked? 

254 Strategy Central 
Our in-depth - and rather timely -
hints and tips for Dungeon Keeper 
should give apprentice evil-doers 
plenty to sink their teeth into. 
Meanwhile, there's the second part of 
our Last Express solution, a Comanche 
3 flight guide, and our regular batch of 
readers' requests. 

278 Letters 
Got something to say about the state of 
PC gaming today? Don't just sit there 
- tell us about it. 

288 Next Issue 
Our October issue has some earth-shat
tering stuff in store. Here's just a 
glimpse of what to expect.. .. 
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Tree ta €; r-een The Approach Shot 

Around, The Green 

Separate 
chipping 
and putting 
meters 
maximize 
centrol 
aound1he ........ 

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
leave them 
off for the 
purest 
golfing 
experience. 

The fastest 
screen 
redraw times 
on the PC 
allow the 
camera to 
automatically 
switch to the 
landing in 
full-screen, 
from varying 
viewpoints! 

Every shot flies, bounces, 
and rolls true to the 
game, with the best 
ball physics model in 
existence. Courses are 
accurate to within 6 
inches! 

Our new 
approach 
makes putting 
more realistic. 
Mow lines on 
the green help 
you read the 
contour. 

Get the Demo! 
www.accolade.com 

Calll-800-245-7744 
to order direct 

New "Intensity Control· " 
reproduces the dynamics 
that shape the shot. "Club 
up and swing easy" for 
control or a low trajectory; 
"swing hard" when you 
want spin and distance. 

Multiplayer play is fully 
supported, including 
recorded rounds, shared 
keyboard, serial, modem, 
LAN and Internet play. 

round, and 
natural wind 
variations and 
every possible 
turf condition 
add to the 
challenge! 

This ls Golf 

"rrn1 ,nr:.. 
'°'L\...ULF,IJL 

Jack Nicklaus Is a registered trademark of Golden Bear Internotional. Accolade, and the Solo Plus logos ore trademarks of Accolade, Inc. ©1997 Accolade, Inc. All 
rights reserved. All other trademarks are of their respective owners. 
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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 tum 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 951 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. 



IIMPDEMO 
\STRUCTOR 
\TWINDEMO 
IDOGDAY 
\ATOMDEMO 
\TP98DEMO 
\SPACEBAR 
IPACDEMO 
\WIPEOUT 
IPGDEMO 
\SLAMTILT 
\PALACE 

\MSPRING 
\AOL 
\PATCHES 
\DOOM2 

Free Demos! 
Newsstand buyers now have the choice 
of purchasing either the CD-ROM Edi
tion of PC Gamlll'for S7.99, or PC Gamer 
without a CD-ROM for $3.99. If you pur
chase the edition without a disc, you 
can stlH get free game demos because 
all PC Gamlll' 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 Gamet's new look at our World 
Wide Web site at www.pcgamer.com on 
the Internet. Our Web site also features 
a special Strategy Plus section, links to 
other hot Web pages, and gaming news. 

2. You can call our Customer Service 
department at (4151468-2500 (between 
the hours of 9 a.m. and 5 p.m. PST) to 
have The CD mailed to you for only 
$7 .95 shipping and handling. 

Disc Editors' Note 
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. 
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Company: E,dos Interactive 
Tech Support: (415) 217-4111 
Category: Action 
Required · Windows 95; P90 with acceleration, 

P150 without; 16MB RAM; 21MB hard-drive 
space; SVGA 

Install· \TERADEMO\SETUP.EXE 

esigned specifically for 3D accelerator 
cards, Eidos' Terracide will treat you 
to a visual feast of first-person action. 
Colonists that left Earth long ago 

have mutated themselves in order to con
form to the harsh conditions of their new 
homes. Now they're returning to Earth in 
fast warships, their twisted minds bent on 
destruction. Only a single pilot in a small 
ship can hope to bypass their sensors and 
strike from within before they reach the 
home they left behind. 

The demo contains a single level of 
robotic mayhem and powerful weapon 
upgrades. It plays very much like 
Descent, so we recommend a joystick for 
maximum enjoyment, but the keyboard 
will work as well. Take a look at the con
trol box to see exactly which keys will 
serve you best. The six degrees of free
dom take some getting used to, but if 
you've ever played Descent, you'll be 
used to it. 

The game supports all the major 3D 
cards, including the 3Dfx, ATI Rage, Ren
dition, and PowerVR. The game will 

automatically attempt to identify any 
hardware accelerator you might have; if 
you don't have one, it'll use software 
emulation that will let you play in 
320x200 resolution. You can alter the 
graphics setup by pressing the Alt key 
and play with some of the options under 
uGame/Graphics Configuration.• The 
default resolution is 640x480 with 16-bit 
color on a 3D card, but you can go as 
high as 1024x768. Also try playing with 
some of the other options, like filtering 
and transparency. You can configure the 
controls if you don't like the way they're 
set under Options in the menu. 

As you fly through the demo level, 
you'll encounter many power-ups. These 
are gathered by flying within range and 
allowing your transporter to beam the 
cargo aboard. You can pick up extra 
ammo (required to fire anything that 
isn't photon-based) as well as new 
weapons. You'll see a little screen pop 
up when you come close, pin-pointing 
the location of the floating object. When 
you fly close enough, you'll also see a 
meter showing how close the transfer is 
to completion and another meter count
ing down the time until the power-up 
explodes from exposure and you can't 
pick it up any more. 

The power-ups include shielding, 
munitions, and new weapons. Also, you 
can gather new weapon mounts, so you 
can have as many as three weapons 
readied at the same time. Consult the 
control box for information on how to 
fire the three different mounts - on the 
joystick, the trigger button fires the mid
dle mount, button two the right mount, 
and button three the left mount. 

The full version of Terracide con
tains 20 levels that span many different 
ships, including a giant space station full 
of mutant humans and malicious robots. 

And zoom your view of the object. line up the tar
get, and fire off a powerful blast of your weapon ... 

If you don 't have a 3D accelerator, you'll 
need a pretty fast Pentium to run the 
game at an acceptable rate - but if you 
do have an accelerator card, prepare to 
be impressed. 

And watch your target explode in a glorious flash 
of light and 3D particles. 
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Company· SSI 
Tech Support: (408) 737-6850 
Category: Strategy 
Required. Windows 95; Pentium 90; 16MB RAM, 
64MB hard-drive space; SVGA, Mouse 

Install \DEMOS\DC\SETUP.EXE 

hen mineral-rich Mars becomes 
the focus of mega-conglomerates 
on Earth, humans make the poten
tially fatal mistake of stumbling 

into the territory of an alien race. Now 
it's an all-out battle between the races as 
the alien Grays use strange creatures to 
eliminate the tenaciously technical 
human presence. 

SSl's latest real-time game follows 
most of the conventions of the genre, so if 
you've played them before, you'll know 
what to expect. The main goal is to build 
up your base - but rather than create a 
series of small buildings, you'll continu
ously build on your initial structure. To 
create additions, make sure no military 
units are selected, then click on the appro
priate icon at the right of the screen. 
You'll see descriptions of the icons pop up 
when you hold the cursor over them. For 
each click on the icon of your choice, 
you'll see a number appear at the top 
right corner of the icon, 
and the cost will be sub
tracted from your mone
tary pool, shown under
neath the group of icons 
on the right of the 
screen. Once you deter
mine how many of a 
given unit or structure 
you want to build, click 
on Build and it'll appear 
- either as an addition 
to your headquarters, or 
as a new unit churned 
out of your factories. If 
you're running low on 
cash, you can right-click 

on the icons to deduct units from the list 
of things waiting to be built. 

You earn money by placing an 
Exploiter over a Petra-7 vent - the yel
low craters in the surface of the planet. 
Once you place an Exploiter (or 
Resource Extractor for the Grays) on a 

vent, it will start 
converting the pre
cious resource into 
much-needed 
money, which you 
can then use to 
create a larger 
army. The goal of 
the demo is to 
completely wipe 
out the Grays 
while claiming 
several vents to 
supply your army 
with the resources 
it needs to over
come the threat. 

Keep several 
things in mind 
while you play; 
just above the icon 
window to the 
right of the screen 
are three tabs. The 
first shows the list 
of units you can 
build . The second 
lets you upgrade 
the weapons and 
armor of you 
units. We strongly 
recommend you 
max out your 
upgrades as soon 
as possible to help 
in your fight. The 
third tab is for 
multi-player, 
which is not avail
able in the demo. 

The computer 

opponent comes on strong at the start 
- use the bottleneck leading to your 
base to your advantage by placing heavy 
artillery and infantry support there while 
you gain money and build your forces. 
After the computer expends itself by 
throwing its arsenal against your 
defenses for a while, gather up all your 
units and plow south toward the com
puter's base. Use flying units to scout 
the area, especially for your artillery 
units; they can fire farther than they can 
usually see, and if you have airborne 
spotters, you can cause a great deal of 
damage at long range. 

The full version of Dark Colony con
tains much more than this sampling -
you'll get many more units, many differ
ent kinds of missions, and a full-featured 
map editor for creating your own mis
sions. Also, the multi-player support will 
allow as many as eight players to battle 
it out on the surface of the red planet. 
For more information on what the full 
version holds, some tips on combat, and 
some tricks for using keyboard short
cuts, check out the README.TXT file 
located in the \PROGRAM FILES\DARK 
COLONY DEMO directory created on 
your hard drive. 



The attractive overhead map is where you'll move most of your units around in Imperialism. Just click on a 
square to send them on their way. 

Company: SSI 
Tech Support· (408) 737-6850 
Category· Strategy 
Required: Windows 95; Pentium 90, 16MB RAM, 
64MB hard-drive space; SVGA; Mouse 

Install . \IMPDEMD\SETUP.EXE 

l 
ravel back to the days of the Indus
trial Revolution, where you have to 
buy, sell, trade, build, and fight your 
way to success. Imperialism chal

lenges you to step into the shoes of the 
moguls of old and try your hand at 
world economy when mass production 
suddenly becomes the foundation of the 
future. 
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The game is 
extremely complex, so 
it's strongly recom

mended that new players use the exten
sive online help. Click on the question 
mark at the upper right-hand corner of 
most screens for clues on how to play. It 
will take some experimentation to get 
the hang of how the game works. 

Your first task as leader of the new 
nation is to start gathering resources. 
You have two civilian workers - an 
engineer and a prospector. Send the 
prospector out to start looking for pre-

ement factory 
reements, and battles. You'll have to 

uild up relationships with other coun
ies, declare war on enemies, and trade 
Ith neutral parties and friends alike if 
ou hope to get ahead in the world. 
hrough it all, your ministers are there 
o suggest courses of action, point out 
arious aspects of the game, and guide 
ou through the rough spots. 

You've got several goals to accom
lish in the demo, but the full game con

ains many more challenges. You can 
lay other difficulty levels than lntroduc
ory in the full version, and you can even 
ake on your friends in a multi-player bat
le of intelligent trade and strategic war
are. Several challenges you face when 
ou start up your business were taken 
ut of the demo to save on space, so if 
ou think getting your business up and 
unning is a breeze, you'll be in for a sur-

ise when II version. 







veryone likes to think they could cre
ate the perfect neighborhood. Well, 
now you can in Acclaim's new strat
egy game with more depth, charac

ter, and humor than most. You start off 
in command of a small plot of land, and 
by building up from a headquarters with 
a few workmen and a couple of fore
men, you can create a land of beauty 
and plenty. Of course, you need to keep 
an eye on your neighbor, because you'll 
soon be competing with each other for 
land rights and resources. 

The game can get rather complex 
- we suggest you examine the 
README.TXT file located in the \STRUC
TOR directory on the CD-ROM drive. The 
first thing you'll need to do when you borders are red, you can left-
start the game is create a lumber mill to click the mouse button to 
provide wood for your houses. Click on change the direction of the 
the icon to the right of the main playing arrows, indicating the front of 
screen that looks like a house with a the structure. The front must 
small sign in front of it. From here, you face a street. Once you have it 
buy new buildings, from factories to facing the desired direction, 
communes. To build a factory, just make move it until the color turns to 
sure the Factories icon is selected at the tan and line it up where you'd 
middle of the screen (it's the only icon like it. Click once, and you'll 
available at the beginning of the game) change to perimeter mode -
and then choose a factory from the list drag the mouse around to 
above the icon. You can only build a change the area the structure 
lumber mill right now, but other options will cover. Once you have it 
become available as you progress. Click where you want it, click again, 
the icon with the downward-pointing and once more you can move 
arrow to lay the foundation (you can see your mouse to determine 
the name of most any button in the sta- where you'd like to place the 
tus line at the bottom of the screen main structure in the new area. 
when you click the right-hand mouse One more click, and the area 
button on it). You'll pop back to the main will be cleared and ready for a work 
view, with a red square representing the crew to begin construction. To actually 
area required by the structure. While the build the structure, you can either select 

I~m~!E!!?!;~:::~~ir---::::=-===n a foreman, click • on the walking 
legs icon, and 
click on the 
newly cleared 
area; or you can 

•:ac•■.tn ll simply click on 
,.,,=_,,_::,.:cwa',:,,;~, the area and 

press the "Call 
free work gang 
to site" button. 
You start off 
with two fore
men, each of 
which has three 
workers. 

Once 
you 've built the 
lumber mill, you 
can create new 
homes. Use the 
same method to 
bu ild the home; 
once it's created, 

click on it to bring in new tenants. Once 
you build all three initial types of homes, 
you can build a cement factory and a 
gadget factory to provide all sorts of 
new and exciting things for your neigh
borhoods, like trees and double-pane 
glass to keep out the noise for your ten
ants. You can buy more land by clicking 
on the globe to the left of the main 
viewscreen, click on the lot you wish to 
purchase, then select the " Purchase 
Land" button . 

That's just the beginning of Con
structor. The demo provides several 
challenges to overcome, and you can 
choose to play the computer or as many 
as three of your friends in a four-player 
game. The demo keeps your technology 
pretty low, but the full game provides 
many more buildings to create, charac
ters to use and abuse, and lots of differ
ent play options - like Ego Mania, 
where your goal is to bu ild every struc
ture in the world, or World Domination, 
where your goal is to build at least one 
structure on every lot on the map. 



Company: Activision 
Tech Support: (310) 479-5644 
Category: Action/Adventure 
Required: Pentium; 8MB RAM; 17MB hard
drive space; SVGA 

Install: \TWINDEMO\SETUP.EXE 

he star of Relentless is back, and he 
looks better than ever. Twinsen, the 
plucky character with the funky hair
cut, returns in a revamped game 

engine that mixes lush, beautiful visuals 
with action-packed gameplay. 

Although the idea behind the game 
is simple, there are plenty of controls 
you'll use to make Twinsen explore his 
world. Take a look at the control key box 
here for the low-down on his abilities 
and how to use them to their fullest. 
Press Fl in the game to configure the 
controls however you like. With several 
different modes of movement, Twinsen 
can do just about anything, from jump
ing over dangerous spikes to throwing 
powerful weapons at the enemy. 

The demo contains three levels you 
can cut your teeth on. The first level 
demonstrates some of the adventure
game elements of LBA2- you can wan-

der through the countryside meeting 
characters and uncovering a bit of the 
mystery. If you try to walk into any doors, 
however, the game will automatically 
dump you into the next level, which 
demonstrates the game's combat 
sequences. You'll have to fight your way 
through several creatures and solve some 
devious puzzles to continue on your way. 
Level three presents even trickier puzzles 
and more dastardly foes to fight. 

The big trick to Twinsen 's Odyssey 
lies in the different action modes. Nor
mal is the mode you ' ll use most often -
you walk around at a controllable, 
sedate pace, and when you press space
bar, you'll either search an object, or talk 

to a character. Sporty makes you run 
rather than walk, and pressing the 
spacebar will cause Twinsen to take a 
leap. Aggressive is the fighting mode, 
where you'll take swings and kicks at 
enemies until they're vanquished. 
Finally, Discreet mode works well for 
avoiding conflict when you can. Access 
the different modes by holding down the 
Control key and use the side arrow keys 
to choose an attitude. Pressing the up or 
down arrows will also uncover other 
modes of travel, depending on your 
inventory. The Protopack (the only other 
special mode in the demo) makes you 
float along the surface of the ground, 
which is how you'll travel across the 
water as you make your way through 
the second level. 





Even your high school yearbook 

picture was more becoming than this. 

But as an alien, glamour is not high 

on you r 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 can play either side in this intergalactic strategy 
game. 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 ' ll employ never-before-seen tactics and strategies 
ta 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. 

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

WWW-CONQUESTEA.R.TH-COI\A 

Product Information Number 135 EIDOS 
Conquest Earth and Eidos Interactive are trademarks of EIDOS, PLC. IC 1997 Eidos INTERACT I V E 



Granny noticed 
that things were getting, well, a little 

strange. Even her loyal sausage 
could tell that something was wrong. 
When she found out her family had 
been swallowed into space by the 
Mad Rabbit, she decided that enough 

was enough. No more games: it was 
time to kick some lupine butt. And 

so this delirious but determined lady 
set out on the adventure of a lifetime. 

• Visit five planets and fourteen worlds in a 
huge, hilarious graphic adventure that spans 5 CDs. 

• Solve scads of ingenious puzzles, each with its own 
illogical logic. Order leads to chaos, sense turns to nonsense, 
credible becomes ... well, you get the drift. 

• Meet dozens of curious characters. Wander the reaches of 
inner space. Defy the laws of time and space. Go shopping · 
with aliens. And be back in time for tea. 

You have to Y .L ~ j itto 1J J-:Lf;.2 r 1.2 'f .E- it. 



~ sis$t· pvblicatlon. Ne1tt Gen-
~r,, has called Bomberman the 
~ mufti-player game ever -
prompting us to ask if they've 

ever heard of Quake or Red Alert. 
But we couldn't deny hearing the 
screams and shouts of the other 
staff as they huddled around their 
big-screen TV and played hour after 
hour of Bomberman on one of their 
videogame consoles. We never quite 
understood the craze, but we were 
curious - not everyone at Next 
Generation is insane, so there had to 
be something to this game. Now 
that Atomic Bomberman has made 
its appearance on the PC, we've 
started to realize what they were so 
excited about. 

Playing the game couldn't be 

one yourself -
n, which can be hard 

nds. Power-ups are uncover 
you blow away the walls of the maz 

- they range from extending _your 

'~ht 
Drieuritil 
th~hit 
something. 

The 
demo con
tains one 
level for two 
players. You 
can challenge 
the Al or play 
against a friend. The 
only gamepad currently 
supported is the 
Microsoft Sidewinder. 
Otherwise, you and a 
friend will need to use 
the same keyboard. The 
full version will contain a 
whole slew of levels, a 
more intelligent computer 
opponent, and multi-player 
support for as many as ten 
players. You'll even be able to 
create your own levels for distribution, 
including importing your own graphics 
and sounds. 

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

Company. Impact Interactive 
Tech Support: dogday@impact.com.au 
Category: Adventure 
Required: Windows 95; Pentium; 8BM RAM; 
53MB hard-drive space; SVGA; Mouse 

Install · \DOGOAY\SETUP.EXE 

l 
his new, first-person graphic adven
ture based in a world of canines will 
have you doing more than burying 
bones or baying at the moon. Set in 

a dark and oppressive world, the game 
casts you in the role of a simple canine 
out to overthrow a totalitarian govern
ment. Chegga, the tyrant responsible for 
the oppression of the weak, has control 
over all aspects of the world, and his 

troops wander the streets looking to 
arrest those who break even the smallest 
law. Your goal is to make contact with 
the Coalition Against Totalitarian Society 
(CATS), and lead them in the overthrow 
of Chegga's rule while keeping out of his 
clutches. The demo contains just a sam
pling of what's in the full game, but 
you'll get a feel for what to expect. 

Playing the game couldn't be sim
pler; just use the mouse cursor to direct 
your movements. A simple click will lead 
you where you want to go, and you ' ll 
watch the beautifully rendered graph ics 
sweep by you in cinematic glory. The 
cursor (a dog's paw, of course) doesn't 
change when it's over a hot-spot, so 
don't forget to click on anyth ing that 
might be usefu l. If you click on a live 

enough , and you'll uncover it some
where. When you click on an item you 
can take with you, it will appear in the 
inventory on the left side of the screen . 
To use an item, simply drag it from your 
inventory to the object on the screen yo 
want to use it on, such as dragging a ke 
to a lock. If you can't use the item, it will 
just re-appear in your inventory, and 
nothing will happen. 

The demo won't take you long to 
get through, but it's an effective glimpse 
of what the full game has in store, espe
cially when you get to the mini-game, 
Droids. The full version will have a 
whole lot more to offer, of course, along 
with a good dose of puzzle-solving and 
plot-twisting . 



e cons~ Tripkj;lfq 98the cur
rent best baseball game for the PC 
- but don't take our word for it; 
check it out for yourself. In this 

short-but-sweet demo from EA Sports, 
you can line up some of the best batters 
in the sport and have a go at a homerun 
derby. 

Playing the demo is simple; just 
consult the keyboard commands listed 
here to see how to swing that ash-han-

Company: SegaSoft 
Tech Support. (888) 734-2763 
Category: Adventure 
Required: Wmdows 95; Pentium; 16MB RAM. 

SVGA; Mouse 
Install: \SPACEBAR\SPACEBAR.EXE 

S 
teve Meretzky, designer of legendary 
adventures like lnfocom's The 
Leather Goddesses of Phobos, Plan
etfa/1, and The Hitchhiker's Guide to 

the Galaxy (with Douglas Adams), is back 
and funnier than ever. Teaming up with 
Ron Cobb, the guy who designed critters 
and spaceships for the movies Alien, 
Aliens, and The Abyss - not to mention 
many of the colorful regulars of the Mos 
Eisley cantina in Star Wars - Meretzky 
has made The Space Bar a hilarious 
romp through the dregs of space. 

You play Alias Node, a company 
cop working for the Amalgamated Vac
uum Security Force. Amalgamated Vac-

icltlN~,YOU _. ,~., -~-:=::~l 
centleoidato use the,byt,,oard. 
a gameaad (or joystick} from the 
input sefection 9Creen, 

Naturally, the full version of 
the game contains quite a bit 
more than what's shown here. 
Vou can choose to play a single 
game, a whole season, a World Series, 
or an All-Star exhibition. More than 50 
stats are tracked for each player, and 
you can choose to view the action from 
20 different camera angles. The 30 poly-

uum is a company that mines Uptite 
from the planet Armpit VI and turns the 
precious mineral into Upshot, a valuable 
commodity. When some important com
pany plans are stolen and a fellow cop is 
killed by the thief, you and your partner, 
Maksh, are the only ones who can keep 

gon characters can play In all 30 Major 
League Baseball stadiums. There's even 
two-man commentary by Jim Hughson 
and Buck Martinez I Triple Play 98 is 
computer baseball at its finest, and 
you'll be hard pressed to find anything 
out there that will deliver more baseball 
action than thisl 

the criminal from escaping Armpit VI on 
the next shuttle. The criminal is hiding 
out in a seedy bar, The Thirsty Tentacle, 
but you have no idea who it is. As part of 
your police training, you have the ability 
to use telepathy to experience firsthand 
the memories of other characters in the 
game. As you question all the patrons of 
the establishment, you'll journey on little 
mini-adventures through the character's 
minds, each containing its own puzzles 
and stories. In the end, however, your 
ultimate goal is to find the murderer, and 
bring him - or her, or it - to justice. 

The demo gives you a small sam
pling of the new game engine, BAGEL, 
designed by Meretzky's company. Expe
rience the panoramic views, lovingly 
detailed aliens, and the seamless anima
tion of those you converse with. You can 
only talk to a few characters in the 
demo, but the full version contains 25 
rooms in the bar plus more than 50 
other locations to explore. 





Work fast to match up marbles 
and make them disappear. 

To win you have to 
Lose Your Marbles . 

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

Free Demo available now at www.segasoft.com 

Sys tem requirements: W indows 95 IBM PC or compa tible w ith P60 MHZ 

processor , CD-ROM, I MB SVGA, 8 MB RAM , Direct X 3.0 . Locka ble 

door. Disconnectable phone. Authority to cancel prior commitments. 

(SEGAS 
?.:'''"'' '" 
iH? 
Mic rosofr 
Windom"95 

Product Information Number 304 

C1997 SegaSott, Inc. All 1ights reserved. SegaSoft, Lose Your Marbles and the SegaSofl logo are trademarks of SegaSolt Inc. Windows®95 
is a registered trademark ol the Microsoft Corporation. The ratings icon is a trademark of the Interactive Digi1al Software Association. 



Company. SSI 
Tech Support: (408) 737-6850 
Category: Wargame 
Required: Windows 95; Pentium, 8MB RAM, 22MB 
hard-drive space, SVGA; Mouse 

Install : \PACDEMO\PACDEMO.EXE 

Si's 5-Star General series comes to a 
resounding conclusion with Pacific 
General, which takes the wargame 
engine introduced with the award

winning Panzer General and puts it in 
the Pacific theater of World War Two. 
You command either the Axis powers or 
the Japanese forces, using a combina
tion of ground, air, and sea units to con
found and annihilate the enemy. 

The game plays very much like the 
other 5-Star General games - the map 
is based on a hex grid, and the control is 
entirely mouse-driven. To move a unit, 
click on it, then click in a destination hex. 
When you have a unit selected, the high
lighted area is where it can move to. To 
attack an enemy unit, simply select the 
unit you want to do the attacking, move 
your cursor over the unit you want to 
attack, and the cursor will become a red 
cross-hair. You'll also see two flags, and 
under them, numbers representing the 
expected outcome of the battle. Left
click, and the fighting will start, or right
click to deselect the unit. 

The menus are hidden on the left 
and right sides of the screens. To acti
vate them, move the mouse cursor 
along the bottom half of the information 
bar at the top of the screen on the side 
of the menu you want to appear, or just 
press the spacebar to "unhide" the 
menus. Press the spacebar again to 
make them disappear. The buttons on 
the left-hand side will change depending 
on whether or not you have a unit 
selected. If a unit is selected, the buttons 
pertain to orders you can give that unit. 
If no unit is selected, it's the main tool
bar, with options to save or load a game 
(disabled in the demo) and to end your 
turn . The toolbar on the right is 
unchanging and contains most of the 
options you can control in the game, like 
whether or not to display the gridlines or 
show certain units on the map. 

* :~~~;::bl:~~fantry ! 
F ue 1: 0 A1·11•10: 7 .._ 

Q 86th Bicycle Infantry * 
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© 1997 Maxis, Inc. All rights reserved. Crucible is a trademark and Maxis is a registered trademar1< of Maxis, Inc. All other trademar1<s or registered trademarks are the properties of their respective owners. For product or 
ordering information, contact your local retailer or call 800-33-MAXIS. Available for Windows 95. 



Company: Psygnosis 
Tech Support. (415) 655-5683 
Category: Arcade 
Required: Windows 95; Pentium 120; 16MB RAM. 
26MB hard-drive space; SVGA 

Install : \WIPEOUl\SETUP EXE 

he adrenaline-pumpin', speaker
thumpin', speed-freakin' racing title 
that's made such a big splash on the 
console is back on your PC, and this 

time it's got Direct3D support that'll take 
your breath 
away. If you've 
got an accelera
tor card, you've 
got to try this 
game. 

The sump
tuous graphics 
are only the 
beginning with 
this one. You 
need to speed 
around a futur
istic track, 
inches from the 
ground, while you utilize booster tiles 
and weapon power-ups to thwart your 
competitors. By running over a colored 
square, you'll gain a weapon you can 
use to slow down or destroy the other 
racers. Run over the blue tiles for an 
extra burst of speed. The demo defaults 
to keyboard control, but you can change 
the controls from within the game. The 
left and right arrow keys steer your craft; 
the S key accelerates; and the A and D 
keys apply the left and right brakes, 
respectively. To fire a weapon, press the 
spacebar; to drop a weapon without fir
ing it, press the left Alt key. 

When you pick up a weapon, you ' ll 
see a certain symbol appear in the grid 
at the top of the screen. The symbol 
indicates what kind of weapon you have. 
The weapon you pick up corresponds to 
the color of the tile when you run over it. 
The missiles have a homing signal that 
can lock on an opponent; if he's in front 
of you, simply firing the missile will take 
him out. If the words "Rear Lock" 
appear, it means he's behind you, and 
you can fire the missile rearward by 

holding the down-arrow key and then 
pressing the spacebar. Other weapons 
rely on your own skill to line up the shot. 

Take a look at the symbols 
here to get an idea of what 

.....,.....,u..=. kind of weapons you have at 
your disposal. Although some 
weapons do more damage 
than others, all of them will 
cause the enemy to slow 
down or momentarily lose 
control, so if you use them 
effectively they'll help you fin
ish first. 

The demo includes one 
track with four different vehi
cles you can try. The full ver
sion has eight tracks in all, 

along with plenty of weapons, vehicles, 
teams, and a rocking soundtrack. 

Product Information Number 332 



It doesn't just surround you. It swallows you with 

realistic, heart-pounding 3D sound. And now, when you 

combine the amazing new Monster Sound PCl-based 

3D audio card with our award-winning Monster 3D 

graphics accelerator, you'll have the ultimate gaming system for your Windows 95 PC. 

Using ground-breaking A3D Interactive technology from Aureal - initially developed 

for NASA virtual reality simulators - Monster Sound provides stunning, digital-quality 

3D positional sound. And, according to Computer Gaming World, the Monster 3D 

graphics card is the ideal solution "for no-holds-barred blistering 3D performance." 

Separately, they bring the absolute best out of today's most outrageous 

games and Web sites. Together, they deliver 

performance that blows everything else away. ~ 
MULTIMIDIA 

Monster 3D Is a trademark of Diamond Multimedia Systems. Incorporated, 2880 Junction 
AVi!nue, San }ose, CA 95134. All other trademarks are the property of their respective A [ t [d 
owners. 0 1997 Diamond Multimedia Systems, Incorporated. All rights reserved. cce era e your WOf • 



Company: SSI 
Tech Support: (408) 737-6850 
Category: Wargame 
Required: Windows 95; Pentium; 16MB RAM, 
39MB hard-drive space; SVGA; Mouse 
Install : \PGDEMD\SETUP.EXE 

he original was a hallmark in com
puter wargaming. After winning 
award after award, Panzer General 
inspired several sequels, launching 

the whole 5-Star General series of 
wargames from SSI. Now, fully 
revamped with an all-new game engine 
and even more detail and lovingly recre• 
ated terrain, Panzer General JI will pre
sent grognards everywhere with an eye
popping strategic feast. 

The game still plays very similarly 
to its predecessor. Select which unit to 
move by left-clicking on it, and the hexes 
you can move to will highlight. Left-click 
the desired destination within the high
lighted areas. To attack an enemy, you 
simply move your cursor over the 
opposing unit. If it changes to a cross
hair, a left-click will attack. If it doesn't 
change, the unit is either out of range, or 
your unit has already fired that turn. 

The demo contains a quick half-turn 
of a land battle in the game. Your goal is 
to occupy all three towns with a flag. 
You'll need to think before you move, 
because if you block the way for your 
tanks lagging behind, occupying the 
town will be next to impossible. We sug
gest you fire before moving, and after 
the enemy unit receives damage, move 
your tank off to the side so the tanks 
behind it can have a go at it. The num
ber underneath each unit is an indication 
of its strength - when it reaches zero, 
the unit is gone. To replay the scenario, 
simply click on End Turn on the toolbar 
to the right of the screen. 

The full version of the game will 
allow you to play from both the Allied 
and Axis sides during World War Two, 
from the start of the conflict all the way 
to hypothetical outcomes. The detailed 
terrain is based on actual maps of the 
battlefields, and the revamped game 
engine will easily support head-to-head 
play via modem, serial connection, local 
area network, or Internet connection. 

Product Information Number 332 
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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 the setup 

file appropriate for your operating system 
(1pPAL_21 .EXE for Windows 3.1, or 
32SER_30.EXE for Windows 95) 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 

b.Y
Jigtit 
i:,, $'id 

rwill 
n etable up. 
Yotr can also set the 
screen resolution to 
either 640x480 or 
800x600 from the 
Options menu when 
you start the demo. 
We recommend 
800x600, simply 
because it lets you 
see more of the table 
without scrolling. 

The demo contains one table for 
your pinball wizardry; the full version 
has four. The demo is timed for five min
utes, with an unlimited number of balls, 
while the final version will let you play 
until you run out of pinballs. The demo 
table, Mean Machines, contains quite a 

background art to load 
as you enter each area). 
To chat, type your mes
sage on the line at the 
bottom of the screen 
and smack the Enter key; 
you'll see your words 
appear next to your 
smiling face where 
everyone can read and 
reply to them in real
time. To head to the PC 
Gamer area, click the 
appropriate TV screen. 

Until you register 
the software for $25 by 
calling The Palace, Inc. 
at the phone number 
listed above, you won't 
be able to change your 
name, and you ' ll have 
limited options for customizing your 
smiley-face with props. If you're running 
the Windows 95 version, 3.0, you'll also 
have the Auditorium plug-in, which lets 
registered users participate in confer
ences with game developers, PC Gamer 
staffers, and other giants of the com
puter game community. For information 
on what conferences we' re having and 
when we'll have them, check out our 
web site at www.pcgamer.com. 

bit in the way of special features and 
multi-ball action. The full version has 
more tables, and it also allows for six 
alternate display modes, the ability to 
switch between high- and low- res dur
ing a multi-ball session, and more than 
an hour of CD-quality music. 

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 Generation, 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. 



s Vot~d H.im Most ·. 

POSTAL 
Fin.a O.lJ.t at WWW .go,p.ostaJ..ccxm 

Download the frl;ll;l m:ini demo on our website or 
ca:11 l-888-797-5867 for a: fully loaded demo disk (:use the codl;l 

words "twenty to life"). And yeah, thl;lre is a charge -

but don't go Postal - it's only 5 bucks. 

GAMES 
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mail, -the. rlct \Njb.,_ md 

the Usenft newsgmul)tf, and ewri;geln 
access to free newt, stoclt lnfortnatioh, 
and web support. 

The pricing is competitive, too: the 
Light service gives you 5 hours of service 
a month for $6.95 and $2 per each addi
tional hour, along with 5MB of web space 
for your own web page. The Standard 
plan is $14.95 a month for 20 hours, with 
each additional hour costing one dollar. 
You also get 5MB of web space with this 
one. The Unlimited service gives you 
unlimited hours for $19.95 a month (with
out web space), while The Works service 
gives you unlimited hours, along with two 
extra E-mail boxes and ten megabytes of 
web space for $26.95 a month I 

tlDi 
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@ MindSpring 

W•lwrn• to MlndSpring Ent1rpri11,. MindSprln,g 11 • nationel lnt•m•t Hrylw provld.,. 
w,,,,dedlc.1t.dtopro11ldlng 1uperior 1ervlc•tooureurtomer1. 

MlndSpring salutudHtol' Oadon 

~ 

,,, 
,~About MindSpriog ~ MeMbec Services 
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• Buy Low, Sell High Hey MiodSpringers1 Open an E•TRADE account and your first 
trade is FREE! The Membet's section has details. 

• Rid Yourself of Spam! Tired or e- mail spam invading your in-box? Weary or the 
constant barrage of insidious direct mail spam? We are proud to announce - The 
Spaminator,... Wipe that spam out at http· 1/www mmdspaag com/acct-marnttspam html 

• Members' Homepage Directory want the world to know about your 
homepage? Looking for a good mechanic? Met a MindSpringer and want to see their 
page? Check out the new MiadScciog Membeu' Pinu;;tory to find fellow MindSpringers' 
pages or ~st your ownl 

• Win an !om 

If you use Microsoft's Dial-Up Net
working rather than the default Pipeline 
softwate, you can also have a TCP/IP 
connection to the Internet, a necessary 
component for all those multi-player 
games that use TCP/IP connections, like 
Quake, X-Wing vs. TIE Fighter, and Inter
state 76. You can also opt to use any 
utilities that use TCP/IP connections, like 

The Palace online chat. 
With its realistic pricing and a 

whole slew of services available, Mind
Spring is a good jumping-off point for 
anyone wanting to get onto the Internet. 
Best of all, if you install the software 
from The CD, the $25 launching fee will 
be waived. 

Talk about service! 

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

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

Install: \AOL\SETUP.EXE 

A 
America Online is the most promi
nent and fastest growing online ser
vice in the United States, with more 
features and forums than any other 

online service. They've been working to 
expand their service and make it more 
reliable, and now that they've got a flat
rate plan of $19.95 a month for unlimited 
usage, they're growing faster than ever. 

With version 3.0, you'll be able to 
use Netscape's Navigator, the most 
widely supported web browser on the 
Internet. America Online also offers user
friendly E-mail, online stock market 

information, and dis-
x cussion forums on just 

the lnfobahn, no matter what your tastes 
might be. Just sign on, and you' ll take 
part in the biggest online community in 
the world. 

The sign-up software will install the 
files you need, then you ' ll use your 
modem to call a toll -free number to get 
the list of access numbers nearest you. 
With more phone lines available than 
ever before, a whole universe is only a 
few mouse-clicks away. 

i-=--=--='---=,--=---'=---''-'--- --- -----------i about any topic imag
inable. You can find 
out the weather in 
China, or look up 
NASA's reports from 

~--..,..,--~ii.x-11 the recent Mars 
Day 
need 

red 

Pathfinder mission. 
AOL offers more 

than just information, 
though - it offers a 
whole community of 
people to inte ract with. 
From personal ized 
clubs online to a huge 
number of chat rooms 
for real-time discussion 
w ith other computer 
users, you' ll discover a 
wea lth of ways to meet 
people as you cruise 







lnu ratt 
ahnnst 
taste tt. 

You were once an innocent man. But having been 

brutally slain and banished to Hell has put a bad 

taste in your mouth ... You are Kain - damned to 

the savage existence of a vampire for all eternity. 

Revenge consumes you as you journey through the 

depraved lands of Nosgoth in search of your 

murderers. Quench your desire for vengeance with 

the blood of innocents in real-time. Morph into 

Wolf, Bat, Vampire or Mist to slaughter those who 

stand between you and those who wronged you. 

Revenge ... nothing is sweeter than the 

blood of your enemies. 











EVEINITNESS 
NEWS• PREVIEWS• BEHIND-THE-SCENES REPORTS 

Microsoft vs. Developers 
Direct3D or OpenGL? The debate rages on 

J ust before E3 a number of 
noted computer game 
developers released an 

open letter to Microsoft, asking the 
software giant to actively support 
OpenGL, a 30 programming API, in 
Windows 95. The letter was signed 
by a number of well-known pro
grammers, including John 
Carmack, John Romero, 
and Lawrence Holland. 
Microsoft prefers its own 
Direct3D API, a subset of 
the DirectX software 
developer's kit. 

Microsoft's 
response to the open let
ter was not particularly 
encouraging. It invited 
the programmers who 
signed the letter to 
attend a developers 
round-table in mid-July 
to discuss the issue. 
"The purpose of the round-table is 
to openly consolidate input and 
feedback from developers," says 
Julie Whitehead of Microsoft. "Our 
hope is that this round-table will 
provide Microsoft with the feed
back required to evolve our 30 

AP ls in a way that delivers the best 
platform for our developers." 

"It looks like Microsoft is 
going to consciously do the wrong 
thing because of political issues," 
says id Software's John Carmack, 
about Microsoft's response. "We 
won't be idiotic and crusade off a 

cliff, but we don't have 
to blindly follow 
Microsoft every time 
they make a bad call." 
Carmack says that id 
intends to write to 
OpenGL for 30 acceler
ation in its upcoming 
games. 

We spoke with 
Chris Hecker, originator 
of the 'Open Letter' to 
Microsoft and technical 
director of Definition Six, 
a small software startup 
in Seattle, about the rel

ative merits of OpenGL vs Direct3D. 
Hecker cites five major reasons 
why OpenGL is superior- perfor
mance, maturity, a richer feature 
set, superior documentation, and 
its cross-platform compatibility. 

"OpenGL has better perfor-

mance, and better performance 
scalability," says Hecker. "Most 
of these reasons center around 
the way data moves through the 
API from the game code to the 
hardware. As faster hardware 
moves down to the PC, these dif
ferences will only become more 
pronounced." 

"It's elegant and clean to pro
gram," he adds. "It's portable and 
not tied to Windows, so if you're 
doing level-design tools on an SGI 
or an Intergraph, they can run your 

game's rendering code for a pre
view." OpenGL was developed by 
Silicon Graphics, and works across 
multiple platforms, including PCs. 

In the midst of this debate, 
Microsoft fired its own Dire ctX 
evangelist, Alex St. John, report
edly over impolitic comments he 
made about Direct3D and OpenGL. 
St. John told our sister publication, 
boot magazine, that he was 
escorted out of the building after 
his remarks angered some senior 
Microsoft executives. 

Here's the actual text of the letter and all its signatories: 

"We, the undersigned professional game 
developers, call on Microsoft to continue its 
active OpenGL development, to ship its Direct
Draw bindings for OpenGL and the Windows95 
MCD driver-enabled OpenGL, and to continue 
to improve its implementation of the OpenGL 
API and its driver models by aggressively sup
porting common extensions and future ARB-

SIGNED, Mark Dochterman 
Jim Dose 

Bill Baldwin . James Fleming 
Sean Barrett Rick Genter 
Ken Birdwell Ed Goldman 
Seamus Blackley Chris Green 
Stefan Boberg Robin Green 
John Carmack Mike Harrington 
Glenn Corpes Ryan Haveson 
Steve Crane Chris Hecker 
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approved standard features. As developers, 
we believe the choice of which 30 API to sup
port for our games should be ours alone. 

We want any 30 API competition to hap
pen on an open technical playing field, with us, 
the people who actually write the games, 
deciding which APls we should and should not 
use. This open technical competition is healthy 

Lawrence Holland Mike Linkovich 
Brian Hook Jonathan Mavor 
Andrew Howe Stan Melax 
Brent Iverson John Miles 
Rick Johnson Doug Muir 
Dave Kaemmer Casey Muratori 
Donavon Keithley John Nagle 
Jason Leighton Mike Newhall 
John Lemberger Jay Patel 
Peter Lincroft John Romero 

for the industry and will result in better games 
and 30 technology. We recognize Microsoft 
musttake part in creating this technically com
petitive environment because of their control 
over the operating system, and we urge the 
company to be a positive force in doing so by 
actively supporting OpenGL. The entire PC 
game industry will benefit as a result." 

William Scarboro Neall Verheyde 
Jason Shankel Charlie Wallace 
Zachary Simpson Kevin Wasserman 
David Stafford Patrick Wilkinson 
Tim Sweeney David Wu 
Chris Taylor Pat Wyatt 
Dave Taylor Billy Zelsnack 
Trey Taylor Greg Zeschuk 
Cameron Toter 
Matt Toschlog 
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New Tech from I-Magic 
Modem speech, terrain engine to come 

I 
nteractive Magic revealed 
two new pieces of gaming 
technology at the big E3 

trade show: the MEGAvoice Inter
net speech technology, and 
DEMON-2, a fl ight sim engine. 

MEGAvoice lets players in I
Magic Online games communi 
cate with each other over stan
dard modems and microphone 
headsets. "Traditionally, players 
have had to type messages back 
and forth while trying to fly at the 
same time," said Interactive 
Magic CEO "Wild Bill" 
Stealey. "Now I can 
focus on flying and 
talk to my wingman 
using a Radio Shack 
microphone or head
set. It's more like the 
real World War Two 
pilots who used their 
radios to communi
cate with each other." 
The MEGAvoice tech
nology will be avail 
able in all current and 
future I-Magic Online 
games; I-Magic Online 

is the second online gaming ser
vice to offer voice technology, 
after Mplayer, but the first to offer 
it in games. 

Also unveiled was DEMON-
2, a terrain engine that will be 
used in future I-Magic flight sims. 
The engine works by first creating 
a digital elevation model of the ter
rain, then applying satellite photos 
to the elevations as texture maps. 
An early version of the engine is 
being used in iF22, I-Magic's F-22 
Raptor flight simulator. 

....... • ········ ·· ····································· ········"········· .................. .. 

/ntemet Play for Magic 
Fans of the collectible card game are in luck 

"' 

icroProse and Wizards 
of the Coast are work
ing together to add a 

multi-player Internet mode to the 
CD-ROM version of Magic: The 
Gathering. The popular strategic 
fantasy card game has dominated 
the paper RPG market for several 
years now, but an on line compo
nent in the recent computer game 
version was sorely missed. Micro
Prose is now taking steps to cor
rectthat. 

"Adding multi-player func
tionality to Magic: The Gathering 
for the PC will redefine the bounds 

ofthe Magic game play," said 
Derek Mcleish, senior vice presi
dent of marketing at Micro Prose. 
"Following the successful launch 
of the PC version with over 235,000 
copies shipped to date, we look 
forward to giving our customers 
the opportunity to challenge play
ers around the world to a game of 
Magic over the Internet." 

The two companies have 
launched a web site at 
www.gathering.net where play
ers can go to find out more about 
the Internet version of Magic. This 
site will also become the official 
matchmaking site for players on 
the Internet when the head-to
head version is ready. 

In other Wizards of the 
Coast news, the company 
completed its acquisition of 
Dungeons & Dragons cre
ator TSR and also acquired 
the Five Rings Publishing 
Group, another publisher of 
collectible card games. 

PC GRMER September 1997 , 
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Prey On the Weak 
3D Realms moves ahead of the game despite recent setbacks 

W
e took our first look at 
Prey back in late '95, 
even before Duke 

Nukem 3Dwas released. At the 
time, it was billed as 3D Realms' 
answer to the then-still-unre
leased Quake, but since then 
Quake has come out, Unreal was 
developed, Preywas delayed, and 
a lot of water has passed under 
the proverbial 30 bridge. 

But now, after a stellar per
formance at E3, Prey- once 
considered a big question-mark 
on the 30 Realms product sched
ule - has become not only 30 
Realms' star attraction but a sign
post for 30 games in 1998. Set for 
a mid- to late-1998 release, Prey is 
a technological tour-de-force, 
beyond both Quake and Unreat, in 
plain English, the game rocks. 

Preys strong showing 
caught everyone off guard, espe
cially since the departures of sev
eral developers (who went on to 
found Hipnotic/Ritual), followed by 
the game's postponement. So few 
of us expected anything more 
than a tardy Quake clone, a slow 

and unwieldy version of Unreal. 
Principal game designer Paul 

Schuytema filled us in on this mon
ster of a game at a closed-doors 
demo at E3. Schuytema himself is 
new to Prey, coming over from 
FASA, where he was a designer on 
Mech Warrior Ill. We pick up the 
story when 30 Realms decided to 
make Prey something more than a 
Quake clone. 

"Scott [Mi ller) and George 
[Broussard, the 30 Realms/Apo
gee presidents) were really think
ing about where Prey was going 
-that it was going to be a Quake 

clone, and they really didn't want 
to do another clone," says 
Schuytema. "So they decided that 
what they wanted to do was take 
a risk and try to jump ahead, past 
Quake II, past Unreal-they 
threw the project back a bit but 
completely rethought things." 

That's a dangerous path in 
PC game design, with its here 
today, gone tomorrow base of 

installed hard-

enemies, new 
weapons' rou
tine to unseat 
the reigning king 
of 30 engines, 
Quake. 

That's 
where portal 
technology 
comes in. Virtu
ally every 30 

game you've played - from Doom 
to Duke to Quake - uses a BSP 
tree, a slick and efficient way of 
depicting 3D or quasi-30 environ
ments. But not Prey. 

"If you're familiar with how 
Quake and Unreal work, they're 
based on a BSP tree, which means 
that a 30 environment is all pre
calculated," says Schuytema. 
"The biggest trick for any com
puter when they're doing a 3D 
environment is to cull out what is 
not something they need to pay 
attention to at any particular 
moment, and a BSP tree makes a 

very easy way to precalculate the 
geometry." In short, a BSP tree 
predetermines what a player can 
see in each and every possible 
angle and tosses out everything 
else. It's an efficient way of doing 
true 30 worlds, and it's why Quake 
and Doom are so lifelike. But it's 
not the only way to do things. 

"The problem with BSP 
trees is that it limits your geometry 
because it has to be static," says 
Schuytema. " In Quake, you have 
moving doors and moving plat
forms, which are separate BSP 
trees, but you can't have falling 
walls because that changes the 
whole BSP tree." You can't blow 
down walls and knock over build
ings in Quake the way you can in 
X-COM, for example - any look 
the level might have is predeter
mined when the level is compiled. 

Portal technology takes a 
new approach, one that allows for 
dynamic environments. "Portal 
technology has been in academic 
research for several years; it's a 
different way to think about 30 
geometry," explains Schuytema. 
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"It basically says we're not going 
to pre calculate all the possible 
visible sets for an entire environ
ment. We're just going to deal 
with just a little subset of this 
environment and use portals to 
help us know what to see in other 
environments." 

Portal engines render an 
environment at least as accu
rately as a BSP-based game, but 
because view angles are not pre
determined, the level itself is infi
nitely mutable. Think of X-COM in 
a true 3D world. 

"What portal technology 
gives you is the ability to have 
dynamic geometry in the environ
ment," says Schuytema. "Things 
can change because they're not 
pre-computed. Walls can fall 
down or be destroyed, floors can 
move, ceilings can move, th ings 
can fall over. Which is a really big 
thing." Any level designer ought 
to be drooling at the prospects. 
"There are things we can do with 
portals that you can't even com
prehend doing with Quake or 
Unreal. They're just absolutely 
unbelievable," he adds. 

Prey is not the only game to 
be using this technology. Looking 
Glass· The Dark Project is toying 
with portals, as is Max Payne, a 
Finnish project (see sidebar). But 
these other games are using static 
portals, meaning the portal itself 
- a window, a door - are preset. 
They can't pop out of nowhere. 

What Prey does is very dif
ferent. "Our portals are dynamic," 
says Schuytema. "They can be 
created anywhere in space, any
where in time, and be created on 
the fly. That doesn't happen in 
other portal-technology games. In 
those games, the portal has to be 
actual physical geometry - a 
door or a window. We can open 
holes in space anywhere. Space 
can even fold back onto itself." 

You see a tall box in the mid
dle of the floor, with a door in it. 
Looking through the door, you see 
another room completely, a differ
ent room than what is on the other 
side of the box. You walk inside 
the box portal, into this other room 
- look behind you, and there is 
the old room. Look ahead of you, 
maybe there's another portal, into 
another room. Geometry is not 
Euclidean. Space-time is warped. 
It has to be seen to be believed. 

This ability to open doors to 
other parts of a level at any time 
or place is the primary - and 

MaxPayne 
Prey is not the only sur

prise from 3D Realms. 
Another impressive title is 
Max Payne, a 3D action game 
being put together by Finnish 
developer Remedy Entertain
ment, creator of Death Rally. 

The game's title charac
ter, Max Payne, is billed as a 
hardboiled undercover cop on 
an ammo-popping crusade 
against mobsters, drug-push
ers, high-tech assassins and 
other villains who will no 
doubt plague the future 
streets of America. 

With four different char
acters to choose from, TCP/IP 
play, skeletal mesh characters 
and the gamut of next year's 
eye-popping visuals (16-bit 
colored, full radiosity lighting, 
dynamic shadows, etc.) it 
looks like this game will be one 
of the top tier in terms of tech
nology in the upcoming year. 

But what about Duke 
Nukem Forever-the Duke 
Nukem 30 sequel using the 
Quake engine? Nothing of 
Duke /Vwas shown at E3, and 
3D Realms is keeping this one 
tightly under wraps. No infor
mation - not even a screen 
shot - has been released on 
the web, except for one short 
character animation. 

most visually impressive -
advantage Prey has over Quake 
and its offspring. But there's more 
to it than that - Prey is not meant 
as a technology demo, though 
engine licensing opportunities will 
abound. Character identification 
(a la Duke Nukem 30), interactiv
ity with the environment, and 
hardware acceleration will all 
play their own part. 

"We learned a lot of lessons 

Continued on page 54: 
See Prey 
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Dilbert Tackles the Desktop 
Cubicle underdog stars in his own games 

N ever schedule meetings 
with time-wasting 
morons." 

This and countless other bits 
of timeless wisdom stem from 
Scott Adams' Dilbert, a cartoon 
chronicle of office malaise that 
has made Dilbert a cult hero to 
the legions of cubicle-dwellers 
around the world. The cartoon fol
lows the life of Dilbert, a hapless 
engineer, and his companion, 
Dogbert, a shrewd business con
sultant, as they wend their way 

through the working world, shirk· 
ing assignments and belittling 
fuzzy-minded corporate culture. 

Now the duo embarks once 
again onto the computer screens 
of gamers everywhere in Dilbert's 
Desktop Games, a new CD-ROM 
collection of mini-games and 
desktop toys being published by 
DreamWorks Interactive. 

• Anything you do at your 
computer looks like work," says 
Scott Adams about the new CD· 
ROM." Dilbert's Desktop Games is 

--.----------------r=-= another great 
way to increase 
your perceived 
work while 
decreasing your 
actualwork. And 
it's way more fun 
than making per
sonal phone 
calls." 

Ten differ
ent mini-games 
and desktop 
activities com
prise the new CD. 

These include Techno Raiders, 
where players must guide Dilbert 
up the corporate ladder through a 
series of elevators, while dodging 
doughnut and defective products. 
Then there's Project Pass-Off, a 
foosball style of game where Dil
bert and Zimbu the Monkey com
pete for good projects while 
avoiding the bad . 

Another handy tool is the 
Jargonator, which replaces com
mon words and phrases with their 
corporate report gobbledygook 
counterpart. Put in "coffee 
break", for example, and you 
might get back something like 
"unscheduled non-proactive re
caffeination session." 

And finally, for the strategy 
game crowd, there's the CEO Sim
ulator, which allows players to 
rear a young company from a 
high-tech startup to a monopolis
tic megacorporation by doling out 
discipline and fresh water. 

Dilbert's Desktop Games will 
be available in October. 

········································································································································ • ......... . 
Games for Girls 
Purple Moon tries fresh spin on old saw 

S
ometimes it seems that 
half the world is into com
puter games, but at every 

industry gathering, the topic of 
how to get the other half of the 
human race -women - playing 
games inevitably crops up. The 
latest attempt to address gam
ing's infamous gender gap is Pur
ple Moon, a new startup company 
dedicated to creating games for 
girls between eight and twelve 
years old. 

Purple Moon developed its 
concept of friendship adventures 
after conducting extensive 
research on the different ways 
boys and girls approach games. 
According to its research, girls 
want to play challenging, involv
ing games with complex plots and 
multiple outcomes, as opposed to 
the usual 'you lose, you die' style 
of action gaming that appeals to 
most gamers. 

"We're placing a big bet that 
the characters and story lines 
we've created based on real girls' 

lives will be more resonant and 
compelling than licensed charac
ters ever could be," says Brenda 
Laurel, Purple Moon's vice presi
dent of design. "A game with no 
rules? No winners or losers? No 
shoot-'em up action? It's unheard 
of," she adds. 

The first Purple Moon game, 
Rockett, will be out in September. 
In it, the player guides the new girl 
at Whistling Pines Junior High 
through the adventures and events 
that make up a school year. The company is taking a 

new tack, inventing a genre it 
calls "friendship adventures" 
designed to appeal specifically to 
girls. Friendship adventures are 
heavy on plot and narrative, with 
richly developed characters to 
interact with. Purple Moon hopes 
the characters in the games will 
be "as real to girls as their best 
friends." There's definitely a mar
ket for it, as Mattel's best-selling 
Barbie Fashion Designer proved. 

These characters will be your friends in Purple Moon's first adventure 
game. The company is trying a fresh approach to games for young girls. 
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AnyRiver Goes Under 
A Fork in the Tale is a nail in the coffin 

F
ledgling game company 
AnyRiver Entertainment is 
no more, done in by a com

bination of high costs, low sales, 
delays, and canceled projects. 

AnyRiver began with a lot of 
high hopes and a unique lineup of 
conceptually fresh products. 
There was Flying Saucer, a unique 
UFO flight simulator; A Fork in the 
Tale, a different kind of full-motion 
video game; and Daymare, an 
impressionistic adventure game 
being developed in partnership 
with Neal Stephenson, author of 
Snow Crash. Two other projects 
were also in the works. 

But game companies have 
to release products and generate 
some kind of revenue in order to 
keep going - something 

AnyRiver was unable to do. Much 
of AnyRiver's initial stake of 
$12 million was used up in pro
jects that were later completely 
canceled, as in Daymare. Flying 
Saucer suffered numerous delays 
itself, and the project was about 
eight months late and $1 million 
over budget. It would've missed 
the 50th anniversary ofthe leg
endary Roswell UFO crash, not to 
mention all of the free PR that a 
UFO-oriented game would have 
enjoyed this summer. 

So the company's first and, 
it turns out, only release became 
A Fork in the Tale, a full-motion 
video adventure featuring the 
voice talents of Hollywood's Rob 
Schneider. Advertised with the 
slogan - "Think FMV sucks? 

Think Again! " - the game cost 
more than $1 million to produce, 
and another $500,000 was spent 
marketing it. And because of the 
other canceled projects and the 
delays with Flying Saucer, the 
company's very survival now 
depended on the success of A 
Fork in the Tale. 

But A Fork in the Tale was 
panned by critics because of its 
repetitive, confusing gameplay, 
and ended up selling fewerthan 
1,000 copies. This was more than 
AnyRiver, now suffering a serious 
cash shortage, could bear. The 
company's credit line was only 
accessible if the company was 
showing revenues, but with only 
1,000 sales of A Fork in the Tale, 
that was hardly the case. The end 
was in sight. 

The board decided to liqui
date AnyRiver's assets, and all of 
the remaining games under pro
duction were turned around so 
the developers could reacquire 
the rights and seek other publish
ers. All employees were laid off 
with a month's severance pay and 
vacation time. What was left of 
AnyRiver was then merged with 
the Total Entertainment Network, 
giving TEN access to AnyRiver's 
credit line. 

Meanwhile, Postlinear, the 
developer of Flying Saucer, is now 
actively talking to several other 
publishers for the rights to the 
game. According to Postlinear's 
Kevin Reperowitz, the game is 
now 85% complete and still going 
strong, unaffected by problems at 
AnyRiver. .......... • ········· ···································································· ············ ········· ·· ·· ·································· 

MOK Team Sets Up Shop 
Three veterans leave Shiny Entertainment to start anew 

The development team res
ponsible for MOK- Nick 
Bruty, Andy Astor and Bob 

Stevenson - have departed 
Shiny Entertainment and are 
headed to northern California to 
launch a new company. Though 
leaving Shiny, they will still be 
part of the overall Interplay group, 
having already accepted Interplay 
as the publisher for their as-yet
unnamed company. 

By all accounts, the depar
ture was an amicable one. "The 
Shiny team is a collection of 
hand-picked, award-winning 
developers, and these guys are 

great examples of that, " said 
David Perry, president of Shiny. 
"They are also 
very close per
sonal friends, and I 
am very pleased to 
see them choose 
to stay within the 
Interplay/Shiny 
family." 

Shiny is also 
owned by Inter
play, but MOK hap
pened to be pub
lished by Play
mates Interactive 
because of an 
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Thresh Takes the Ferrari 
Quake tourney winner drives off in Carmack,s car 

T
he recent "Red Annihila
tion" Quake tournament 
was played to its success

ful conclusion at the Electronic 
Entertainment Expo. The tourna
ment, sponsored by Mplayer, 
Intergraph, Rendition, and id Soft
ware, pitted the world 's best 
Quake players in a brutal series of 
elimination rounds, with the top 16 
players being flown to Atlanta for 
the final showdown. 

While there had been some 
problems with the tournament ear
lier- mostly with East Coast play
ers having higher ping times - no 
one disputed Thresh's incredible 
victories. His score in the final 
round of the tourney was 14to -1 

over Entropy9. He then went on to 
defeatthe Japanese national 
champion 84 to -7. 

"There are master players," 
id Software's John Carmack said, 

"and there is Thresh. 
We were watching 
him play with our 
jaws hanging open. 
He did things we had 
never seen before. It 
was amazing to 
watch. I feel a lot 
better about the 
contest now, 

---i~~1 because even if the 
16 finalists weren't 
necessarily the 16 
best players due to 

Internet issues, I do think that the 
grand prize winner is the best sin
gle player." So Thresh got to drive 
off with Carmack's Ferrari 328 
GTS. Nice going, buddy. .......... • ·································································································· ······································ 

New Game for America Online 
America Online has reorga

nized its games division, 
switching to a pay-to-play 

pricing model of $1 .99 an hour and 
re-launching its lmagiNation Net
work as World Play. 

World Play will become 
AOL's premiere online gaming 
brand and will host CyberPark, the 
3D avatar environment, which is 
expected to become a major draw 
for AOL users, offering a rich 
graphic environment in which to 
chat and play games. 

Games available in World
Play include Bridge, Gin, Hearts, 
Spades, and other traditional 
games, as well as online PC 
games from Engage Games Online 
- Castles II: Siege and Conquest, 
Rolemaster: Magestorm, and 
WarCraft II. 

nection is not completely dead, 
Sierra games like Trophy Bass 2 
and Mission Force: Cyberstorm 
will be joining the channel. (INN 
was launched by Sierra Onl ine 
several years ago, then later sold 
to AT&T, which in turn spun off 
the network, until finally AOL 
bought it and made INN a wholly
owned subsidiary). 

Further complicating the 
business relationships, World Play 
games will be available else
where on the Internet, outside of 
AOL. Earthlink has picked up the 
World Play service for its online 
gaming site, The Arena. There, the 
World Play offerings join the line
ups from Engage and Aries Online 
Games, already in place. 

Whether or not AOL can get 
away with charging $1 .99 per hour 
for games like Hearts and Bridge 
on World Play rema ins to be seen 

- those same games are free 
on other services, such as 
Microsoft's Internet Gaming 
Zone - but the launch of 
WorldPlay has not been without 
some wrinkles. 

For starters, AOL canceled 
its long-running online roleplay
ing game, NeverWinter Nights. 
By now almost hopelessly 
dated, the game still had a very 
loyal core audience of about 
2,000 users who were left high 
and dry when the plug was 
pulled on July 19. Developed by 
Stormfront Studios in 1991 , the 
game was based on TSR's 
Advanced Dungeons & Dragons 
game universe. 

Another content provider, 
Simutronics, has also exited 
America Online and migrated to 
the web, though AOL users will 
still be able to find links to the 

Simutronics games 
from within AOL's 
Games Channel. 
Simutronics titles 
like Gemstone Ill, 
CyberStrike and 
DragonRealms can 
now be accessed 
directly through the 
web at 
www.play.net, with 
prices varying from 
$7 .95 to $20.00 a 
month. 

EYEWITNESS 
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MP/ayer Breaks 100,000 
While Microsoft signs up 275,000 on Internet Gaming Zone 

he online gaming service 
Mplayer has reached a 
new plateau, signing up 

100,000 members to become one 
of the largest Internet gaming ser

vices and sur
passing TEN's 
total of 30,000 
members. The 
service attributes 
its success in 
part to word-of
mouth reports 
from gamers. 

"Gamers 
are staying 
online for hours 
and telling their 
friends that play
ing games online 
is fun, fast, and 

easy to do," says Kristen Asleson, 
general manager of Mplayer. "At 
th is rate, our community will dou
ble or triple in size in the next six 
months." 

The company has essen
tially two services -the Mplayer 
free area, where many popular 
games can be played for free, and 
the Plus zone, where premium 
games like Westwood's Red Alert 
can be played for $29.95 a year. 
About 25,000 Mplayer users are 
Plus subscribers. 

Meanwhile, Microsoft's 
Internet Gaming Zone continues 
to outstrip its many rivals in the 
online gaming world. In June, it 
reached 275,000 registered users, 
making it the largest Internet 
gaming service in the world. 

"Online gaming is gaining 
popularity because it brings the 
social dynamic back to computer 
games," says Steve Murch, prod
uct manager for the Zone. 

" In a little more than a year, 
275,000 people - enough to fill 
five football stadiums - have 
joined the Zone and rediscovered 
that it's the human element that 
makes games really fun." 

In addition to free games 
like Bridge, Hearts, and Spades, 
the Zone has free matchmaking 
for retail games (including Mon
ster Truck Madness and X-Wing 
vs. TIE Fighter), as well as new 
on line-only fare like Fighter Ace 
and the newly unveiled RPG 
Asheron's Call. 

NET GAMER 
There was plenty of news from the online gaming world 
during EJ and immediately after. Here's a quick recap of 
some major announcements. 

LO WANG ON TEN 

The Total Entertainment has secured the exclusive online rights to 
Shadow Warrior, the Build-engine game recently released by 30 
Realms. Shadow Warrior is now the third Build engine game exclusive 
to TEN, after Blood and Duke Nukem 3D. The shareware version of 
Shadow Warrior has already been downloaded more than 400,000 
times. TEN also recently locked up Bungie Software's Myth, a real
time strategy game. 

MA BELL GOES GAMING 
AT&T has picked up Kesmai's suite of online games for World Net, 
AT&T's national Internet Service Provider (ISP). With more than 
900,000 subscribers, World Net is one of the largest and most rapidly 
growing ISPs in the U.S. Among the Kesmai games to be offered to 
WorldNet subscribers are Air Warrior II, Jack Nicklaus Online, and 
MultiPlayer Battle Tech. No pricing plans have yet been announced. 

HEAT DRAWING AD CASH 
SegaSoft's new online gaming network, HEAT.NET, is seeing some 
success in its campaign to draw in big-name advertisers to help sup
port the fledgling service. Atlantic Records, Random House, and Capi
tol Records have all signed up for advertising that will be aimed at 
HEAT's audience. A solid lineup of advertisers is important to HEAT's 
business model, which proposes multiple revenue streams from sub
scriptions, online shopping, and web advertising. 

FREE INTERNET GAMING CODE 

RTIME Inc. has released the source code to its Internet game, RT/ME 
Rocks!, to the development community. Along with the source code, 
it's putting out a how-to guide to help developers create their own 
multi-player games. In turn, the company hopes that some developers 
will want to license the RTIME Interactive Networking Engine, a 
client/server gaming engine designed specifically to work around 
problems of latency and packet loss on the Internet. 
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ewsBriefs 
Another id Departure 
Long-time id Software veteran 
Sandy Peterson has left, citing 
creative differences. Peterson 
designed many of the levels in 
Doom II and most of the fourth 
episode of Quake. He joins 
Ensemble Studios, the developer 
behind Microsoft's Age of 
Empires. His departure shouldn't 
affect the development of Quake 
//, says id Software, because 
Peterson was not significantly 
involved in the game's creation. 

Hot Properties for GT 
Over the years, one of the most 
popular staples of MAD Magazine 
has been its Spy vs. Spyfeature -
brief, uncaptioned black and white 
cartoons that take a humorous look 
at the world of cloak and dagger 
espionage. Now the cartoon is 
coming to the PC in a new com
puter game from GT Interactive. A 
second deal licenses MTV's Beavis 
and Butt-Head and Aeon Flux prop
erties to GT for PC development. 

GT to Buy Single Trac 
In more GT news, the company 
has announced that it will buy Sin
gle Trac, a well known developer of 
console games like Twisted Metal 
and Jet Mato. The deal is a stock 

and cash interaction that will make 
Single Trac an independent devel
opment studio wholly-owned by 
GT, though the transaction must 
still be approved by Single Trac 
shareholders and GTs board of 
directors. GT will publish Single
Trac's first PC game, Critical 
Depth. Microsoft was originally set 
to publish the title, but dropped it 
several months ago. Microsoft will 
still publish Dutwars, another Sin
gle Trac game. 

Voyager Deal for Virgin 
Another hot Hollywood property 
is grabbed: Vi rg in Interactive has 
just signed a deal to develop 
three computer games based on 
Paramount's Star Trek: Voyager 
television series. Virgin is promis
ing to use the latest in 3D tech
nologies and production values in 
the titles, but the first game is still 
a long way off - it won't be 
released until 1999. 

Virgin Signs Strategy First 
More news from Virgin: the com
pany will distribute Man of War, a 
naval warfare game developed by 
Strategy First. Set in the age of 
sail, the game has a 3D graphics 
engine that can pit as many as 150 
ships in a single massive battle. 

··················································································· ······································································· ··········································· • ......... . 
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in Duke in terms of the value of 
character," says Schuytema, "and 
maybe some of the things Duke 
didn't do so well. The story was 
kind of hackneyed." Prey will 
reprise the interactive environ
ments of a Duke 3D with an identi
fiable character like Duke Nukem, 
but all within the context of a 
drop-dead serious sci fi plot. 

" Prey isn't going to be an 
adventure game; it's going to be 
an action game, but one that 
hopefully conveys a really intense 
and really intriguing story," says 
Schutyema. "We're not going for 
the tongue-in-cheek humor we 
went for in previous games. Duke 
Nukem Forever is going to handle 
that just fine. We're going to try a 
serious story- not that that's any 
more important than humor, but 
that's the kind of mood we're 
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going for." 
Talon Brave is the hero of 

the story, an Apache Indian 
thrown into a bewildering, future 
world. Gameplay focuses on qual
ity levels, ranging from "Dr. Who
style" non-Euclidean geometry to 

rip-roaring Descent-style tunnel 
fights. Throw in Preditor, a full
fledged level editor on par with 
Unrea/'s UnrealEd, and mandatory 
hardware acceleration, and 
you're getting an early look at 
what a lot of games may be doing 

in late 1998. 
"One thing we decided with 

Prey was that it was going to be a 
hardware-only game," says 
Schuytema. "That was kind of a 
big leap, but realistically we're 
thinking the shareware's not even 
going to be out until 1998. We 
think the installed base is going to 
be there, so we feel pretty confi
dent with that decision." 

Accelerators give the game 
extra visual punch. 

"3D accelerators give us 
basically for free the ability to use 
16-bit textures and 16-bit colored 
lights," Schuytema says. 

"Plus the CPU's not using so 
many cycles in the rendering, so 
more time can be spent on inter
activity and character. That isn't 
hardware-specific; you can do it 
in software with a good algorithm, 
but added with the 16-bit lighting 
you can get from a 3D card, it 
makes the visual fidelity 
absolutely amazing." 
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night flight into Las 
Vegas, where West
wood Studios is head
quartered, bears an 
uncanny resemblance 
to the opening 

sequence of Blade Runner- a futuristic cityscape 
of skyscrapers and pyramids rising out of the dark
ness, awash in lights. One can imagine stepping out 
of the plane and into Deckard's world of neon and 
rain, shadows and Replicants. 

For most of us, Blade Runner is something 
like that, a series images of from a visually sumptu
ous movie: we recall the black towers belching fire 
into the night, the rain-lashed, over-populated 
streets filled with wandering "cyberpunks" (long 
before the term had become a mainstream buz
zword), a sky filled with fast-moving, lens-flaring 
"spinners," and the geisha girls selling their wares 
from video billboards the size of football fields. 

But at Westwood Studios, based just off the 
fabled Las Vegas strip, the world of Rick Deckard 
and the Replicants he hunts is very much alive, 
reborn on the monitors and in the imaginations of 
a team hard at work on Blade Runner, the com
puter game. And it's a world unlike perhaps any 
other in computer gaming, both in its game design 
and its graphics technology. 

"When we told Intel that we were doing a 
640x480, 65,000 color game that emulates true color, 
with a 16-bitZ-buffer and six channel CD-quality 
audio, they said you can't - the PCI bus can't sup
port it," says Louis Castle, executive vice president 
of Westwood Studios, and the driving force behind 
the Blade Runner project "So we felt good about 
ourselves, because we hadn't even mentioned the 
750,000 polygons for the characters yet" 

The game design Castle describes for Blade 
Runner- a design now almost realized, as the 
team enters the home stretch of the project- is 
as ambitious as the technology. Confronted with 
what is essentially a slow-paced, stylistic film, the 
team had to come up with a way to not only be 
true to the subject matter, but create an original, 
compelling game. 

What they came up with is unique: "virtual 
actors" that move freely about the game world, not 
scripted but acting with artificial intelligence to ful
fill their own agendas, and random story elements, 

This sushi bar in downtown Los Angeles is one of your first stops in the world of Blade Runner. 

so that every time you play the game, things 
change. Even saved games aren't safe, because 
events will begin to change shortly after you saved 
the game. 

The design is as risky as it is ambitious. Sev
eral years, thousands of hours, and several million 
dollars have been invested in this project - and 
much of it on unknown technology and processes. 
How gamers respond remains to be seen. 

Ridley Scott's Blade Runnerwas inspired by Philip 
K. Dick's 1968 novel Do Androids Dream of Electric 
Sheep?, and though the film took much from Dick's 
book, it had a story of its own. Ridley Scott had to 

re-interpret Dick's 
novel and adapt it 
for film, and now 
Castle and West-

You will use all of your exploration and detec
tive skills as you track down the Replicants. 

wood's Blade Runnerteam have had to do the 
same thing to the film. They have created an origi
nal story for the game that's based on the film but 
modified for an interactive medium. 

They could have taken the easy way out, 
making yet another 3D shoot-'em-up based on a 
movie license, a game where you hunt down Repli
cants instead of Terminators or Stormtroopers; or 
they could have settled for a point-and-click 
graphic adventure that puts you in Harrison Ford's 
shoes, retelling the movie scene by scene. But they 
wanted to do something more. 

"We didn't want to re-tell the film," says 
Castle. " I quickly tire of point-and-click, tree-struc
tured re-tellings of movies. It's like painfully reading 
a book, where I can only read three or four pages, 
and then I have to do a crossword puzzle before I'm 
allowed to read more." 

Instead, the game takes place at the same 
time and in many of the same locations of the film 
so the two plots run concurrently. But you're not 
Harrison Ford's Deckard - you're Ray McCoy, a 
rookie Blade Runner in Deckard's shadow, out to 
prove yourself. This decision was made so gamers 
could re-live some of the sights and scenes from 
the film, but without the problem of knowing what is 
going to happen next. 

When you start the story, Deckard has just 
been sent off on assignment, and you'll occasion
ally hear about him, but your paths will never 



"We didn't want to re-tell the film. I quickly tire of tree-structured 

re-tellings of movies. It's like painfully reading a book, where I can only read 

three or four pages, and then I have to do a 
crossword puzzle before I'm allowed to read more?' 

The police station where you dock your Spinner is an authentic recreation from the world of the 
movie. The stunning graphics display the amount of detail work Westwood put into the game. 

cross. You'll also visit many familiar locations -
the Bradbury Theater, the Tyrell Corporation Pyra
mid, and the L.A.P.D.'s cylindrical skyscraper. But 
the film is treated as gospel, and you're not 
allowed to do anything that would change the orig
inal ending. And though Deckard never appears in 
the game, some of the supporting characters 
Rachael, Leon, Gaff, Dr. Tyrell - do. And there's 
plenty of new characters who step into their own 
major roles in your story. 

"This is not a game about the movie, it is a 
game aboutthe movie's environment," says Castle. 
"It's aboutthe tension and emotion of the movie. To 
us, that's what Blade Runner was really all about." 

Adventures in Space 
When you sit down to play the game for the first 
time (as we did when we were given an exclusive 
trip through the latest version in development) it 
feels very much like an adventure game. Click on 
the ground, and McCoy walks forward; click on a 
person, and he interacts with them. The story 
begins with an animal killing downtown. You inves
tigate, and soon find out Replicants are behind the 
murders: like Deckard, you've stumbled onto a 
group of Nexus 6 models desperate to figure out 
how to prolong their genetically-encoded four-year 
life spans and then escape from Earth. So you 
begin to gather evidence, compiling a list of sus
pects - but there's no way of knowing which ones 
are Replicants, even if you had a strategy guide on 
your lap, because that's randomly determined 
every time you play the game. This is where things 
start to get interesting. 

"We have 15 suspects," says Castle. "Which 
of them are Replicants? Only two for sure - the 

rest of them are random. Because some characters 
can be human and some can be Replicants, their 
behaviors will be different in each instance. 

"The suspects may or may not be guilty, and 
they may or may not be human. If you retire a 
human, you lose - but not right away. If you retire 
a human, you suffer the consequences," says Cas
tle. "That means once it's discovered, the cops will 
be after you. If the cops are after you, and there is 
enough evidence, you will be shot or incarcerated, 
and the game is over. If they suspect you, but you're 
able to weasel your way out of it, that's part of the 
game as well." 

The plot is similar enough to Blade Runnerto be 
familiar, but different enough to be interesting. It's 

LoUIS CAsrLE, EXECUTIVE PRODUCER 

also random enough so that it's fresh every time 
you play. "The game is really a simulator," says 
Castle. " It's not a tree-based game -there is no 
tree that could describe Blade Runner. We've tried; 
you cannot do it.'' 

This variability is caused by the characters in 
the story - the Replicants, the police, the other 
Blade Runners. They are not scripted, they are 
given certain goals to accomplish. Every character 
is an independent actor, with artificial intelligence 
that directs its actions. Its actions can vary from 
game to game, depending on whether or not that 
character is a human or android. Blade Runner may 
have more in common with a simulator like SimCity 
than a linear adventure like Myst 

"Those agents are real, goal-oriented artifi
cial intelligences," says Castle. "We don't know 
what they're going to do, exactly. We've given them 
behavior, we haven't given them instructions. 
There's a big difference between behavior-based 
Al and scripted instructions." The actors move 
aboutthe world, just as the player does, picking up 
clues or accomplishing goals, moving towards the . 
dramatic confrontations. The irony of game Al play
ing a major role in a game based on a movie about 
Al creatures is rich, but it's completely appropriate. 

And your detective skills will be taxed. "Every 
time I pick up a clue, I've changed the game intrin
sically," says Castle. "Because when I picked it up, 









where I picked it up, who I got it from, who I give it 
to, what I do, who witnessed what I do - it all 
affects what happens." And every time any other 
character picks up a clue or talks to a third party, 
the game changes again. Other, more subtle ran
dom factors - such as spinners zipping overhead 
or bystanders wandering down the street, add to 
the ambiance of a bustling city in the future . 

"The simulator gives us a dynamic detective 
story, so that every time you play the game, it's a 
bit different," says Castle. "But certainly playing 
the game you learn more about the world, more 
about the people and events in the world, so you 
get better at it." 

Let's also keep in mind that this is no passive 
detective story-the Nexus 6 is a deadly killing 
machine, and at any moment, you may have to 
switch into combat mode (by pressing the space 
bar) and fight. The mouse cursor becomes a target, 
but you can move by clicking on the ground. 

But can you reconcile these kind of random game
play elements with a compelling, linear story line? 
"Our Blade Runner is a five-act story," says Cas
tle. "We take classic story structure and look for 
emotional charge, and a lot of thought went into 
how to control the emotional feeling of the char-

The game begins with animal murders - a 
serious crime in a world where animals are rare. 

acters when we give them free reign." The moral 
dilemma in shooting what may or may not be 
human adds to the emotional charge. "So we con
trol very closely people's emotions, without con
trolling the plot," Castle says. 

The plot itself is very intricate, weaving 
together the stories of 20 different characters. The 
plot has similarities every time you start a new 
game - there is an animal murder, McCoy investi
gates, he discovers androids loose in L.A. There's a 
love interest, an antagonist, and a final confronta
tion. But which character plays which role is not as 
predictable, and where you get your information as 
a detective is key because that information is in a 
constant state of flux. 

"For a game to be non-linear, the information 
has to be dynamic. For the information to be 
dynamic, you have to keep track of where it came 
from, as well as where it is," Castle says. "And for it 
to be really human, you have to keep track of whis
pers and rumors. That's something we've accom
plished with Blade Runner. As a cop collects a clue 
in the game, they may pass it on to another person, 
who may pass it on to another person, and finally it 
will end up with you, the player. It's important for us 
to track the lineage of the clue, because as it gets 
told, it may change, and it may not be exactly the 
same as it originally was. 

"That's the high concept-to make a game 
that was so highly controlled and structured that it 
feels like a good story, but at the same time giving 
people real, meaningful choices that change, 
depending on what they do." 

No Blade Runner works in a vacuum- the 
L.A.P.D. will keep close tabs on all you do. 

This is interactive storytelling a few steps beyond 
most adventure games, games where 'interactive· 
is taken to mean you click on a key to open the 
drawer that contains a sliding tile puzzle ... The real, 
meaningful choices that Castle is talking about 
come into play when you, the player, do your job 
shooting Replicants. ls it wrong to kill robots? Do 
androids dream of electric sheep? 

A good Blade Runner will 'retire' his quarry, 
realizing that the Replicants' superior mental and 
physical skills and ability to pass amongst unseen 
make them a serious threat to the human race. 
Someone with a little more qualms - or a charac
ter who falls in love with one of the suspects -
may have some problems. And what if your own 
character is a Replicant? The government may be 
using androids (who think they're human) to hunt 
those other androids passing as human. Betrayal, 
deception, and ambiguity are the order of the day. 

"Blade Runner is a dark movie, and we 
always want people to feel compromised to some 
extent," says Castle, "not because we're evil and 
malicious, but because that's what the story is 
about. The story is about an anti-hero. Nobody is 
right- everyone has shades of right and wrong. 
We don't want to make a moral choice for you." 

So there is no one ending. You can convince 
yourself you're completely human and destroy all 
the androids, winning the game. Or you might be 
persuaded that you're an android, and help the oth
ers to escape - another way to win. Or you might 
be so confused that you flee the scene with one of 
the love interests, and that's a way to win too. 

Castle is walking from room to room, trying to cram 
years' worth of development work into a whirlwind 
tour for PC Gamer. We pass up and down air-con
ditioned corridors where dozens of artists are ani
mating, rendering, and hand-painting all the 
nuances into a true 30 world. "The Blade Runner 
Partnership [the people who own the rights to the 
film] was looking for severa l years before they 
found the right combination of publisher and devel
oper. It's been said to me that our unique take on 
the story, plus our demonstrated expertise on the 
visual quality is what really got us the deal. That's 
why I think we got the license," Castle says. 

So now it's time to see some of that technol
ogy and visual quality that has made Blade Runner 
such a hush-hush project for so long. It would be 
impossible to do such an stunning game - with its 
free-flowing story simulation, incredible Al, deep 
plot line, and stunning visuals - without the amaz
ing technology Westwood has developed. 

Blade Runner's visuals are impressive. All 
the characters are animations based on motion
captured actors, moving in a 3D environment. Col
ored lighting and fog effects interact with the char-
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acters dynamically, so characters can stand half
hidden in shadows, and then suddenly emerge into 
the bright light. Up to 50 different light sources can 
be placed in one set; rain, colored lights, lens 
flares, and moving shadows all add to the dark, 
moody feel of the game. 

Each of the 140 sets in Blade Runner is made 
from several million polygons, built in three dimen
sions, not 20 backdrops. "We're calling it a real
time 3D adventure game," says Castle. "The word 
3D kind of confuses people, but when we say 3D, 
we mean everything in the game was created in 
CGI. The game's a simulator, the environments are 
real, the camera moves. We don't want to call it an 
action adventure game, because people will think 
Tomb Raider, and it's not a Tomb Raidertype of 
game at all." 

The environmenttakes up about60-65 per
cent of the CPU bandwidth because it is so rich, but 
also because the camera can move. "We had to 
have a mobile camera for cinematic reasons," says 
Castle. "It sets the stage, punctuates the drama, 
and follows the action. If you run around a building, 
the camera has to follow you. The game must be 
live while that occurs." But the camera doesn't fol-

low the character constantly, as in Tomb Raider. It's 
used for cinematic touches, such as having the 
camera suddenly zooming behind as you turn a cor
ner in pursuit of a suspect 

Characters are also incredibly detailed, rep
resenting hundreds of thousands of polygons. 
They begin as motion-capture data, then are 
turned over to the artists for rendering 
and animation. 

The motion-capture gives every 
character a unique, lifelike feel, and 
up to eight different characters can 
appear on a set at the same time, 
helping to bring the city to life. "One of 
the problems with Blade Runner is that 
it's a city full of people, so I can't take 
the approach of Tomb Raider, with only 
one person in a room." says Castle. " I have 
to accept the fact that I have lots of people, 

Tyrell and Rachael will be important 
sources of information for the player -
just as they were for Deckard, Harrison 

Ford's character in the movie. 
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Sura, Blade Runneris 
looking great, but West
wood has no intention of 
neglecting ils number one 

gaming brand. Hera's a 
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and how am I going to renderthatif every charac
ter in the room is taking half the bandwidth of a 
Pentium? I can't do it '.' 

But even with all of this activity, the game 
runs at a minimum 15 frames per second. This is a 
very important point, b~cause the gameplay is a 
mix of action and adventure - at any moment a 
Replicant might appea_r, and a player will have to 
draw his or her gun in a hurry. "You can't have ter
ror if your game is going one frame per second 
when the moment of action occurs," says Castle. 
"It has to be instantaneous, and you have to be 
incredibly responsive in order to survive." 

So how is this being done? In part, West
wood is using DirectX, including DirectPrimitive. 
Without DirectX, it would be unlikely the program
mers would have been able to do the game the way 
they did. But they are not using the slower 
Direct30, and the vast majority of the technology 
used in the game is proprietary rendering technol
ogy developed in-house. That technology begins 
with voxels - pixels with height, width, and depth. 

"We had to invent a new technology for the 
characters," says Castle. "We went back to voxel 
technology and used it as a launching pad. What 
we are using is not voxels, but sort of 'voxels plus.' 
We use voxels to do the three-dimensional rota
tions, transformations, and projections that create 
the character, but we actually use a very fast 
polygon rendering engine to render the polygons 
to the screen. By not having to have a voxel model 
that is so dense that every pixel is a voxel, we 
were able to achieve much higher frame rates 
with much more polygons on the screen and have 
lots of characters." 

This is the first major production to use 
voxel-based technology for characters, but expect 
to be seeing more of this kind of thing in the future. 
Westwood has been working with its own technol
ogy for a while, but other companies are starting to 
get into the act, licensing Caviar's voxel technol
ogy. "But we've been doing it for eighteen months, 
and, as far as I know, the Caviar stuff has only been 
around for six months or so," says Castle. 

The ·voxel-plus' characters that you see on 

screen are quite impressive. In screen shots, the 
characters may look slightly pixelated, like bitmaps, 
particularly up close, but when you see them mov
ing around the screen, their true fluidity becomes 
apparent. The motion-capture is smoothly inte
grated into the game, and the result is highly realis
tic characters with a wide variety of movements. 

" It should be noted that the characters could 
be so rich that you couldn't tell them apart from ren
dered characters," says Castle, "but that would 
require pretty high memory maps, like 64MB or 
more, because the geometry takes up so much 
memory. That's why if you see any sort of pixeliza
tion, it's simply a function of memory, not a function 
of rendering speed." But as memory becomes ever 
more plentiful in the years to come, characters in 
future projects can be even more detailed, and 
Westwood already has plans to use this technology 
in a potential sequel to Lands of Lore II. 

With all of these polygons and voxels, the 
question of support for 30 accelerators comes up, 
but, surprisingly, they are of no use. "The reason 
we don't use 30 accelerator cards is because of 
the voxel technology," Castle says. "Once we go 
to submit the polygons, we are submitting too 
many polygons for the card to render them all. It 
just chokes the pipelines on the card. So instead 
we have a very fast rectangular rendering routine 
that just renders a rectangle whenever it goes to 
draw a polygon." 

All this rendering has created over 160 giga
bytes of game art, which might mean some long 
lunch breaks for the artists if they had to rely on 

This scene should look familiar; it's the interior 
of the captain's office at the LA-P.D. 

standard machines for rendering. But Westwood 
has made a significant investment in technology. 
Forty miles of network wire run through tubes along 
the bu ilding's ceilings. Ninety "farm machines" -
200MHz Dual P6 boxes with 128MB of RAM apiece 
- are stacked up in a locked room, rendering 
game art 24 hours a day. Several terabytes (equal 
to 1,000 gigabytes) of storage space are accessible 
from every desktop, across 100Mbps Ethernet wire. 
There's enough technology here to make even the 
Tyrell Corporation envious. 

Timing is Everything 
Rarely do so many things come together at the 
same time in one title - a leap in technology, an 
innovative game design, and a recognizable and 
popular license. Even Castle seems amazed by it 
all. ''I've never heard of anything like this," he says. 
"My comrades in this industry, adventure gamers 
and designers alike, have never conceived of all of 
these Holy Grails coming together in one product." 

So why now? "Part of it has to do with the 
platform, and the fact that the hardware is getting 
better," he says. "But part of it has to do with Blade 
Runneritself." Because of the ambiguous nature of 
identity in the world of Blade Runner, characters 
who are trying to pass for human act, for obvious 
reasons, like characters who are human. So 
whether or not a particular character is human, he, 
she - or it- is still going to act in a fairly pre
dictable manner, which simplifies some of the 
thornier game design issues. 

Regardless. it's clear that Blade Runner, with 
its story simulator and voxel-based characters, 
means to show us things we wouldn't believe. 
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BATTLESPIRE 

Once again, the PC Gamer team returns, weary and battle
scarred but otherwise unbowed, from the Electronic Entertain
ment Expo, the game industry's annual trade show where the 
latest and greatest games for the coming year are unveiled. Of 
the 1500-plus titles on display, we've pared the list down to just 
50 of the hottest-looking new PC games coming your way this 
year and throughout 1998. Now, brace yourself and read on ... 
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AG[ Of [MPIR[S 

IN A NUTSHELL: An epic, real
time strategy game covering 10,000 
years. Starting with the barest of Stone 
Age resources, players must build their 
primitive tribes into flourishing and 
powerful civilizations. There are several 
possible ways to win, including brute 
conquest, technological superiority, and 
supreme accumulation of wealth. Each 
civilization (Babylonian, Greek, Persian, 
Assyrian, etc.) has unique attributes 
based on their historical counterparts. 

THE CREATORS SPEAK: Design
er Bruce Shelley (who co-designed the 
original Civilization), describes the 
game's technology: "Age of Empires lets 
gamers chose from numerous techno
logical paths that lead their civilization 
to greatness. For example, there's an 
economic strategy that emphasizes agri
culture and craftsmanship, and of 
course there's a military route which 
emphasizes advances in ground and 
naval weaponry. Whichever course you 
take, you' ll encounter a technology tree 
with more than 100 nodes - larger than 
any player could possibly complete in a 
single game." 

POTENTIAL: Shelley's resume as 
co-designer of Civilization with Sid 
Meier is formidable, so anything new he 
produces has to be worth sitting up and 
taking a look at. 

PITFALLS: Faces formidable com
petition from Civilization II and the 
forthcoming Imperialism from SSL A 
comparably ambitious Civ-wannabe, 
I-Magic's Destiny, flopped thunderously 
early this year. Age of Empires had bet
ter be a lot better than that gobbler. 

THE VERDICT: The jury's still out 
on this one. A lot of Shelley' s reputation 
rests on Age of Empires - can he stand 
on his own without Meier? We'll find 
out soon. 

YES. rr·s TRUE: This game's orig
inal title was Dawn of Civilization. No 
doubt MicroProse had some sugges
tions about why Shelley might want to 
change its name to something else. 

ASHEll'S r.All 
MICROSOFT 

IN A NUTSHELL: Asheron's Call is 
Microsoft's second massively multi
player game for its online gaming ser
vice, the Internet Gaming Zone, and its 
first fantasy roleplaying game. The 
game itself is an online-only, persistent 
world RPG similar to U/tima Online, 
with thousands of players hacking and 
slashing their way through one massive 
game, but the interface has a first per
son point of view more reminiscent of 
Meridian 59. 

THE CREATORS SPEAK: "The 
game is designed to welcome and safe
guard newcomers, provide endless 
challenges to experts, and provide 
social interaction between all types of 
players," says Microsoft. 

POTENTIAL: The detailed, skills
based rules system will please the hard
core RPG crowd while the top-notch 
graphics will draw in those used to 
Duke/Quake-quality gameplay. And with 
275,000 gamers reportedly already 
signed up for the Zone, there should be 
no shortage of players. 

PITFALLS: Pricing has not yet 
been announced - if it's too high, it 
may scare off many gamers. Also, being 

an unknown franchise, Asheron's Call 
hasn't received anything close to the 
buzz generated by the U/tima faithful, 
many of whom had web sites and guilds 
up long before the UO open beta test 
began. That's a hardcore audience that 
will be hard to lure away. 

THE VERDICT: Asheron's Call is a 
definite contender in the online RPG 
market, coming from a company that's 
not going to fold up its tents in six 
months; Microsoft can also afford to 
undercut U/tima Online and anyone else 
in the online gaming arena to build mar
ket share, if it so chooses . 

YES. rr·s TRUE: Asheron is the 
name of a mythical character in the 
game, and his "Call" refers to real peo
ple from our universe being "sucked" 
into the universe of Asheron's Call. 

lH[ RDm SCAOl~: IWTilSPIR[ 
BETHESDA SOFTWORKS 

IN A NUTSHELL: Bethesda 
returns to the rich world of the Elder 
Scrolls explored so successfully in Arena 
and Daggerfall. But this time there's 
high-res graphics, multi-player options, 
and a more focused storyline, with all of 
the action taking place in and around a 
custom-built dungeon, the Battlespire. 

THE CREATORS SPEAK: "Visually, 
Battlespire is on par with the most 
advanced games today," says Julian 
Lefay, designer of Battlespire. "But what 
Battlespire offers is a level of depth in 
gameplay that most games do not offer. 
Fans of our Elder Scrolls series know that 
we make games with lots of meat on the 
bone, and Battlespire is no exception." 

POTENTIAL: The new high-res 
graphics bring the Elder Scrolls uni
verse to life like never before, while 
multi-player gaming makes its first 
appearance in the series as well. With a 
more focused plot and a smaller, more 
carefully-constructed environment, the 
game addresses some of the criticisms 
that gamers had for Daggerfall. 

PITFALLS: Bethesda has gained a 
reputation for products that are either 
buggy or late - or both. Also, the multi
player options are more like Quake's 
than Ultima Online's, with no persistent 
world gameplay. 

THE VERDICT: With a proven 



game world, solid engine and impres
sive new options, Battlespire offers a 
highly potent mix of roleplaying, 3D 
action and Internet gaming. 

YES, IT'S TRUE: Bethesda is the 
third largest privately held publisher of 
PC games, and also happens to be the 
games software division of an engineer
ing research firm founded by MIT grads. 

MICROSOF T 

IN A NUTSHELL: This sequel cov
ers Operation Market Garden, the bold 
Allied airborne assault of September, 
1944. It features much more varied ter
rain than the original, a dynamic new 
campaign system that includes strategic 
resource management, and more than 
130 different units and vehicles. Yet it 
retains the dramatic war-movie mood 
that made Close Combat so compelling. 

THE CREATORS SPEAK: "We 
really listened to players' feedback," says 
Atomic Games' Keith Zabalaouli. "We've 
added terrain elevation, a 'Battlemaker' 
utility that lets you customize and create 
what-if scenarios, and you now have the 
ability to issue orders to your troops 
before the real-time action starts, just as 
a real commander can. Plus, all the close
up scenes were done as separate render
ings instead of pixel-doubling like we 
used in the original, so the detail and 
realism are much more vivid." 

POTENTIAL: PC Gamer voted the 
original Close Combat Wargame of the 
Year, and this sequel boasts enough 
major improvements that it may qualify 
for that distinction again. Besides, Mar
ket Garden is a more interesting cam
paign than Normandy - the outcome is 
really balanced on a knife-edge, and the 
Germans have just as good a chance, or 
better, of winning as the Allies. 

PITFALLS: Despite its originality 
and Microsoft's aggressive marketing, 
Close Combat did not sell as well as 
expected. For some, it was just too com
plicated; for others, its teeny-tiny sol
diers were a source of eye strain. The 
same drawbacks still apply, despite 
major improvements in graphics and 
greatly enhanced replay value. 

THE VERDICT: Anyone who liked 
the original cannot fail to be impressed 
by the lush graphics and strikingly origi
nal campaign system. But this is still 
essentially a grognard game, and for 
those weaned on Panzer General, its 
complexities will be a turn-off. 

YES, IT'S TRUE: Based on what 
was shown at E3 alongside Close Com
bat II, Microsoft's 1998 line-up is looking 
surprisingly strong. Is Bill poised to 
monopolize the games market too? 

LOOKING GLASS TECH. 

IN A NUTSHELL: A cutting-edge 
RPG/action game from the creators of 

UJtima Underworld and System Shock. 
Fans of those classic games will know 
what kind of deep, immersive, game
play to expect. The next generation 
engine provides blindingly fast frame 
rates with advanced texture mapping to 
create what its designers call a "6D" 
world. The game eschews the traditional 
"go-on-a-quest" structure in favor of 
"mission-based" gameplay. 

THE CREATORS SPEAK: Executive 
Producer Warren Spector is enthusiastic 
about his new role at Looking Glass 
Technologies: 'This project is one of the 
most exciting I've been involved with in 
years. Looking Glass has been waiting 
for the right time to get back into RPGs, 
and now is that time. I'm especially 
pleased with the Act/React technology: 
wooden objects burn when exposed to 
fire, cold freezes water, loud noises trig
ger logical responses, etc. I think it'll blow 
the RPG fans away when they see what 
we've done." 

POTENTIAL: The whole RPG 
genre is undergoing a renaissance, and 
its legions of fans have been wandering 
in a virtual desert for a long time, look
ing for the next Holy Grail. This could 
well be it. 

PITFALLS: As the creators of 
Ultima Underworld I & II and System 
Shock, Looking Glass' previous track 
record may prove to be their own worst 
enemy if Dark Project fails to deliver the 
same quality of depth and story line 
we've come to expect from LG. 

THE VERDICT: This game has a 
most distinguished pedigree, and nearly 
everyone who saw it at E3 was 
impressed. Our crystal ball prognosti
cates a resounding success. 

YES, IT'S TRUE: Dark Project 
executive producer Warren Spector 
also produced both the Ultima Under
world games. 

IN A NUTSHELL: A futuristic real
time strategy game whose emphasis on 
artificial intelligence - both for the 
computer-controlled enemy and your 
own units - should make it stand out 
from the crowd. 

THE CREATORS SPEAK: "People 
are going to be expecting the next level 
of AI from all the new strategy games," 
says Producer Greg Borrund. "It's very 
difficult to do; we're spending a lot of 
our resources on AI." 

POTENTIAL: A computer oppo
nent that actually pays attention to 
which structures and units you build, 
then tailors its strategy to counter yours, 
should make Dark Reign tougher and 
more engaging than most of the other 
real-time strategy games on the horizon. 
And smarter AI pays other dividends, 
too - your own troops will be much 
more intelligent, carrying out more 
complex orders without needing your 
constant attention. 

PITFALLS: This is Activision 's first 
attempt at a real-time strategy game; its 
designers don't have the experience in 
the genre that, for instance, the Blizzard 
StarCraft team has. 

THE VERDICT: Dark Reign is a 
pretty game, but the really good news is 
how much time is being spent on tweak
ing AI and game balance. A very 
detailed and super-friendly map editor 
fleshes out what promises to be one of 
the best of the new crop of real-time 
strategy games. 

YES, IT'S TRUE: A unit called the 
Hostage Taker can snatch an enemy sol
dier, lobotomize him, strap a big bomb 



IN A NUTSHELL: DID follows up 
its incredible EF2000 with its entry into 
1997's wave of F-22 air combat simula
tions, and it looks like it'll be incredible. 

THE CREATORS SPEAK: "Com
bat-flight-siin fanatics are set for a fan
tastic climax to the year," says DID's 
Nick Clarkson. "Everyone seems to be 
rushing out F-22 games, but only DID is 
releasing a simulation." 

POTENTIAL: DID F22 Air Domi
nance Fighter promises to be even pret
tier and more detailed than EF2000. In 
addition to support for major 3D accel
erators and a realistic llight model and 
avionics, F22 ADF will have a dynamic, 
real-time campaign system that lets you 
direct the battle from an AW ACS air
craft and jump into any F-22 in the area. 
It'll even have a 10,000-word speech 
vocabulary for realistic communications. 

PITFALLS: Like any air combat 
game that puts an emphasis on detail 

and realism, F22 ADF is sure to require 
a fair amount of time spent reading 
manuals and learning new concepts; it 
may be too much for gamers who just 
want to hop into the cockpit and shoot 
down bad guys. 

THE VERDICT: If F22 Air Domi
nance Fighter is only as good as EF2000 
was, it' ll be one of the best combat simu
lations made for the PC - but it shows 
every sign of being even better than 
DID's last sim. 

YES, IT'S TRUE: This sim was 
originally going to be called TFX3 or 
TFX: F22, but the name was changed to 
DID F22 Air Dominance Fighter in the 
wake of the NovaLogic/Lockheed/Inter
active Magic dispute over rights to the 
F-22 Raptor and its likeness - what 
Clarkson calls "the Raptor wars." 

IN A NUTSHELL: What started out 
as an attractive 3D fighting game has 
become much more - think of it as Tomb 
Raider in a medieval fantasy setting. 

THE CREATORS SPEAK: Accord
ing to the game's developers, motion
capture techniques weren't good enough 
for Die By The Sword; the team wanted 
an animation system that could repro
duce any conceivable action with con
vincing fluidity - besides, how do you 
motion-capture a giant ogre with one leg 
chopped off? So they developed VSIM, a 
new animation system that uses physical 
principles rather than canned motion
capture to create realistic movements for 
any kind of creature in any situation. 

POTENTIAL: With player-cus
tomizable fighting moves and three 
increasingly complex ways of control
ling your character - ranging from a 
simple arcade mode to one in which 
mouse movements control every precise 
hack and slash of your sword - Die by 
the Sword looks to be a unique combi
nation of action-adventure and console
style fighting game. Multi-player melee 
options give it even more variety, and 
the graphics make it look like the game 
Into the Shadows 
could've been . 

PITFALLS: 
Controlling a char
acter in a third
person environ
ment that doesn't 
pan and rotate to 
keep your view
point consistent 
can feel very awk
ward; it'll take 
some commitment 
from the player to 
get the hang of it. 

THE VER
DICT: Control 
quirks aside, this 
is really a visually 
beautiful game 
that should have 
loads of appeal 
for fans of head
to-head fighting 
games and dun-

geon adventures alike. 
YES, IT'S TRUE: Since the charac

ters are realistically animated in real
time with VSIM, the designers can put 
you into some really unusual situations 
- like fighting kobolds while swinging 
upside-down from a rope snare. 

SIERRA 

IN A NUTSHELL: Sierra tries to 
one-up Activision's Heayy Gear and 
MicroProse's Mech Warrior III as it 
breathes new life into the EarthSiege 
series with a brand new 3D engine, 
multi-player options, and a tale of three 
warring races. 

THE CREATORS SPEAK: You can 
"lead a team of BioDerms or Cybrid 
droids through 45 multi-objective plot 
missions and an unlimited number of 
randomly generated missions. Even 
generate missions and terrain to your 
specifications for multi-player combat," 
Sierra says. 

POTENTIAL: With a story that 
allows for diverse play and awesome 
visuals to back it up, the EarthSiege se
ries may finally have the goods to go toe
to-toe with Mech Warrior III on equal 
terms. This time around, the controls 
have been refined to sleek perfection, 
multi-player abilities are included right 
from the start, and 3D accelerated graph
ics give the series its finest look to date. 

PITFALLS: As MicroProse gears 
up to release the latest contribution to 
the Mech Warrior saga, only time w ill tell 
if the third time is a charm for Sierra. 

THE VERDICT: The sheer 
improvement in terms of graphics and 
story line make EarthSiege 3 an attrac
tive offering, but the new multi-player 
options may be enough to push it ahead 
in the upcoming big robot clash. 

YES, IT'S TRUE: Before they were 
bought by Sierra, the Dynamix team that 
created the EarthSiege games helped cre
ate Activision's original Mech Warrior. 

C ONT I NUED ON PAGE 97 
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'; ARTIFICIAL INTELLIGENCE HAS GIVEN HIM A GOOD HEAD ON 
HIS SHOULDERS. AND HE'D LIKE TO TEAR THE ONE OFF YOU RS . 
WELCOME TO HALF-LIFE , WHERE ENEMIES ARE SO SMART THEY 
DON'T JUST CHASE YOU, THEY HUNT 
YOU, ALONE OR IN PACKS. SORRY, 
NO MORE SUICIDE SQUADS, THESE 
MONSTERS DON ' T WANT TO DIE. 
SMOOTH SKELETAL ANIMATION, 
16-BIT COLOR. AND THE MOST 
ADVANCED GAMING ENGINE MAKE 
THE HUNT FRIGHTENINGLY REAL. 
ADD A 3-D CARD AND IT'S 
KILLER. HALF - LIFE HAS ADDED 
ANOTHER LEVEL TO THE FOOD 
CHAIN. ARE YOU SMART ENOUGH 
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CONTINUED FROM PAGE 92 

IN A NUTSHELL: Go once more 
unto the Russian front in this platoon
level game of tactical combat, covering 
the entire colossal campaign from the ini 
tial Wehrmacht invasion to the fall of 
Berlin. Choose either side, and rise from 
lieutenant to high command. Included are 
campaign games covering all three major 
sectors of the front (Army Groups North, 
South and Center, along with their Soviet 
equivalents), and numerous stand-alone 
scenarios such as Stalingrad and Kursk. 

THE CREATORS SPEAK: Accord
ing to Talonsoft founder Jim Rose, East 
Front marks "a completely new direc
tion for us, as well as the end of the 
'Battleground' series. We'll use a new 
32-bit engine, 16-bit high-color graph
ics, and will include a full-scale map and 
scenario editor. It will look and play dra
matically different from our previous 
games and will have a full-range of 
multi-player options." 

POTENTIAL: The Russian Front has 
always been the Mt. Everest ofwargam
ing, and with the apparent demise of 
Road to Moscow, Talonsoft has a wide
open shot at dominating this classic sub
genre. Colonel Trotter reports a consider
able buzz about the game from his col
leagues at E3, and a general concensus 
that this was perhaps the best World War 
Two tactical game seen at the show. 

PITFALLS: We can't really think of 
anything substantial: it's easy enough 
for the casual gamer to learn, and chal
lenging enough to satisfy the most 
demanding grogs. 

THE VERDICT: It looks great, with 
a degree of realism and drama that sur
passes even the acclaimed Battleground 
series. The Stalingrad demo we saw 
really conveyed the destruction and bit
terness of the street-fighting, down to 
the platoon level. Epic stuff; the gaming 
equivalent of Sam Peckinpah's magnifi
cent film, Cross of Iron . 

YES, IT'S TRUE: Among the design 
consultants who helped develop this 
game are such legendary figures as Jim 
Dunnigan (founder of SPI and designer of 
Panzerblitz) and Richard Berg, whose 
classic board games include Terrible Swift 
Sword and the original GMT version of 
Great Battles of Alexander. 

IN A NUTSHELL: It's the sequel to 
the 1994 classic 1942: The Pacific Air 
War. This time it's the Allies vs. the Ger
mans in missions set between 1940 and 
1945. You'll fly 20 types of aircraft over 
England, France, and Germany, and 
even do your bit in the Battle of Britain. 

THE CREATORS SPEAK: "Euro
pean Air War offers authentic cockpit 
designs, accurate flight models, 

enchanced artificial intelligence, and 
spectacular graphics and visual effects," 
says a MicroProse spokesperson . 

POTENTIAL: The original is still 
regarded as a classic, and with multi 
play (up to 8 players), much-improved 
technology, and a broader campaign 
theater, this shows every sign of build
ing on 1942's reputation. 

PITFALLS: It's been in develop
ment for a disconcertingly long time -

IN A NUTSHELL: Take two cutting-edge 
simulations based on the U.S.M.C.'s 
most fearsome aircraft- the AVBB Har
rier II and the AH-11 SuperCobra - use 
the latest 3D accelerated wizardry to 
push the envelope in eye-popping graph
ics, and toss in extremely versatile multi
player options, and you'd still only 
scratch the surface of Eidos lnteractive's 
upcoming flight sim - Flying Night
mares 2. This ambitious project attempts 
to rewrite the book on simulations, 
where players enter a harrowing single
player campaign during a "what if" 
Cuban crisis, then, thanks to a unique 
blend of real-time strategy and tactical 
warfare, presents the ultimate in multi 
player action against multiple human 
opponents on the ground and in the a ir. 

THE CREATORS SPEAK: "We 
want players white-knuckled from start 
to finish, cussing and swearing from 
the time they boot up to the time the 
game's over," says the game's producer, 
Bryan Walker. 

POTENTIAL: With its thoughtfully 
crafted Cuban Campaign, FN2 is an easy 
choice as a single player game provid
ing a challenging simulation for both the 
Harrier II and the SuperCobra, but with 

delays and slip-backs are often a sign of 
problematic development. What's tak
ing so long? 

THE VERDICT: Competition will 
be tough next year, but European Air 
War should emerge as the number one 
pick for fans of period combat sims. 

YES, IT'S TRUE: You can shoot 
the pilots through their cockpits and see 
their blood spatter all over the inside of 
the glass. 

the addition of the Commandant mode 
-the real-time strategy command mod
ule designed exclusively for multi-player 
- players can command friendly ground 
forces and aircraft, or take the stick of 
either aircraft against up to 16 human 
adversaries, ensuring that online battles 
will never be the same. 

PITFALLS: Too many pieces, not 
enough glue. If the simulation elements 
of either aircraft fail to live up to the 
finicky demands of flight sim fanatics, or 
the Commandant mode fails to deliver 
the expected multi-player delights, FN2 
could be overshadowed by DID's upcom
ing F22 Air Dominance Fighter or Jane's 
Longbow 2. 

THE VERDICT: From what we've 
seen in action, the diverse elements of 
FN2 are coming together nicely, and 
seem to be improving with each passing 
day. Wh ile it's still too early to tell 
whether FN2 will be able to shed new 
light on the "electronic battlefield" ques
tion , you can bet we ' ll be on the flight 
line when it's released . 

YES, IT'S TRUE: The original 
Flying Nightmares was released only on 
the Macintosh. 



IN A NUTSHELL: You could 
almost call this one F-15 Strike Eagle N , 
since it's the first F-15 sim since Micro
Prose's excellent F-15 Strike Eagle III -
and since its development team includes 
some major MicroProse alumni. 

THE CREATORS SPEAK: F-15 
Executive Producer Andy Hollis says he 
chose the Air Force's F-15 Eagle as the 
subject for his first jet fighter sim with 
Jane's because he likes to do realistic 
simulations of real fighters. The F-22 
Raptor isn't in service yet - in fact, it's 
just beginning flight testing around the 
time you read this - but the versatile 
Eagle has proven itself in actual combat. 

POTENTIAL: Hey, we're talking 
about an F-15 simulation produced by 
the creator of F-15 Strike Eagle III and 
some talented folks he worked with at 
MicroProse. That should be enough to 
recommend Jane's F-15 by itself. Need 
more? Don't forget that Hollis was also 
the executive producer for Jane's AH-
64D Longbow, one of the most convinc
ing and entertaining air combat sims 
ever. F-15 promises to have the same 
attention to detail that made Longbow 
great - which means complex avionics, 
gorgeous graphics, and truly accessible 
gameplay. Throw in multi-player 
options, and you've got a winner. 

PITFALLS: With practically every 
other sim developer bringing out games 
based on the flashy new F-22 Raptor, 
Jane's F-15 might not seem as sexy to 
some gamers. 

THE VERDICT: It's high time we 
got a new, serious simulation of the 
meanest, fastest, most versatile fighter 

IN A NUTSHELL: The venerable 
flight sim series aimed at hard-core 
pilots is back - at last! - with a Korean 
campaign based around a real-time, 
full-scale land/sea/air war in progress. 

THE CREATORS SPEAK: 
According to MicroProse, "Richly
detailed terrain, superior F-16C systems 
models, and intense multi-player battle 
options set a new standard in the flight 
simulator category." 

POTENTIAL: The latest version 
showcased at E3 looked awesome, with 
photo-realistic terrain and some of the 
most authentic-looking instrumentation 
and in-flight systems ever seen in a sim
ulation. Fans of the series probably 
won't be let down. 

PITFALLS: This has to go up 
against I-Magic's iF-16, Jane's F-15, and 
a multitude of other upcoming modern
day combat sims this winter. It's been in 
development longer than Dungeon 
Keeper- what's taking so long? 

THE VERDICT: Falcon 4.0 should 
ensure that it remains the chosen brand 
of hard-core flyers, but whether it can 
tempt greener pilots with a friendlier 
approach this time around remains to 
be seen. 

YES, IT'S TRUE: This will be the 
first Falcon to fly under the MicroProse 
banner, since the Spectrum HoloByte 
label has been put on the back burner. 

EIDOS 

IN A NUTSHELL: After standing 
toe-to-toe against the powerhouse 
combo of Quake and Duke Nukem 3D 
with the 3D action/adventure Tomb 
Raider, Eidos Interactive plans to use its 
momentum to shake up the roleplaying 
arena with the isometric perspective 
Diab/a-killer, The Forsaken. Boasting 
impressive visuals and multi-player 
delights, The Forsaken hopes to do Dia
b/a one better, by providing a deep, 
story-driven RPG that can stand the test 
of time. 

THE CREATORS SPEAK: "The 
Forsaken will revolve around a new kind 
of dark fantasy story line, and will fea
ture integrated real-time 3D characters 
composited over extremely detailed 16-
bit 3D backgrounds, plus a few other 
breakthrough technologies," Eidos says. 

POTENTIAL: Like Diab/a, The For
saken has all of the right ingredients to 
become a hit, with stunning visuals, sim
ple controls, and a vast, well-conceived 
world to explore in either single or 
multi-player outings. And if the story 
line is as rich and involving as the cre
ators claim, prepare to pitch a tent next 
to your computer when it's released late 
in the year. 

PITFALLS: Like Diablo, The For
saken may come under fire from gamers 
who have cut their teeth on the Ultima 
and Wizardry series for being too lax in 
its roleplaying duties. 

THE VERDICT: Until we learn 
more about the roleplaying system and 
story line of The Forsaken, it's still too 
early to tell if it will all come together as 
promised, but initial impressions lead us 
to believe that this one could be hot. 

YES, IT'S TRUE: Due to an identi
cally titled Descent-style shooter from 
Acclaim, Eidos was in negotiations for 
use of the name The Forsaken. At press 
time, the name was changed to Exodus. 

IN A NUTSHELL: Spectacular 3D 
accelerated visuals, story-driven cine
matics, and thumb-blistering shoot-'em 



up gameplay come together in this 
futuristic action game from Psygnosis. 
Mix Wing Commander and Blue Thun
der with a gritty Blade Runner-esque 
world and prepare for the ride of your 
life as you slip behind the controls of an 
advanced hover chopper as the first line 
of defense against civil unrest. 

THE CREATORS SPEAK: Accord
ing to Psygnosis, G-Police sounds some
thing like this: "Spanning 35 missions, 
G-Police is a fast, exciting flight simula
tor based in a highly populated true 
three dimensional cityscape, and is 
heavily biased towards shoot-'em-up 
air/ground combat. As the player pro
gresses through the missions, they are 
rewarded with computer generated full
motion video story segments and cam
paign briefs." 

POTENTIAL: As a showpiece title 
for 3D accelera
tors, G-Police lives 
up to its eye-pop
ping potential with 
a shooter theme 
that will keep you 
entertained with 
explosions on 
demand. 

PITFALLS: 
Though it boasts a 
Wing Commander
style story line and 
hot visuals through
out the game, the 
shooter philoso
phy of combat 
might make G
Police lean on 
meaty gameplay, 
and unfortunately, 
there won't be any 

IN A NUTSHELL: It's a turn-based 3D 
strategy game in the X-COM mold, with 
the player commanding a UN-financed 
team of crime-busting superheroes. Win 
missions to earn cash, and use it buy and 
train your heroes with bigger and better 
super-powers. 

THE CREATORS SPEAK: "Guar
dians: Agents of Justice is a superheroic 
game that combines strategy and 
animated adventure encased in stunning 
3D graphics,• says MicroProse's 
spokesperson. 

POTENTIAL: Tremendous. Every
one wants to play superhero, right? 
Here' s your chance to pick from 14 cus
tom-built crimefighters, or create your 
own using a character generator. The 3D 
turn-based gameplay model has already 
proved a huge hit for MicroProse via its 
X-COM games. 

PITFALLS: Can a turn-based game 
attract a big audience with real-time so in 
vogue right now? Also, there have been 
rumors of a troubled development - at 
one point the project was said to have 
been removed from MicroProse's release 
schedule, but is now back on track. 

THE VERDICT: With multi-play 
added to the mix (LAN, modem, and 

multi-player options to save the day 
through deathmatch. 

THE VERDICT: If the gorgeous 
gameplay lives up to the cinematic 
drama between missions, expect G
Police to blast its way to the top of the 
charts and onto PCs everywhere. 

YES, IT'S TRUE: G-Police was 
originally designed to be a PlayStation 
show-stopper set for release shortly 
after the console's debut. 

L: Designed by t 
s," David Kaem-

Internet play is supported) this could, and 
should, be huge this holiday season. 

YES, IT'S TRUE: One of the game's 

considered by many afficianados to be 
the Golden Age of Grand Prix racing. No 
zillion-dollar corporate sponsorships, no 
celebrity endorsements. You get to climb 
into the cockpit with racing legends such 
as Denis Hulme and Jack Brabham, or 
go rnano-a-mano against Jochen Rindt 
on the Monza flats in a Lotus-49. 

THE CREATORS SPEAK: "We're 
including all the great races and danger
ous tracks of the 1967 season," says 
Kaemmer. "We've built an entirely 
new, fully 3D physics engine, which will 
redefine the limits of vehicle dynamics 
modeling on the PC, including hig hly 
accurate suspension and tire modeling, 
complete with wheelspin and locking 
brakes. Our goal was 'to put the cars 
into the computer,' and we think this 
sim will provide the most authentic 
race-driving experience possible with 
current technology." 

POTENTIAL: Given Papyrus' track 
record (pun intended) in the genre and 
its use of the latest 3D accelerator cards 
(with native support for Rendition's 
Screamin' 3D and 3Dfx chipsets), this 
could be the slickest, sexiest Grand Prix 
simulation ever. 

PITFALLS: Stock cars rule at the 
moment, and many younger gamers 
won't automatically dig the allure of 
what amounts to a "historic" racing sim
ulation. Also, to get the full aesthetic 
experience, you' ll need a really high-end 
hardware setup . 

THE VERDICT: There's got to be a 
big niche for a product that looks this 
great, handles this realistically, and 
immerses you so thoroughly in the rac
ing experience. It simply has more class 
than NASCAR games will ever attain. It 
deserves to do well. 

superheroes, Warhammer, has been 
replaced due to his similarity to the Mar
vel Comics character Thor. 



- FIRAXIS 

IN A NUTSHELL: Meier's been working 
on a Civil War game concept for ten years. 
After trying, and failing (as so many oth
ers have) to design a game that covered 
the entire conflict on both the strategic 
and tactical levels, he finally concluded 
that it just couldn't be done and zeroed-in 
on the war's most crucial battle. There 's 
an unmistakable feel of the legendary 
Meier magic to this game: 30 animated 
soldiers, cannon, and generals which 
move, maneuver, and fight very realisti
cally; an accurate, scalable, rotatable, 30 
view of the battlefield; four difficulty lev
els and customizable enemy Al; single 
player, hot-seat, team vs. team, team vs. 
Al, Internet, LAN, and modem play; a 
tight, clean interface; constant feedback 
from the computer about morale, terrain, 
formations, and firepower. As always 
with a Sid Meier game, Gettysburg! is 
exceedingly easy to grasp, yet tremen
dously deep beneath the surface. 

THE CREATORS SPEAK: "The 
Civil War has fascinated me since I was 
a kid," says Meier. "When I was eight, 
my father bought me The American Her
itage Golden Book of the Civil War. It was 
full of marvelous three-dimensional 
paintings that showed entire brigades of 
tiny men, marching, firing, and charging 
- not just the usual blocks, symbols, 
and arrows. I wanted my game to have 
the same look and feel as those paint
ings, but it took me ten years to come up 
with a concept that captured those qual
ities, yet was still manageable and fun. 
From the moment the concept crystal
lized, this game felt different: it was fun 
to play, and it really felt like a Civil War 
battle! I had decided to rethink every 

aspect of the game: interface, scale, pac
ing, and graphic presentation. Once we 
threw away the old genre restrictions 
and 'me-too' thinking, this game came 
together in an amazing way." 

POTENTIAL: Any game with Sid 
Meier's name on it is guaranteed to stand 
out, head and shoulders, above the crowd. 
His track record (Railroad Tycoon, Civiliza
tion, Pirates!, etc.) has made Meier's name 
one of the most famous byline in PC gam
ing history, and a great number of people 
will automatically purchase any game 
with his name on it, regardless of genre. 

PITFALLS: Do we really need 
another Gettysburg game, no matter 
who designed it? TalonSoft's 1996 ver
sion of this battle was thought by many 
to be "definitive," and there are doubt
less a lot of gamers who' ll greet the 
prospect of yet another Gettysburg sim
ulation with a shrug of ennui. 

THE VERDICT: Talk about "defini
tive"! This game really does have the 
look and feel of a Civil War battle. It's vast 
in scope, very deep, graphically appeal
ing, and easy to get in to. And despite all 
its state-of-the-art features, it displays 
another welcome Sid Meier trait: rela
tively modest hardware requirements. 
No way this one can fail to be a hit. 

YES, IT'S TRUE: Meier is more 
pumped up about this game than we 've 
seen him since he first demonstrated 
Civilization. When he showed it to us at 
E3, he sparkled with pride, like a kid 
showing off a great collection of toy sol
diers. Such excitement is contagious, 
and even the non-wargamers who saw 
Gettysburg! expressed a keen desire to 
get their hands on it. 

YES, IT'S TRUE: Back in the early 
'60s, the swaggering cowboy race-ace 
from Texas, Carroll Shelby, went to Fer
rari headquarters for a job interview. 
When he was finally ushered in to see 
the aristocratic Enzo Ferrari, the Italian 
magnate treated him like a hick. Shelby 
snarled: "Someday, I'll blow your ass 
away!" At Le Mans in 1966, a Shelby
managed Ford GT-40 was one of the 
three American cars that won, while all 
of Ferrari's entries failed even to com
plete the race. 

IN A NUTSHELL: This is a first
person shooter with a fantasy setting 
and some roleplaying game elements, 
including levels and character scores -
no big surprise, since it's the sequel to 
Hexen . Unlike its predecessors Heretic 
and Hexen, which used the Doom 
engine, Hexen II is Quake-powered all 
the way. 

THE CREATORS SPEAK: "We're 
trying to make the environment as rich 
as possible and as real as possible, so if 
you're in a castle, you're actually seeing 
a blacksmith's shop, an inn, or a tailor 
shop," says Brian Raffel, Hexen II's 
designer. "We've been doing a lot of 
research. We went out and brought 
about 50 books on different areas." 

POTENTIAL: The game goes 
beyond the Quake engine, adding fea
tures like transparent polygons and tex
tures, statues that can be destroyed, and 
boxes and barrels that can move 
around. Four different character classes 
and real-world environments (Rome, 
Egypt, Medieval, and Aztec) give plenty 
of variety. Heretic and Hexen had some 
of the best sound effects in any first
person shooter, so expect a similarly 
eerie aural presence in this one. 

PITFALLS: Hexen II could easily be 
lost in the crowd, with so many other 
Quake-type games in the works. Also, 
some found the "hubs" in Hexen -
where you had to wander back and 
forth across areas you'd already 
explored - a little tedious. 

THE VERDICT: One of the best
looking "Sons of Quake" games at the 
show, Hexen II blew everyone away 
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with its authentic-looking levels and sin
ister monsters, particularly running 
under OpenGL. 

YES, IT'S TRUE: PC Gamer 
brought you the first ever screenshots of 
Hexen II, way back in January. Hey, we 
can blow our own trumpets every now 
and again, can't we? 

IN A NUTSHELL: Half Life has every
th ing you'd want in a first-person 
shooter: the Quake engine; support for 
Open GL, Direct3D, and MMX; and mon
sters with a mind-blowing 6,000 poly
gons, created with Valve's proprietary 
skeletal animation system. Toss in 16-bit 
color, metallic surfaces, dynamic tex
tures and the richest color palette in the 
3D bunch, and you've got the computer 
game equivalent of a summer action 
movie blockbuster. 

THE CREATORS SPEAK: "By 
building these features into the software, 
we can make them an essential part of 
gameplay, rather than just eye-candy," 
says Gabe Newell, managing director of 
Valve, the game's developer. "For 
instance, we use breakable glass every
where. We use colored lights to convey 
mood, and even clues. Our force fields 
cycle in and out of existence, giving the 
player a blurred hint about a different 
part of the game, or a temporary bridge 
to run across. And the designers can do 
this without worrying about fitting every 
monster, texture, architectural detail, and 
effect in a single 256-color palette." 

POTENTIAL: The unique skeletal 
animation makes Valve's enemies the 
most detailed and realistic of all the 
"Sons of Quake." But beyond that, 
they're varied and interesting in them
selves, truly original and alien, rather 

IN A NUTSHELL: iPanzer '44 puts 
you in the thick of World War Two 
armored action, at the controls of three 
classic tanks: the American Sherman, 
the German Panther, and the Russian 

than just another troll with a laser can
non grafted to his torso. There's a story 
there too, and the scripted animations 
convey it within the game, without 
resorting to cutscenes. 

PITFALLS: Though Sierra's distribu
tion clout is mighty, fans of the first-per
son shooter genre are notably outspoken, 
well-versed in engine technology, and the 
who's who of level design. They're also 
fiercely loyal to pioneers like id and fanat
ical about multi-player Internet play. 

THE VERDICT: Six new Quake 
engine games have been announced, 
and five were shown in Atlanta, and 
before E3, Half Life was the least talked 
about. But this is no bandwagon game, 
and the developers, Valve, are a talented 
lot, with roots at Microsoft, ties to id, and 
a special dedication to the single player 
gaming in a genre almost overtaken by 
its multi-player side. John Romero is 
promising the same thing with 
Daikatana, but that wasn't yet evident on 
the show floor, so Half Life looks like the 
3D shooter to beat for solo gamers. 

YES, IT'S TRUE: CUC, the parent 
company of both Sierra and Blizzard, 
neglected to show its wares on the E3 
show floor. Instead would-be gawkers 
were forced to stand outside in the swel
tering Atlanta heat until they were 
herded into a tardy shuttle bus and 
shipped off to a distant hotel. 

T-34. Because the vehicles were simple, 
low-tech tanks, there's more room for 
state-of-the-art graphics than there was 
in iM1A2 Abrams. Battles in the 
hedgerows of Normandy accurately 
convey the dense, claustrophobic 
foliage, while those on the Russian 
Front have great sweep and intensity. 
This sim focuses strongly on battlefield 
action set in realistic terrain. 

THE CREATORS SPEAK: "Contem
porary tanks are stuffed with complex 
electronics that help you navigate and hit 
targets," says designer Arnold Hendrick. 
"In 1944, all you had to cope with was 
basically the gunsight and the steering 
stick, so the fighting was at closer ranges 
and marksmanship counted more than it 
does today. These qualities give World 
War Two tank battles a rougher, more 
personal feel, more like the clash of 
armored knights or dreadnoughts. It's a 
simpler, more visceral experience than 
you get in modern vehicles, and therein 
lies much of the excitement." 

POTENTIAL: Hard to say. It's a 
totally different take on WWII armored 
warfare from the top-down Steel Panthers 
approach. The battles are easier to man
age than those found in iM1A2 Abrams, 
and the tanks much easier to control -
whether that will add or detract from the 
sim's appeal is anyone's guess. The 
graphics are a major improvement over 
those of the Abrams game. 

PITFALLS: There hasn't been an 
in-the-turret WWII tank sim in years, 
and the older ones were pretty primi
tive. Maybe the market just isn 't there to 
support one. 

THE VERDICT: The simplicity of 
control, high quality graphics, and 
intensity of combat action could make 
this one a "sleeper." Certainly the 
designers have the experience, and the 
flair, to do the job right. 

YES, IT'S TRUE: On average, it 
took four Shermans to knock out one 
Panther, and America's best-loved tank 
was such a firetrap, its crews nicknamed 
it the "Ronson,"' after a popular brand of 
cigarette lighter. 

IN A NUTSHELL: Here's a turn
based tactical game - a la X-COM and 
Jagged Alliance - with an impressive 
3D twist. 

THE CREATORS SPEAK: Blue 
Byte says it considered making Incuba
tion: Time Is Running Out a real-time 
strategy game, then opted to distinguish 
themselves by not jumping on the real
time bandwagon just because it's the 
current craze. 

POTENTIAL: Based on the same 
beautiful graphics engine as Blue Byte's 
Extreme Assault helicopter shoot-'em
up, Incubation may be the only turn
based strategy game to feature real-time 
3D graphics. And the game makes spec
tacular use of the technology, with a 
"camera" that moves, pans, tilts, and 
zooms in and out to get the best angle on 
the action. You can view combat from 
practically anywhere in the battle area, 



and it all looks fantastic in high resolu
tion and 32,000 colors. Multi-player 
options will let as many as four players 
duke it out over a local-area network. 

PITFALLS: When Incubation hits 
the stores this fall, it'll be a turn-based 
game competing with a whole slew of 
new real-time strategy games. This 
could be a problem if gamers haven't 
had their fill of real-time games by then. 

THE VERDICT: Incubation puts a 
visually exciting spin on a tried-and-true 
format; the decision to go the turn
based route was a gutsy one, but it'll 
help set the game apart from the crowd. 

YES, IT'S TRUE: Incubation: Time 
Is Running Out is set in the same uni
verse as Blue Byte's quirky Battle Isle 
strategy games. 

IN A NUTSHELL: Call it a sequel, 
call it an add-on; what matters is that 
this is more of the fast-paced auto
vigilante action that made Interstate 76 
a hit. 

THE CREATORS SPEAK: "The 
game adds a new dimension of sight, 
sound, and corduroy to the Interstate 
franchise with additional cars, new 
music, and more weapons," says Activi
sion CEO Bobby Kotick. 

POTENTIAL: In what Activision is 
calling an "epilog" to Interstate 76, you' ll 
play as Taurus, the warrior-poet sidekick 
who showed hero Groove Champion the 
ropes in the original game. In addition to 
new cars, new characters, new weapons, 
and an all-new story line, Interstate 77 
promises a better frame rate, an 
enhanced save-game feature, and sup
port for 3D graphics accelerators 
through Direct3D. It's a stand-alone 
game - meaning you don' t have to own 
176 to play it - but it's expected to sell 
this fall at an add-on price. 

PITFALLS: If you're not a fan of 
the fashion, music, and muscle cars of 
the 1970s, you may already have had 
your fill of bell bottoms, 'fros, and funk. 

THE VERDICT: But then again, 
who doesn't have a special place in their 
hearts for those days? 176 was great fun -
it drew action gamers into a setting they'd 
never imagined, and if Interstate 77 is 
more of the same, it'll be a knockout. 

YES, IT'S TRUE: Bullmark, the San 
Francisco funk band that created I76's 
incredible soundtrack, won't be back for 
Interstate 77. But Producer Scott Krager 
says a new group will provide more 
funky sounds for the follow-up. 

IN A NUTSHELL: Sir-Tech's turn
based strategy epic of hardened merce
naries and hired guns returns with a 
true-blue sequel filled with new features, 
new faces, and even a few surprises. 
Expect a clean isometric perspective, 
attractive graphics, real-time strategy 
(whee!), and multi-player options. 

THE CREATORS SPEAK: "Strap 
on your Uzi and enter Jagged Alliance II, 
the game that takes the award-winning 
Jagged Alliance series to a whole new 
level. Build a team of highly-skilled pro
fessionals from mercenaries, scientists, 
local guides and more, each with their 
own personality quirks," says Sir-Tech. 

POTENTIAL: Excellent. The origi
nal Jagged Alliance carved out a niche 
as an excellent strategy game and 
stood toe-to-toe with the classic X-COM 
in a turn-based shoot-out. And now 
with real-time action entering the 
fray, JA II may usher in a new dynasty 
in strategy. 

PITFALLS: The mix of turn-based 
and real-time controls could be a dubi
ous one, leaving fans of both genres out 
in the cold. 

THE VERDICT: Early looks at the 
clean new graphics and simplified con
trols had us so fired up, we here at PC 
Gamer went back to the original to pol
ish up our guns for the sequel. 

YES, IT'S TRUE: Jagged Alliance 
was in development for nearly four 
years before it was finally released. 

IN A NUTSHELL: LucasArts' Dark 
Forces sequel is finally nearing comple
tion with 21 single-player missions and 
eight multi-player missions (five death
match, three capture-the-flag) for Kyle 
Katarn, trainee Jedi, to contend with. 

THE CREATORS SPEAK: "We're 
not tying ourselves down to any specific 
month for release," warns Brett Tosti, 
LucasArts' producer on Jedi Knight. 
"But we have a very solid beta-test ver
sion right now, and the multi-player, in 
particular, looks great." 

POTENTIAL: Commercially, 
unstoppable. Quality-wise, it remains to 
be seen if the development team can 
achieve the supremely high standards 
they've set for themselves this time out. 
But things look promising. 

PITFALLS: There's some tough 
competition - Quake II, Half Life, 
Daikatana, Prey. Plus, LucasArts has let 
the quality slip just a notch with two 
good-but-not-great releases recently, 
Outlaws and X-Wing vs TIE Fighter. Can 
Jedi Knight re-light LucasArts' fire? 

THE VERDICT: We loved the origi
nal, so have to believe the sequel will be 
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IN A NUTSHELL: The best helicopter 
combat sim for the PC is getting a sequel 
that adds serious multi-player options, 
two dynamic campaigns, and two new 
choppers to fly. 

THE CREATORS SPEAK: "Long
bow- the original - was an incredibly 
successful product for us," says Execu
tive Producer Andy Hollis, "but like any 
really great product, it never does every
thing you want it to do. We kept thinking 
of new things that we wanted to do that 
were based in that same environment, 
but that would give the player a new and 
expanded game experience." 

POTENTIAL: Longbow 2 is going to 
have it all: Cooperative and head-to-head 
multi-play for up to eight gamers via 
local-area network (or two via modem 
and probably four via Internet), each fly
ing his own chopper or pairing up as pilot 
and copilot/gunner in a single helicopter; 
gorgeous 3Dfx-accelerated graphics make 
the game more beautiful than ever, with 
dynamic lighting effects that make night 
missions an incredible sight to see; a true 
dynamic campaign system will have you 
planning multiple, simultaneous missions 
and deciding which ones to fly yourself 
- with your performance in the air affect-

awesome too. Besides, LucasArts 
wouldn't drop the ball on a project this 
important. Would they? 

YES, IT'S TRUE: Players will be 
able to suit up in the costume of their 
choice in the multi -player game. 

ing an ongoing ground war; and the 
chance to fly the UH-SOL Black Hawk and 
the OH-58D Kiowa Warrior in assault and 
reconnaissance missions. Plus, Hollis 
says everything that made the original 
game a success will be back in the sequel 
-the great tutorials, convincing avionics, 
and a host of difficulty options - so Long
bow 2 should be a must-have for air com
bat enthusiasts. 

PITFALLS: Hollis 
says the Longbow 2 
team wants to keep the 
game's hardware 
requirements down to 
a 90MHz Pentium with 
a 3Dfx-based 3D accel
erator (slightly higher 
without an accelera
tor), but the game will 
probably still need 
some serious horse
power to run at maxi
mum detail. 

THE VERDICT: 
Multi-player action was 
the number one fea
ture requested by fans 
of Longbow, and it 
looks like Longbow 2 

cessful outtings under the Activision 
brand, FASA's Mech Warrior series has 
found a new home with the simulation 
and strategy experts at MicroProse, and 
not so surprisingly, our first look at Mech
Warrior m reveals the 100-ton 'Mechs are 
back with renewed vigor. Jaw-dropping 
3D accelerated visuals, enhanced multi
player options, and an emphasis on mer
cenary action are just some of joys that 
await in this mighty package. 

THE CREATORS SPEAK: 
"Through a story taken directly from the 
BattleTech universe, gamers have the 

will have it in spades. If you liked the orig
inal sim, you'll probably love the sequel 
- and so will seven of your friends. 

YES, IT'S TRUE: Hollis and Co. 
really want to include trees as part of 
Longbow 2's incredibly detailed terrain, 
but they say they'll only do it if they can 
make the trees a real, tactically useful 
part of the battlefield. 

unique advantage of making tactical and 
strategic decisions," says MicroProse. 
"Players assume the role of elite 'Mech 
commandos scavenging a war-torn 
enemy world, and the player takes direct 
control over mission planning, determin
ing what targets to hit and when." 

POTENTIAL: Developed under the 
watchful eye of the interactive wing of 
FASA, expect Mech Warrior ill to live up 
to the entire canon of BattleTech lore, 
while pushing the boundaries of tech
nology and multi-player excitement. 

PITFALLS: Not many. With its rich 
backstory and limitless potential for 
explosive action, the 'Mech universe has 
always made the translation to PC with 
awesome results, but hefty contenders 
from Activision (Heavy Gear) and Sierra 
(EarthSiege 3) may lure away fans with 
attractive features of their own. 

THE VERDICT: Despite a change 
in venue, the Mech Warrior universe 
looks like it will emerge with yet another 
classic title in its portfolio. 

YES, IT'S TRUE: Technology used 
in Virtual World's BattleTech Tesla Sys
tem cockpits will be incorporated into 
the PC version of Mech Warrior m. 

IN A NUTSHELL: The creators of 
the Macintosh favorite Marathon 
attempt to stake a claim in the PC mar
ket with Myth, a potent blend of real
time tactical warfare and fantasy blood
letting, where dwarves, skeletons, and 
zombies do battle on a 3D landscape. 



IN A NUTSHELL: Having lured FASA's 
lucrative Mech Warrior license away from 
Activision, MicroProse is keen to expand 
it beyond its original genre. So in Mech 
Commander, real-time strategy in the 
Command & Conquer vein comes to the 
Battletech universe, as players command 
teams of giant combat robots through a 
series of tactically-challenging battle sce
narios. Teams of up to 12 Mechs can be 
controlled on each mission, and you ' ll 
need to spend bounty and scavenge 
equipment wisely to stay in the game for 
the long haul. 

THE CREATORS SPEAK: Mech 
Commander's developers have chris
tened the game with the tag-line, "You 
will know what it is to command," and 
revert to that statement whenever they 
demo the game - it's a statement that 
seems to ring increasingly true each time 
we see the game in action. 

POTENTIAL: This is a cross-over 
hit to die for - real-time strategy with 
huge battlemechs doing the fighting! 

Myth lets you forget resource manage
ment and building dilemmas, putting 
your skills to the test as a battlefield 
commander in the dark ages. 

THE CREATORS SPEAK: "Myth, 
The Fallen Lords is a tactical-level game 
of fantasy warfare," says Bungie. "In 
either single-player or network games, 
the player directs a group ranging from 
a handful to hundreds of units on a bat
tlefield as they maneuver, take and 
break formations, and clash with the 
enemy in a bloody combat of melee, 
projectiles, and magic." 

- POTENTIAL: Though we've only 
had brief experience with the gameplay, 
the outlook is very promising. Myth's 
elaborate battlefields and varied units 
should make for rock-solid single and 

Amazing graphics with variable degrees 
of zoom, pilots with individual personal
ities, team-building without the need for 
resource mining, multi-play for modem 
and LAN, and state-of-the-art Mech Al all 
add up to a lot to look forward to. 

PITFALLS: Mech Commander 
represents FASA lnteractive's first move 
away from its 3D Mech simulator roots 
- and it's a big move into a fiercely 
competetive genre. The Mech 
name won't be enough to carry this one 
alone - we'll need a game engine good 
enough to rival Dark Reign, StarCraft, 7th 
Legion, and the rest of the real-time 
heavy-hitters. 

THE VERDICT: Mouth-watering. 
The playable version at E3 was a treat for 
the senses, and even a cursory peek at 
the gameplay features is enough to leave 
real-time strategy fans reeling. 

YES, IT'S TRUE: The game was 
originally titled Honor Bound, then 
changed to make it more identifiable to 
Battletech fans. 

multi-player fun, plus built-in support 
fo r 3Dfx chipsets will ensure that the 
gore-filled battles blow the doors off 
most of its r ivals . 

PITFALLS: Despite its fast pace 
and unique gameplay, Myth's tactical 
edge may get lost in the crowd this holi
day season as hotly anticipated games 
such as StarCrafl: and Dark Reign 
attempt to battle it out for your gaming 
dollar . The lack of resource manage
ment and base construction may turn 
off "traditional" real-time fans. 

THE VERDICT: After play-testing 
the game for ourselves, Myth 's brand of 
real-time combat is more than up to the 
task with battles that can take hours to 
complete. If you're a fan of real-time 
strategy, and are looking for something 

different, put this on the short list of 
must-haves. 

YES, IT'S TRUE: The decapitated 
heads of your enemies can be used in a 
gruesome game of soccer. 

IN A NUTSHELL: The winner of 
last year's PC Gamer Award for Best 
Sports Game is returning, and it 
promises to be even better. 

THE CREATORS SPEAK: The 
NHL 98 developers say they knew NHL 
97's artificial intelligence was one of 
that game's few failings, so they've 
gone to considerable effort to improve 
the AI for the sequel. They've even 
enlisted Marc Crawford, coach of the 
Stanley Cup-winning Colorado 
Avalanche, to develop a more advanced 
coaching scheme. 

POTENTIAL: In addition to much
improved AI, NHL 98 looks like it'll be 
even more visually impressive than its 
predecessor. Florida Panthers goalie 
John Vanbiesbrouck was brought in for 
a motion-capture session to make the 
goalie animations more authentic, and 
"signature moves" have been added for 
all the NHL stars. Each goaltender will 
have his own detailed mask rendered in 
3D, and more than 500 other NHL play
ers will have their actual faces texture
mapped onto their 3D counterparts. 
Add enhanced play-by-play and sound 
effects; 3Dfx support; general manager 
options for creating, trading, and 
releasing players; and an accurate inter
national tournament mode, and you've 
got a game worthy of following NHL 97. 

PITFALLS: NHL 97 took quite a bit 
of horsepower to run smoothly; unless 
you've got a 3Dfx-based 3D accelerator, 
N HL 98's enhanced graphics may need 
even more. 

THE VERDICT: With the great 
action-oriented gameplay that made 
NHL 97 a winner being backed up by a 
stronger AI and serious GM and tour
ney options, this could be one of the 
best sports sims of the year. 

YES, IT'S TRUE: The NHL is still 
touchy about the perception of hockey 
as a violent sport, so you won't see 
any more than two fights per game in 
NHL98. 

The JD-accelerated graphics of NHL 98 
made it one of the best-looking games at E3. 

CONTINUED ON PAGE 116 
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EXHIBIT'S UNVEILED, 
lGHT BE ONE OF THE ARTIFACTS. 

ricorn head has found a new home inside the famed Stevenson Museum. 

e puzzles surrounding it, your soul may soon join the exhibit. 

"' is the world's first game powered by Video Real iry™ technology. It's a psychological thriller 

360° of completely seamless, incredibly realistic, motion piccure-quali ry gaming. 

For a free demo CD, visit us at www.south 
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THE CARMAGEDDON XV5: 

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

Introducing Carmageddon. 
The racing game that separates 
the men from the grease 
spots on the road. 

Drive whatever you want, 
wherever you want, over 
whoever you want. You make -
the rules. 

Available on PC CD-ROM 
Test drive the demo at www.interplay.com 

. 
SroMACH-CHURNING REALISM . - . 

CRASH, CRUMPLE, BURN, SKID, AND 
JUMP IN GLOR/DUS 3D! 



520 HORSES UNDER THE HOOD. 
EVEN MORE PEDESTRIANS ON TOP. 

SHIFT-ON-THE-FLY 
4-WHEEL DRIVE MEANS YOU'LL 

NEVER MISS THE BIG BEACH 
PARTY AGAIN. 

POWER-ASSISTED 4-WHEEL DISC BRAKES, 
FOR MANELIVERING THROUGH PILE-UPS • • . 

OR CAUSING THEM. 

CARMAGmoo. 
THE RACING GAME FOR THE CHEMICALLY IMBALANCED. 

TM HIGH-TENSILE-STRENGTH STEEL 
BODY PANELS PROVIDE THE 

DURABILITY YOU NEED, 
IMPACT AFTER IMPACT. 

@1007 ~ n~~=!f~y~l~~~y'i:~~~~~OfJl~Y0\'t!;~::~ i!i'~:J'~~~i~~~~t~ ~~~~Ji!~~~u~i~~ublished 
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HOW CREATING THE ULTIMATE COMPETITIVE ARENA 

ON THE INTERNET CAN ACHIEVE WORLD PEACE . 
~-\FD~......_, ...-..----~-.-.;,.< l·\" · w•~••• n ,~ · • . cSZIJ!.paa;;.t..._ ___ ~.:--l 

~ 

MAKE INTERNET GAMING EASY. (THE MORE PEGPlE LOG DN, THE LESS REAL-Un: VllDICE TIERE Will am -
HEAT.NET is the easiest internet game network to get started playing. You can log on to HEAT.NET, get the free 

HEAT"' software and play. Or soon, you can go to the store and buy the retail package, which includes six 

months' premium membership; a HEAT CD and a month's free internet access. 
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2 CREATE THE /ASTESTGAMING ON THE INTERNET. (FOR THE FASTEST ROAD TO PEACE): 
HEAT.NET uses the Mpath foundation technology to deliver the fastest gameplay achievable over the internet. The faster the game

play, the faster Reptilian urges are diverted, the faster aggression is quelled and the faster world peace becomes a reality. 
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MAKE HrlTNET COMPATIBLE WITH MOST GAMES. HEAT.NET is com~atibl~ with nearly every multi-3 UI. player PC game mcludmg Blood;'" Quake;'" and the 

(TO GIVE PEOPLE HDIE 8UTLETS n11 THEIII AGli. RESSIONS!): . new Scud: Industrial Evolution.'." Plus, the first In a 
· Ouake Scud: tndust_rial Evolution long hne of games, HEAT Warz"'; Alien Race"" and Net 
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Fighter"' have been designed exclusively for HEAT (with 

maximum Reptilian Complex dispersion in mind) and are 
available for free on the network. ': ~, 

;: ■--.:"...-.i' g.o: ...... j~,S....-~ . . ~,~ "l'! ..... '. ; •ta 
• ... ·-t- 1 

4 · OFFU REWARDS FOR FR(QUOO PLAYERS. t-

(THE HORE ONE PERSON PLAYS, THE SAFER MRYONE ELSE IS!): 
HEAT is the only network with frequent player points (Degrees) that can be used for purchase 

\ 

discounts and redeemed for prizes. These incentives increase the frequency of play and, 
hence, decrease the likelihood of real-l ife aggression rearing its ugly head. 
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5 
CREATE TOURNAMENTS AND LADDERS FOR MOR£ COMPETITION. (AS ONE MAN RISES, All MANKIND RISES!): 

. 
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HEAT offers huge, automated and secure tournaments and the abilit 
the top against the best competition the world has to otfer-creating,.th 

ultimate competitive arena on the internet. But more importantly, a 
that nurtures the safe, death-free release of primal urges. 

\ 

·'HEAT ,s THE ANSWERf 

PLEASE SUPPORT THE HEAT.NET FIVE-POINT PLAN BY CONTACTING YOUR LOCAL CONGRESSMAN AND BY LOGGING ON TO HEAT.NET NOW! ~ . , 

.., ·•r 
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IN A NUTSHELL: Wargamers 
rejoice! This is the real sequel to the 
most popular wargame ever published 

· .. 

- a game that generated amazing 
cross-over enthusiasm even from folks 
who don't normally play wargames. 

THE CREATORS SPEAK: "Unlike 
Allied General and Fantasy General, this 
has a true second generation engine with 
numerous enhanced gameplay features 
and lots of options that Panzer General 
fans have been clamoring for," says Carl 
Norman, Executive Producer. "It'll have 
hand-rendered battlefields, plus pain
stakingly detailed 3D units that actually 

. MICROPROSE 

IN A NUTSHELL: The sequel to one of 
the greatest military s imulations ever 
made has finally been unveiled, to the 
surprise of many - MicroProse didn't 
even announce that it was in the works 
until last month. Once again, players 
command platoons of state-of-the-art 
M1 Main Battle Tanks through a variety 
of global troublespots and in a mam
moth cross-European war campaign. 
Optional 3Dfx support ups the graphical 
ante with some of the most impressive 
terrain, armor, and lighting effects we've 
ever seen. 

THE CREATORS SPEAK: "We 
believe M1 Tank Platoon II will set the 
new standard in armored land combat 
simulations," says MicroProse's Derek 
Mcleish. "This tank simulation promises 

the ultimate in gameplay, numerous 
campaign theaters and dynamic mis
sions, highly detailed realistic graphics, 
and multi-player action in both death
match and the campaign." 

POTENTIAL: Thunderous, based 
on the avid following of the original and 
the lack of serious competition right now, 
barring Interactive Magic's iM1A2 
Abrams. If the incredible 3D graphics 
demonstrated at E3 can hold up on mid
range machines, the new standard for 
land-based sim visuals will be set right 
here. The presentation is incredible, as 
are the array of gameplay options which 
guarantee you'll never play the same 
campaign twice. 

PITFALLS: Arnold Hendrick, who 
created the classic original, has long 
since jumped ship and has had no input 
on the development of this sequel. The 
new development team seems unfazed, 
but aside from the visual flash , can they 
do justice to the gameplay genius of his 
original work? 

THE VERDICT: Highly optimistic. 
One of the best-looking games at E3, 
this, along with Falcon 4.0, is Micro
Prose's best shot at regaining the mili
tary simulation crown it long since gave 
up for others to fight over. 

YES, IT'S TRUE: Ironically, Arnold 
Hendrick's most recent project was Inter
active Magic's iM1A2 Abrams, now the pri
mary competition for M1 Tank Platoon II. 

face in the proper direction when you 
move them. Each unit has six different 
facings. We're also including a powerful 
Battle Editor, so you can alter unit and 
scenario data. We think this sequel is 
truly beautifu.1 to behold and offers much 
more replay value than the original" 

POTENTIAL: Huge. The original 
game attracted thousands who'd never 
played a wargame before, and this 
sequel offers even more drama, color, 
and replay value. The Battle Editor alone 
will please a lot of people who found 
some scenarios unwinnably hard in the 
original. Graphically, PG II is miles 
ahead of its parent and offers multi 
player support as well as PBEM. Units 
now have leaders, which adds a nice 
dynamic touch, and the scenarios seem 
exceedingly well chosen (including a 
new "front" for a hypothetical invasion 
of the USA). 

PITFALLS: Mediocre spin-off 
games like Allied General (not to men
tion the rather dismal Star General) may 
have taken some of the steam out of t he 
product' s image. SSI needs to convince 
consumers that this is really a second
generation leap and not another wobbly 
pseudo-sequel. Lightning rarely strikes 
twice in this business. 

THE VERDICT: PG II is not only 
much better looking, it offers several 
features that give it stronger legs than 
the original. While it may not signifi
cantly expand the audience for 
wargames, it has all the right ingredi
ents to satisfy a multitude of both grog
nards and occasional wargamers. 

YES, IT'S TRUE: The Russo
Finnish War scenarios in PG II are 
based in part on our own Bill Trotter's 
1991 book about that conflict (A Frozen 
Hell, now, alas, out of print). Bill says 
the designers have got it right. 

, ~ .. ,., ~ . ' 
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IN A NUTSHELL: Continuing a 
long line of next-generation first-person 
shooters, Prey is 3D Realms' contender 
in this most competitive of genres. 

THE CREATORS SPEAK: "Our 
goal is no less than to create the most 
intense and exciting action game out 
there," says George Broussard, presi
dent of 3D Realms. 'Tm sure that once 
you see where we're going, you' ll agree 
with us that Prey is worth the wait." 

POTENTIAL: Prey doesn't use the 
same BSP technology that is common to 
first-person shooters like Doom and 
Quake - instead it uses something 
called portal technology. Apart from 
technical differences, the engine allows 
portals to other parts of the level to be 
created dynamically anywhere within 
the game environment. You can even 
see through the portals into whole dif
ferent areas. And that's just one of the 
cool features promising to set Prey aside 
from its competition. 

PITFALLS: The game's still a long 
way off, and lot can happen in a year. lf 
the hype gets out of control, it is possi
ble people might end up disappointed -
and don't forget John Carmack, who 
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IN A NUTSHELL: The orig inal " God 
sim," and one of the most influential 
games in history, is back in its third, and 
most ambitious, incarnation. The sprite
based isometric graphics of the first two 
games have been replaced by a dynamic, 
rolling 3D polygonal engine based on the 
landscaping ideas Bullfrog developed for 
Magic Carpet. You'll now be able to get 
down amongst your followers closer than 
ever before to re-sculpt terrain, build set
tlements, and wreak divine retribution on 

should be well into his next engine by 
mid-98. 

THE VERDICT: Easily one of the 
top three games at E3, it would be a 
shoe-in for game of the show if the 
gameplay was actually in place. But 
Prey won't be released until late 1998, 
so there's still plenty of time to let this 
one develop. 

YES, IT'S TRUE: Prey is a hard
ware-only title, meaning you'll need a 
3Dfx or other supported graphics accel-

your enemies through an arse- ....-----r--:-----:---:-:: 
nal of awesome powers, includ
ing lightning, earthquakes, vol 
canoes and more. 

THE CREATORS SPEAK: 
"The player is exposed to tech 
nology that gives Populous: The 
Third Coming an almost c ine
matic experience, " says Bull 
frog's Rick Ponds. "The game 
offers a revolut ionary curved 
horizon which makes tracking 
fluid and movie-like." 

POTENTIAL: Tremendous, 
if the impact of the first two 
games is anything to go by. The 
new dynamic 3D landscaping is 
just the shot in the arm the series 
needed - isometric blocks just don't cut it 
these days. There 's a loyal army of fans 
out there who remember the Populous 
name fondly, and we certainly wouldn't 
mind the chance to re-visit this innovative 
style of gameplay. 

PITFALLS: No Peter Molyneux. 
Now departed from Bullfrog, the vision
ary creator of the original Populous had 
little input on this project, and without his 
design genius, can this game stand on its 
own as a worthy successor to his earlier 

erator. The engine also supports 16-bit 
texture-maps and colored lights, which 
help to create an· extremely impressive 
visual environment. 

classics? It's been five years since Popu
lous II, and when was the last time Bull
frog had a non-Molyneux hit? 

THE VERDICT: The jury's still out, 
but based on what we've seen, we're 
inclined to have an optimistic viewpoint 
- early buzz is extremely positive, and if 
the gameplay is even half as good as the 
game looks, no problem. 

YES, IT'S TRUE: Since 1989, the 
Populous series has sold over three mil
lion copies worldwide. 

the critically-acclaimed Pro Pinball: The 
Web (published in the U.S. by Inter
play), Timeshock! is more pinball than 
you can shake a pair of flippers at. 

THE CREATORS SPEAK: How 
does last year's The Web compare to 
Timeshock!? "Not very well, to be hon
est," says the game's creators. "None of 
us in the office, and none of our testers 
can face playing The Web anymore. 
Timeshock! is so much more realistic; 
going back to The Web is like putting on 
a straitjacket." 

POTENTIAL: The amount of detai l 
lavished on Timeshock! puts many other 
games - and not just pinball titles -to 
shame; it has screen modes up to 
1600x1200 with 16 million colors, 44KHz 
Dolby Surround Sound CD audio, a 
brand new engine built from scratch, 
and an SGI-modeled table, rendered 
right down to the screws. There' s even 
a plot! 

PITFALLS: No matter how 
detailed it is, there is stiU only one table, 





as opposed to the competition's usual 
three or four, and for some people, one 
might not be enough. And then there's 
those people who just can't be bothered 
to play pinball - even if they don't 
know what they're missing. 

THE VERDICT: If you're a pinball 
purist this looks like the only game for 
you; but if you've been unimpressed by 
the quality of previous pinball titles then 
Timeshock! may force you to reconsider. 

YES, IT'S TRUE: Thirty origin al 
digital audio tracks have been recorded 
for Pro Pinball: Timeshock! by Ska musi
cians Bruce Foxton and Jake Burns, pre
viously w ith the bands Stiff Little Fin
gers and The Jam. 

IN A NUTSHELL: Interplay returns 
to the adventure format which proved 
so popular with 25th Anniversary and 
Judgment Rites for its latest Star Trek 
game based around the original series. 
Kirk and Co. must unlock the secret of 
an ancient Vulcan weapon before it can 
be used against the Federation. Gloinks! 

THE CREATORS SPEAK: Game 
producer Ken Allen: "We spared no 
expense in recreating the original actors 
in digital format. Sometimes they look 
frighteningly real. The same realism 
extends to the Enterprise itself - we 
want players to feel like they're really on 
the ship. You can explore rooms and 
equipment that have no direct relevance 
to the plot, but are nevertheless very cool 
and very interesting in their own right." 

POTENTIAL: Could blast into 
warp drive. Fans of the show have an 
insatiable lust for new adventures, and 
this one promises to be huge in scope -
seven CDs worth of gameplay! The 
visual style is much more fluid and cine
matic than in previous games, and there 
are lots of elegant touches, such as 
being able to participate in the leg
endary Vulcan Mind-Meld. 

PITFALLS: There have been Star 
Trek games, lots of them, since the first 
text-only adventure appeared on huge 
mainframe computers in the '70s, and 
their quality has been highly variable. 
Trek fans are a notoriously picky lot, 
and if there are any perceived flaws or 
deviations from the accepted Gospel, 
they' ll be pounced upon savagely. 

THE VERDICT: So much care and 
creativity has gone into this project that 
it should satisfy even the most persnick-

IN A NUTSHELL: You'd have to be liv
ing under a rock not to know what 
Quake II is, but for the record, it's the 
sequel to id Software's Quake, one of 
the most popular and influential 3D 
action games ever made - hell, one of 
the biggest games ever, period. This 
promises to be much more than just an 
upgrade, as Doom II was to Doom -
there's plenty of new stuff in the game, 
including all-new graphics, river cur
rents, female characters, souped-up 
monster AI (including a medic unit 
who heals the other monsters), and 
support for Open GL. 

THE CREATORS SPEAK: "Quake 
II is going to be far and away the high
est quality product id has ever done," 
says John Carmack, the man behind 
Quake II. "I doubt I can convey just 
how well things are going here. Things 
probably look a little odd from the out
side, but our work should speak for 
itself. I have been breaking into spon
taneous smiles lately just thinking 
about how cool things are." 

POTENTIAL: Tantalizing. There's 
more of a focus on single-player this 
time, and you' ll need to move back and 
forth between several levels to solve 
some of the puzzles, a la Hexen. The 
levels themselves (now called "units") 

can be several times larger than Quake 
maps. Sound quality is being jacked 
up, with moving sound effects and pos
sible voice chat over network options, 
and the visuals are being improved 
with colored lights and rotating 
brushes. Finally, all the multi-player 
goodness that was QuakeWorld 
including support for up to 32 players 
in deathmatch - will find its way into 
Quake II. 

PITFALLS: Original Quake co
designer John Romero has long since 
left id, along with Mike Abrash and 
other id cronies who were part of the 
original Quake 's success. But Carmack 
hardly seems to care. Nor do the peo
ple who were wowed by the 3D-accel
erated demo shown off at E3. There 
will be plenty of competing 3D games 
out at the same time, but can they 
really oppose the might of Quake II? 

THE VERDICT: Forget all the 
speculative talk about id losing its 
magic touch - from what we've seen, 
Quake II will establish Carmack and 
Co. as the pre-eminent blastmasters 
more than ever before. And the game's 
got a railgun! Mmmm, Railgun ... 

YES, IT'S TRUE: Players can 
move their status bar around the 
screen, and even customize what parts 
of it they want visible, and where, to 
ensure maximum visibility at all times. 



ety Trekkies. Expect a hit; a big one. 
YES, IT'S TRUE: There really is a 

segment of the game in which Scotty 
has to get the Enterprise engines back 
on line. Cliche or homage to tradition? 
At least he doesn't say: "Cap'n, the 
engines cannot take any more!" 

IN A NUTSHELL: From the clouds 
in the sky to the litter on the ground, 
gamers will be able to examine their 
SimCities like never before. SimCity 
3000 is the third generation of Sim City, 
one of the most popular and innovative 
computer games ever, but this time it 
returns in full 3D with an unprece
dented amount of detail. 

THE CREATORS SPEAK: " SimCity 
fanatics and newcomers alike will be 
blown away by SimCity 3000's 3D graph
ics and new simulation elements," says 
Sam Poole, Maxis' president and CEO. 

POTENTIAL: There's plenty of 
new stuff here, from new building types 
and the micro-simulators that govern 
each building to a 3D engine that can 
put the camera at virtually any point in 
the city. Not to mention that it's the 
sequel to one of the most popular 
games of all time. 

PITFALLS: Maxis' 3D graphics 
and engine technology has lagged 
behind the rest of the industry in the 
past; similarly, many may find that the 
gameplay has now grown stale - the 
series is now eight years old. 

THE VERDICT: Not a sure thing 
by any means (remember last year's 
multi-player version of SimCity 2000?), 
SC 3000 could still be a runaway suc
cess, scoring with a new generation of 
gamers who have never experienced 
this startlingly original and surprisingly 
addictive game. 

YES, IT'S TRUE: Just as you could 
import cities from SimCity Classic into 
SimCity 2000, you'll again be able to 
bring your sprawling capitols from Sim
City 2000 into Sim City 3000 - so dust 
off that ancient, pollution-ridden 
metropolis you created so many years 
ago and see it live and breathe once 
again in living 3D. 

IN A NUTSHELL: The creators of 
ZPC and Fire and Ice take a giant leap 
away from the cartoonish violence and 
pre-rendered hysteria of their previous 
titles as they attempt to recreate the 
tough-as-nails life of the U.S. Army 
Rangers. An advanced 3D engine, life
like character animations and environ
ments, and believable scenarios are all 
just some of lengths they're going to in 
order to put you in the shoes of today's 
most advanced solider. 

THE CREATORS SPEAK: "Navigate 
over huge, realistic outdoor 3D environ
ments - each with three difficulty levels 
- as you engage in reprisal attacks, seek 
and destroy missions, hostage rescue mis
sions, counter-terrorist attacks, and raid 
and destroy missions," Maxis says. 

POTENTIAL: Taking on the unusual 
demands of troop combat behind enemy 
lines would make for a welcome change 
from the typical "us vs. the alien" themes 
of today's action games. 

PITFALLS: The grim theme might 
turn off many action and simulation fans 
with its realistic depiction of humans 
killing humans. Anyone remember Seal 
Team? We didn't think so. 

THE VERDICT: Though Spec Ops 
has the potential to become over-
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whelmed by its very delicate subject 
matter, we'll remain optimistic and hope 
that the good fo lks at Zombie can be a ll 
they can be. 

YES, IT'S TRUE: Zombies crave 
Brahms, not brains. 

IN A NUTSHELL: Blizzard Enter
tainment's first real-time strategy offer
ing since the WarCraft II expansion pack 
leaves the ores and humans far behind 
on Azeroth and forges a new era of 
combat among the stars. StarCraft 
promises to bring a mountain of single 
and multi-player excitement to life as 
players fight as one of three powerful 
races, Terran, Protoss, and Zerg. 

THE CREATORS SPEAK: "As the 
mi litary leader for your species, you 
must gather the resources you need to 
train and expand your military to 
accomplish your goals, be it freedom or 
galactic domination," Blizzard says. 

POTENTIAL: With a legion of 
WarCraft ll devotees slavering for a 
worthy replacement, StarCraft could 
well be the flagstone in another rea l
time strategy dynasty. 

PITFALLS: After a number of 
unforeseen delays during the push to 
get Diab/a into the hands of an eager 
public, StarCraft ' s progress has been 
slow, allowing a second-generation of 
real-time strategy clones to build up 
steam with new ideas of their own. 

THE VERDICT: Blizzard's success 
with the WarCraft series and Diab/a has 
proven they know how to squeeze the 
maximum amount of fun out of their 
products, and this time round they're 
defending their own turf. It's a safe bet 
that StarCraft is one of the few that wi ll 
stand out from a crowded field of real
time strategy competitors. 

YES, IT'S TRUE: Blizzard made a 
quick vowel change to the name Zerg to 
avoid confusion with the evil Zurg, Buzz 
Lightyear's nemisis in Disney's Toy Story. 

IN A NUTSHELL: Not just another 
cl ick-and-sit graphic adventure, Starship 
Titanic combines top-notch graphics 
with witty, original writing from Dou
glas Adams, the best-selling author of 
the Hitchhiker's Guide to the Galaxy 
series. And to top it off, Adams' com
pany, Digital Village, is reviving the text 
parser with the TrueTalk engine, 
licensed from Virtus. 

THE CREATORS SPEAK: "With 
Starship Titanic, 1 am very conscious of 
recalling into this medium some of the 
complex interaction between author and 
user that was characteristic of the early 
adventure games, but which got lost 
when the medium progressed techno
logically and more attention was 

focused on the 
graphics," says 
co-creator Dou
g las Adams. 
"Our graphics are 
fabulous, but our 
character interac
tions are fabulous 
as well." 

POTENTIAL: 
Many graphic 
adventures suffer 
from poor writing 
or limited plots -
in Starship Titanic, 
the brilliant Dou
glas Adams is cre
ating the script 
and writing much 
of the dialog. This 
genre also suffers 
from a lack of 
interactivity, offer
ing at most a dia

logue tree. Here, a text parser allows 
interaction with every character, each of 
whom has a vocabulary of over 500 
words. Adams is no stranger to com
puter games, having done pioneering 
early work with Infocom. 

PITFALLS: Simon & Schuster isn' t 
well known as an adventure game pub
lisher, so many might miss th is title. 
Even more to the point, though, is that 
Starship may have great writing, attrac
tive graphics, and even a text parser, 
but we still don't know if that adds up to 
great gameplay. 

THE VERDICT: One of the most 
interesting adventure game conceptions 
in years, it will probably be closely 
watched by all in the adventure genre. 
And if Simon & Schuster has success 
with this venture, consider how many 
print a uthors it has worked with in the 
past who might be ready fo r the interac
tive medium. 

YES, IT'S TRUE: Your goal as a 



player is not to save the universe or dis
cover the meaning of life, but to 
upgrade your travel accommodations 
from third class to first class! 

IN A NUTSHELL: The most 
detailed and realistic air combat sim for 
the PC is getting a major facelift, both in 
visuals and gameplay. 

THE CREATORS SPEAK: The one 
thing that disappointed Su-27's designers 
was the fact that the original game's steep 
learning curve kept it from finding a 
wider audience. So this time around, the 
developers of Su-27 Flanker 2.0 are mak
ing sure the new game has a quick start 
mode, a more intuitive menu system, and 
a fully interactive, hands-on tutorial. 

POTENTIAL: The emphasis on 
painstaking detail and realism that went 
into the guts of the original Su-27 is now 
being lavished on the new game's sur
face, making it as visually amazing as the 
most advanced air combat sims going. 
Terrain, planes, and other 3D objects in 
the game are fully texture-mapped, with 
MlP-mapping to make the landscape 
look great at any altitude. The game will 
run at resolutions as high as 800x600 

IN A NUTSHELL: One of the best-known, 
most ambitious series in PC gaming his
tory is back with its fifth installment, minus 
original WC creator Chris Roberts, but with 
a whole new approach. The live-action cin
ematics have been trimmed way, way 
down, and the development team is focus
ing more on flight dynamics, Al, and com
bat engines this time round. A second 
team is devoted to developing the game's 
in-built multi-player modes - a first for 
the series. 

THE CREATORS SPEAK: "This 
time round it's gameplay, gameplay, 
gameplay, gameplay, gameplay," says 
Origin's co-leader on the Prophecy pro
ject, perhaps subtly hinting towards get
ting "back on track" after Chris Roberts' 
unpopular emphasis on cinematics in the 
last two games. 

POTENTIAL: Based on what we've 

with 32,000 colors, and it'll include sup
port for the 3Dfx graphics accelerator. 

PITFALLS: It'll still be the most 
complex air combat sim on the market 
- which means it won't be for everyone 
- and the fantastic new graphics w ill no 
doubt require a pretty stout PC, even 
with hardware acceleration. 

THE VERDICT: Hard-core missile-

seen, awesome. With an enhanced 3D 
engine, accelerator card support and 
yucky new alien enemies, this looks set to 
blow all other space games away visu
ally, and the host of multi-play options 
could provide a successor to X-Wing vs. 
TIE Fighter and Darklight Conflict. Fans 
of the movie scenes, fear not - there's 
still plenty to watch unfold, although 
Mark Hamill no longer plays the lead. 

PITFALLS: No more Hamill, no 
more Kilrathi, no more Roberts - does 
this represent the end of the line, or the 
dawn of a new era for the Wing Com-

heads will love the detail and complexity 
of Su-27 2.0, and its top-notch visuals 
should draw more casual gamers into 
the world of serious sims. 

YES, IT'S TRUE: The Su-27 
Flanker is a Russian warplane, so to get 
the terrain in Su-27 2.0 j ust right, the 
designers used previously classified 
Russian satellite data. 

mander franchise? And does the amazing 
new graphics engine make too many 
demands of non-accelerated machines? 
The minimum's a Pentium 133. 

THE VERDICT: We were skeptical 
until we saw the demo version at E3, but 
having been suitably blown away, we're 
now looking forward to, potentially, one 
of the games of the year. 

YES, IT'S TRUE: "Visual Futurist" 
Syd Mead, who designed the look of the 
cult classic Blade Runner movie, created 
the alien organisms and spaceship 
designs for Wing Commander Prophecy. 



IN A NUTSHELL: With a dynamic 
campaign engine, 30 accelerator sup
port, and tasty multi-player options, 
Team Apache is positioned as the first 
serious competition to Jane's Longbow, 
promising to deliver a deeper look 
inside the cockpit of the AH-64O to go 
along with its realistic simulation . Play
ers will not only assume command of 
their flight over war-torn battlefields 
but also deal with pilot rivalries within 
their teams, which might have disas
trous results in the air. 

THE CREATORS SPEAK: "Team 
Apache, designed and produced by 
Bryan Walker, a fo rmer AH-64 Apache 
attack helicopter pilot and Desert Storm 
veteran, goes far beyond other games to 
immerse the player in the most realistic 
recreation of the combat experience 
ever delivered on a home computer," 
Eidos says. 

POTENTIAL: Early looks at Team 
Apache prove to be extremely promis
ing, with visuals and realism that might 
possibly eclipse Electronic Arts' upcom
ing Longbow 2. 

PITFALLS: As a sim that attempts 
to simulate all aspects of command in a 
dynamic environment, flight sim fans 
who're more attuned to taking orders 
may find it all a bit too much. It will also 
probably require a horse of a machine. 

THE VERDICT: Fans of helicopter 
simulations would be well advised to 
hold a special place on their book
shelves when th is one arrives. 

YES, IT'S TRUE: The dynamic 
campaign engine used in Team Apache 
has been in development for nearly 
three years . 

series is back, with ten new cars ranging 
from the '60s era muscle cars to the hot 
concept cars of the late '90s. Accurate 
tracks drawn fro m real 
world locations as 
diverse as the English 
Lake District, the Italian 
Alps, and the streets of 
San Francisco will pro
vide an intense driving 
experience fo r habitual 
leadfoots. Support for 
30 accelerators adds to 
the visual appeal. TD4 
also offers an accept
able package of tradi
tional multi-player 
options, including 
modem, serial cable, 
and LAN play. 

THE CREATORS 
SPEAK: "Test Drive 4 
will push 30 technol
ogy to the limit and 
deliver an incredible 

30 driving experience," said Jim Bar
nett, president and CEO of Accolade. 

POTENTIAL: Test Drive 4 features 
cars from two distinct eras - the super 
cars of the late 1990s and the muscle cars 
of the 1960s. Featured automobiles 
include the '98 Dodge Viper, '97 Corvette, 
'69 Chevrolet Camaro, and the '67 Shelby 
Cobra. This unique mix of machines will 
give gamers a chance to pit the best of 
both eras in head-to-head races. 

PITFALLS: The last game in this 
series, Test Drive Off Road, was a disap
pointing bump in the road . And where's 
the TCP/IP play? 

THE VERDICT: Accolade's Test 
Drive series has been going head-to
head with Electronic Arts' arcade racers 
for some time now. Need for Speed II 
has only just come out, but to mixed 
reviews. Now Accolade is aiming at the 
same market w ith Test Drive 4, and 
could score big. 

YES, IT'S TRUE: Test Drive 4 is 
being created by the Destruction Derby 
team, Pitbull Syndicate. 

IN A NUTSHELL: Lara Croft's 
adventures continue through Tibet, 
China, Venice, and even beneath the 
oceans on a quest for a sacred dagger. 
New 30 technology, new moves, new 
costumes, new weapons ... but the same 
gameplay that made the original one of 
the biggest hits ever. 

THE CREATORS SPEAK: "We 
have continuation, enhancements, and 
changes to Lara with new moves and 
new weapons, " says Jeremy Smith, head 
of Core Design . "But at the same time, 
we retain the same underlying culture of 
Tomb Raider, because over two million 
people have told us they Like it." 

POTENTIAL: Huge. The sequel to 
one of the biggest cr itical and commer
cial successes on the PC ever? It's a no
brainer, as long as the developers don 't 
make too many changes to the game
play formula - although the current 
version strongly indicates they haven't. 

PITFALLS: Original Tomb Raider 
creators Toby Gard and Paul Douglas 
have left Core Design, and have had no 



input whatsoever on this sequel. Can the 
remaining team members cut it on their 
own in round two? 

THE VERDICT: Expect a hit as big 
as, if not bigger than, the original. Lara's 
got legs, in more ways than one. 

YES, IT'S TRUE: Such is the 
appeal of the game's main character, 
she's got top billing for the sequel. The 
full title of the game is now Tomb Raider 
2 Starring Lara Croft. 

IN A NUTSHELL: Command & 
Conquer meets Terra Nova in this 
intriguing blend of real-time strategy 
and first-person combat. You build and 
control an army of futuristic war iron 
while at the same time leading your 
forces into combat from the interior of 
your command tank, the Wraith. 

THE CREATORS SPEAK: "You 
will spend a lot of time in Uprising laying 
siege to enemy citadels," says Helmut 
Kobler, president of Cyclone Studios. 
"Enemy citadels are often defended by 
gun turrets, SAM sites, and a variety of 
other units, not to mention the citadel's 
powerful cannon. You should not try to 
take all this on with your Wraith." 

POTENTIAL: We've had many 
opportunities to play this game, and the 
bottom line is that it's fun . The action is 
as fast and furious as Doom with that 
same immediate, irnmersive first-person 
involvement, but at the same time, it 
forces you to have a situational aware
ness of the overall battlefield on a tacti
cal level, something you never get in the 
straight first-person shooter. 

PITFALLS: There may not be 
enough base-building options for the 
C&C fans (your bases must be built in 
fixed positions and the number of struc
tures is limited), while those used to the 
elaborate characteristics of a Mech War
rior 'Mech may be disappointed with the 
bland, undifferentiated units of Uprising. 

THE VERDICT: Mixing genres in 
any medium is always a risk - the result 
might be a hopeless mess or the next Rock 
& Roll, but our early tastes of playtesting 
Uprising were a blast - and who knows 
what multi-player might bring? 

YES, IT'S TRUE: Helmut Kobler 
coded his first game in a grimy Oakland 
apartment, where he often heard gunfire 
and sirens just outside his door. 

IN A NUTSHELL: It's a LucasArts
style graphic adventure set in the War
Craft universe, with the player becom
ing an Ore separated from his tribe in a 
post-war world ruled by humans. 

THE CREATORS SPEAK: "Our 
main goal is to tap into all the elements 
that make adventure games enjoyable in 
the first place," says Blizzard's Bill 

Roper, "and that's basically a fantastic 
story and sense of humor." 

POTENTIAL: Tremendous, given 
Blizzard's faultless track record so far . 
Can the company that brought us War
Craft II and Diablo possibly fail? Plus, 
graphic adventures are thin on the 
ground right now, so this should fill a 
sizeable gap in the market. 

PITFALLS: Despite its great perfor
mance so far, Blizzard is untested in this 
particular genre, and graphic adventures 
haven't been "hot" for a while, so resting 
of the laurels of the WarCraftbrand won't 
be enough here; we need a red-hot game. 

THE VERDICT: We're expecting big 
things. Blizzard hasn't put a foot wrong 
yet and is showing no signs of doing so 
now. A serious competitor for LucasArts 
in this genre at long last, perhaps? 

YES, IT'S TRUE: Clancy Brown, the 
voice of The Kurgan from the movie 
Highlander, will be playing the voice-over 
part of the game's lead character Thrall. 

IN A NUTSHELL: The richly varied 
world ofYavaun is about to become even 
more diverse as humans are thrown into 
the mix for this sequel to last year's most 
underrated strategy game. 

THE CREATORS SPEAK: The one 
consistent gripe War Wind !I's develop
ers heard about the original game was 
that it started off too hard - the earliest 
scenarios were nearly as tough as the 
final ones - so they've put a lot of 
thought into making those first missions 
feel more like tutorials and smooth out 
the learning curve. 

POTENTIAL: It was the diversity of 
the game's four rival alien races that 
made War Wind so special; with the 
arrival of two factions of human 
colonists (warlike Marines and science
minded Descendants), War Wind II 
should give us even more of a good 
thing. SSI says the game will have lots 
of new units with special abilities that 
include flying, swimming, and even bur
rowing underground. 

PITFALLS: For some reason, War 
Wind didn't get the attention it deserved 
last year; the sequel could suffer a similar 
fate, simply because a lot of gamers never 
found out how good the original was. 

THE VERDICT: War Wind II is one 
of this year's most intriguing real-time 
strategy games; it should be a refreshing 
break from all those Red Alert wannabes. 

YES, IT'S TRUE: The new units in the 
game include an Overlord Two-Headed 
Giant. We wanna party with this guy. 
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YOUR ULTIMATE GUIDE TO NEW GAME RELEASES 

You~ve seen the movie, now plaq the game 
his month's Blade Runner 
feature got us thinking -
it's been such a long time 
since we saw a decent 
movie-licensed game on 
the PC. Maybe 

Westwood's latest effort can spark some 
renewed interest in the genre. Always 
willing to help the gaming industry with 
new creative ideas, we'd like to suggest 
some licences that have been overlooked, 
but would be worth considering .. . 

Fargo 3D 
The quirky, snow-blind world of Joel 
and Ethan Coen's modern classic comes 
to the PC in the adrenaline-packed 3D 
fighter of the year! Eight of your favorite 
characters have been lovingly motion
captured, including Marge and Shemp 
the crazy ex-con! 3Dfx support allows 
for transluscent snow and ice effects! 

Mike Tyson's Face/Off 
The sports license of the year meets the 
movie license of the year - you are 
Mike Tyson, the fight is going against 
you, and you're sure to lose ... unless you 
can remove a vital part of your oppo
nent's facial anatomy and get d isquali
fied first. 

Booty Call: The Graphic Adventure 
Step into the shoes of two intrepid 

Hardware Requirements 

homeboys and embark on a night-long 
search for the elusive prize you crave! 
Incredible new text-parser interface has 
a larger vocabulary than the movie itself 
- more than 50 words! Will your 
"booty call" be successful, or will you be 
told to "step off'? It's up to you! 

The English Patient 
This is a World War Two flight sim that 
uses the all-new European Air War 
engine. Unfortunately, due to the license 
contract, the game itself consists of only 
one mission that invariably involves you 
crashing into the ground and spending 
the rest of the game in the hospital. 

Crash 
David Cronenberg's sordid tale of love 
and car accidents is transformed into a 
3D driving sim where you don 't get 
penalized for driving the wrong way 
around the circuits. In fact, the more 
cars you crash, the bigger your score 
(not to mention your sex appeal). Now, 
that's auto-eroticism! 

Soldier Boyz 
Based on the blockbuster Michael 
Dudikoff movie, this video shooter puts 
you in the shoes of.. .[Editor's note: You 
know, maybe this wasn't such a great 
idea after all ... . ) 

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 rea/ly need. 

PC GAMER September 1997 , 



REVIEWS 

Dun eon Heeper 
j Category: Strategy 

j Developer: Bullfrog Productions 

Publisher: Electronic Arts, 1450 Fashion 
Island Blvd., San Mateo, 

Learn the secrets of dungeon 

management as the ultimate 

bad guy in Dungeon Keeper. 

CA 94404 (415) 513-7171 

Required We Recommend 
Quad-speed CD

ROM drive; 
Pentium; 16MB 

RAM; 65MB hard
drive space; MS

DOS 6.22 or higher; 
Mouse 

Pentium 166; 
Supported sound 

card; 14.4K modem 

hey consider you vile, disgust
ing, a wretched pall of hate 
spewing forth the filth and 
dregs of countless crypts to 
foul the land with loathsome 
deeds. They hunt you like a 
dog and slaughter your 
brethren. Ah .. .if only they 
knew how much fun it really 
was .. .. 

Over the past couple of 
years, few games have been 
as talked about or eagerly 
awaited as Bullfrog's 

Dungeon Keeper. Originally slated for 
release in the fall of 1995, a number of 
setbacks and delays plagued the game, 
but Bullfrog remained committed to the 
project, promising eager fans that 
Dungeon Keeper wouldn't ship until it 
was ready. Lucky for us, they've been true 
to their word, leaving us with a wonder
fully evil gift. 

A dark and twisted take on roleplay
ing themes, Dungeon Keeper is a real
time strategy game that focuses on the ins 
and outs of building and maintaining a 
dungeon, where you assume the role of 

an unseen, omnipotent beast in 
charge of controlling armies of 
vile creatures and managing their 
daily lives. As you start the game, 
you're the lowest of the low, a 
keeper without a keep. Your job 
is to enter a hero's realm and 
infest it with minions like 
Warlocks, Dragons, and Trolls, 
all lured by the promise of gold. 
Once your dungeon is overflow
ing with evil, you're ready to 
storm in for the kill. Throughout 
the game's single-player mis
sions, you'll battle increasingly 
difficult foes (heroic lords and 
enemy dungeon keepers) in an 
attempt to claim the entire world 
as your own. 

It's real-time strategy of a kind, but it 
only takes a few missions to discover that 
Dungeon Keeper is much more than a 
hack-and-slash C&C clone, skillfully 
focusing on life within the decaying walls 
of a dungeon, where untrustworthy crea
tures can storm away in anger while 
adventurers search for a breach in your 
defenses. Success in DK relies less on 
micro-management of units or skill in 
combat and ultimately depends on your 
ability to design an attractive, efficient 
dungeon while managing your creatures 
with constant and brutal discipline. 

Players view their dungeons from a 
top-down isometric perspective in a free
scrolling, 3D world similar to that in 
Syndicate Wars. But unlike the open 
cityscapes of that game, DK is set in a 
dank, dark underworld where you must 
carve your dungeon out of forbidding 
rock. Each map may contain impenetra

ble rock, lava, or 
underground rivers 
- hazards which 
must be taken into 
account when 
designing your dun
geon, and the 
lifeblood of every 
dungeon, gold, must 
be carefully mined 
without giving your
self away to the 
enemy. Using a few 
easy-to-remember 
keyboard com
mands, the mouse, 
and a handy inter
face to construct 
rooms and mine 

Each creature will be drawn to your dungeon by different rooms. A warlock finds gold, you'll begin 
the volumes of magic tomes in your library an irresistible attraction. your task by calling 
'-------------------------····· ·········· ··· upon a legion of 

The Dungeon Heart is your Achilles' heel; 
protect it well by surrounding it with crea
ture-filled rooms and traps. 
~-----------·················· 

ready-made imps to do the dirty work 
while you fret over your dungeon design. 

Instead of dropping down new 
buildings in haphazard fashion, a la C&C 
or WarCraft II, to receive new unit types, 
the design and location of each room in 
Dungeon Keeper is vitally important to 
the success of your dungeon. As you 
slowly excavate and explore the under
world, adding to your dungeon and 
amassing treasure, new creatures will be 
lured into your realm by the types of 
rooms you construct. Some rooms allow 
you to research new items or more 
advanced rooms. But this isn't Field of 
Dreams - just because you build it, that 
doesn't mean creatures will come. 

Like a web that builds its strength 
from each strand of silk, each room's effi
ciency is directly related to surrounding 
rooms, and each creature's happiness is 
related to the efficiency of a room. As 
creatures and their demands become 
more varied, this method of construction 
becomes a balancing act, and if you posi
tion a lair (creature housing) too far away 
from treasure rooms (for payday) or 
hatcheries (food), you may have a hard 



time luring creatures into your ranks. 
Though you have god-like control 

over your creatures, you don't directly 
control their every action (unless you use 
the "possess creature" spell). Instead, a 
complex artificial intelligence makes crea
tures behave according to their own "per
sonality." Your imps, for example, mine or 
excavate areas in a logical order, follow
ing your commands in the order they 
receive them - but if left alone, they'll act 
on their own, reinforcing walls, exploring 
areas and claiming enemy turf without 
your input. All of the other creatures in 
your dungeon act independently as well, 
going about their tasks without being 
told. You can redirect creatures by pick
ing them up and dropping them in a dif
ferent part of the dungeon - during 
combat, for example - but for the most 
part, you'll leave them to their own 
devices as you concentrate on building 
and managing the dungeon itself. 

But that doesn't mean you won't 
interact with your creatures. If your dun
geon design is inadequate, creatures may 
become angry or start vandalizing your 
dungeon to show their displeasure. When 
your creatures get out of line, you're free 
to deal with them however you like. You 
can slap your creatures around, bribe 
them with gold, or torture them merci
lessly until they behave. And if all else 
fails, you can use your god-like powers to 
simply sacrifice or banish them. 

This may seem like a strange way to 
control a strategy game, but in Dungeon 
Keeper it works beautifully. Instead of the 
frustration of micro-managing every step 
of every creature as in WarCraft or 
Command & Conquer - only to watch 
units get killed because they were too stu
pid to get out of the way of a tank -
Dungeon Keeper's AI lets you concentrate 
on quality time rather than quantity time 
with your units. If you train your units, 
they'll do better in battle; if you've 
improved their lairs they'll be happier; but 
if you neglect them, be prepared to find 
your head riding a pike. 

Though the depth of the game 
makes for a steep learning curve, the 
early missions serve as excellent tutorials, 
providing players with generous amounts 
of time and resources to learn the basics. 
But even more impressive is the inclusion 
of four artificial intelligence assistants 

If the battle gets too hot keepers can cast 
deadly spells like this cave-in. 

reatures to carry searching spells can allow a 
per to affect the wer of black magic. 

jump into any crea
d roam through your 
person perspective. 
map quickly. 

s, you can create 
eature you can 
erating smoothly 

orm at twice 

f the speed mon-
ates all of your 

(Aggressive, Defensive, Construction, and 
Move Only), which can take over various 
time-intensive duties. This leaves players 
free to concentrate on creature control or 
dungeon design. 

Graphically, the game is very attrac
tive, making good use of Bullfrog's trade
mark organic look in its 3D environ
ments. But unless you have a fast 
Pentium, you'll want to stick to the low 
resolution mode; the high-res (640x480) is 
too sluggish and choppy to be playable 
on less than 166MHz machine. 

As a single-player game, Dungeon 
Keeper's staggering amount of detail and 
variety makes it an exciting change from 
the norm, but as a multi-player game the 
sheer weight of the gameplay makes for 
extremely lengthy battles. Supporting 
two-player modem-to-modem (14.4K or 
faster) and four players on IPX networks 
(no built-in Internet support), the multi
player missions are immense, and with 
cautious players on either end, you can 
expect to spend hours playing out a sin
gle battle. 

Still, DK is undeniably addictive and 
fun. It's humorous, dark, and skillfully 
done. Though there have been many 
attempts to describe Dungeon Keeper's 

Makes sick monsters feel better. 

Causes a temporary collapse in the 
specified area, forcing enemy creatures 

to retreat. 

Cast on an enemy creature heading back 
to join its comrades. The infected crea

ture will inadvertently spread an infectious and 
deadly virus among an entire keep. 

his spell Ira 
le 

Allows you to remove fortification from your 
enemy's walls to allow tunneling. 

brand of real -time strategy with pat com
parisons, one look at the final product 
reveals a lot more depth than would com
fortably fit in a "SimCity meets WarCraft" 
comparison. The game design is very 
complex in comparison to most real-time 
strategy games, but it's flawlessly exe
cuted and easy to handle, with so many 
subtle tricks and surprises hidden 
beneath the surface that it would take 
several passes through the game to dis
cover them all. It is another wickedly 
addictive real-time strategy game, but it's 
not like any you've played before. 

-Todd Vaughn 

PC GAMER September 1997 , 
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REVIEWS 

rand 
I Category: Sports 

I Developer: Burst Studios 

Publisher: Virgin Interactive, 18061 Fitch 
Avenue, Irvine, CA 92714 
(800) 847-4607 

Required We Recommend 

Windows 95; Quad
speed CD-ROM 

drive; 16MB RAM; 
1 MB video RAM 

Pentium 133 or bet
ter; 30 accelerator; 

4MB video RAM; 
100MB free hard

drive space 

ow that the latest batch of 
baseball games for the PC 
has arrived, Virgin's Grand 
Slam attempts to knock one 
out of the park with Triple 
Play-style action and big 
league presentation, and 
though the graphics, anima
tion, and sound are quite 
good, the game still can't 
drive it back to the wall. 

Grand Slam is purely 
for arcade fun, with no stat 
management to speak of, no 

simulation options, and few innova
tions. But a few neat ideas have some
how managed to sneak their way in that 
give it a fighting chance. 

Grand Slam offers league play 
where you can set up entire seasonal 
schedules for a 13, 52, or 162 game sea
son. There's also a quick-play style 
match-up that allows you to select any 
two teams to go head-to-head. There's 
no network or Internet option, so 
you're limited to two players, which 
means you should have at least one 
gamepad for this mode of play. For 
dirt-simple arcade action, Grand Slam 
offers a home run hitting contest -

The batting meter lets you better control your swing, 
but if you find it too difficult, you can change the skill 
setting to turn it off. 
'---------------··················· 

-----------------------••·········· In the face of major league competition, 

Grand Slam has all the awkwardness of a 

minor league rookie. 

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

The pitching meter is in the top right corner. If you don't nail it just right, you could throw a better 
pitch than you plan, or more likely, it'll be a disaster. 
'-----------------------------······"···"""' 

called the Tater Tourney - that allows 
up to eight players to take turns knock
ing 'em out of the park. 

But the nicest thing about Grand 
Slam is the control meters that are used 
when pitching or batting. Similar to 
those in most PC golf games, these 
meters allow you to plan your pitches 
and swings more accurately. After 
selecting a pitch or batting style and 
location, you set the meter gauge in 
action to first determine strength. As 
the meter pulls back, you then try to 
land the meter for accuracy. This does 
offer a unique range of control, but it 
also forces a greater degree of quick 
and accurate button-pushing to get the 
exact pitch or swing you're hoping for. 
The control is always on during pitch
ing but when batting, you can go to a 
lower skill level and bat the traditional 
way without the meter. 

The rest of Grand Slam pretty 
much reads like any other sports game 
on the market. The digitized batters and 
pitchers are great, as is the sound and 
on a fast enough system it is very 
smooth, but it doesn't quite match the 
spectacle of Triple Play ' s constant aural 
and visual barrage. If you don't have a 
high-end system, you can set the game 
for a fixed camera angle to help 





REVIEWS 

Hick 
I Category: Sports 

I Developer: Anco 

Publisher: Maxis, 2121 N. Cal iforn ia Blvd., 
Walnut Creek, CA 94596 
(800) 33-MAXIS 

-- - - ---------

Required We Recommend 
Double-speed 
CD-ROM drive; 

486/66; 8MB RAM; 
50MB free hard

drive space 

Ou ad-speed 
CD -ROM drive; 
Pentium 120; 
16MB RAM 

ou may not know it, but the 
soccer sim genre owes a 
tremendous debt to the Kick 
Off series. Debuting on the 
now defunct Atari ST way 
back in 1988, Anco's humble 
Little scrolling arcade game 
changed the face of computer 
soccer with a fast and instinc
tive play style, unassuming 
graphics, and innovative con
trol. Indeed, it was the first 
soccer game ever to use the 
idea of "aftertouch " - the 

ability to curve or bend the path of the 
ball in flight by continuing to make con
trol adjustments after it had been kicked. 

The game was a huge success, as 
was the sequel, Kick Off II. Problem is, 

-----------------------••········ ·· 
Maxis' entry into the soccer market isn't 

going to give the FIFA series much to 

worry about. 
.... .................... ___________________ _ 

the series had pretty much run out of 
steam by that point, but that didn't put 
off the publisher. Anco, a company that 
had never had a big h.it before and was 
determined not to let th.is one slip 
through its fingers, milked the Kick Off 
name for all it was worth with countless 
subsequent incarnations, each inevitably 
weaker and more creatively bankrupt 
than the last. Nine years later, they' re 
still pumping 'em out, now under the 
Maxis Sports label. 

Kick Off 97 is the antithesis of 
everything that made the orig inal 16-bit 
versions such stand-outs. Simple, func
tional graphics and instinctive, fluid 
controls were Kick Off's classic hall
marks, but Kick Off97 instead tries to 
dazzle us with 3D graphics, multiple 
camera angles, multimedia fluff ... every
thing except the smart control and 
intense gameplay that Kick Off games 
used to represent. 

Of course, the impressive-looking 
close-up 3D views on the back of the 
game box aren't much use during play, 
but the game does at least give you some 
useful straightfo rward views to choose 
from - as always, the best is a slig htly 
elevated side-on perspective like the one 
used for TV coverage. 

The control is the standard arcade 
set-up, using two 
buttons fo r shooting 
or passing on 
offense, and for 
varying types of 
tackle on defense. 
Fancier moves can 
be pulled off using a 
combination of the 
same bas ic controls, 
with some context 
sensitivity - for 
example, if you're 
on part of the field 
known as the "cross 
in zone," a pass will 
play the ball into the 
penalty area, while 
headers, overhead 
kicks, and volleys 
can all be played if 
you're in the right 
position relative to 
the ball . It's simple 
enough to learn 
and, for the most 
part, it works. 

The problems 

This lengthwise view looks pretty, but it's a 
major disadvantage for the team playing "into" 
the screen, since they can't see the goal. ~----------................ .. 

gishness, running and tackling in an 
almost dreamlike state. It's frustrating 
and slows the game down horribly -
the only solution is to switch to VGA 
mode, which is grossly pixelicious. 
Secondly, the AI sucks . None of the tac
tics employed in real soccer seem to 
work here, resulting in constant streams 
of utterly unrealistic plays, particularly 
when the defense has once again fa iled 
to do its job and left the two opposition 
strikers completely unmarked. Then it's 
up to the goalkeeper to save your neck, 
but unfortunately he suffers from soccer
sim goalie syndrome - he's got virtually 
no common sense whatsoever. He' ll 
make a spectacular dive w hen it's least 
called for, refuse to come off his line 
even though he should, fumble the ball, 
fa ll over ... it's quite pathetic, really. 

On the plus side, there are plenty of 
options, and it's exceedingly easy to get 
into - but then it's exceedingly easy to 
get tired of, too. If there were no other 
soccer games worthy of attention, this 
would just about pass muster, but with 
FIFA 97 already available and FIFA Road 
To World Cup 98 on the way, there's 
really no reason to waste your time or 
money on this lackluster effort. 

- Gary Whitta 

This view, similar to that of the original Kick Off, gives a decent view of the field, :~e ~ofold - firSt, 
but the action is still too slow. e P ayers move ..__ ___________ ___________ .................. with an awful slug-
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Power Fl 
\ Category: Sports 

\ Developer: Eidos Interactive 

Publisher: Eidos Interactive, 303 Sacramento 
St, San Francisco, CA 94111 
(415) 616-2022 

Required We Recommend I 
Double-speed CD

ROM drive; 486; 
8MB RAM; Super 
VGA video card 

Pentium 90; 
Supported sound 
card; Joystick or 

driving wheel 

hese are fast times for com
puter racers . A full field of 
quality games gives players a 
chance to drive everything 
from go-karts to off-road 
monsters . The new hot game 
in town, Power F1 from 
Eidos Interactive, tackles the 
world of Formula One rac
ing, and if it weren't for a few 
control glitches and demand
ing hardware requirements, 
it could've been a rarity, serv
ing up a satisfying blend of 

arcade fun mixed with real-world details. 
Before you get your hopes up, 

Power F1 doesn't claim to be an all
encompassing racing simulation. The 
emphasis is on action; it says so right on 
the box. While it stresses arcade action, 
Power F1 offers up a host of features 
you'd find in the best sims - including 
real Formula One tracks and drivers -
that add volumes to the arcade action. 
The tracks - all 17 circuits from the 1995 
season - are beautifully rendered in 
Power F1 without 3D hardware accelera
tion. On high-end machines, the lack of 
an accelerator isn't even an issue; the 
game is smooth and playable with glori
ous graphics. But if you' re running a 

Power Ff bills itself as an arcade racing game, but 
you'll find the real circuits, drivers, and sponsors 
from the 1995 Formula One season. 
'----------------··················· 

-------------------------••·········· 
The promise of a fast arcade screamer 

comes up a bit short in Eidos' Povver Ff, but 

with a little work. you may find it a winner. 

low- to mid-level 
Pentium, be warned: 
Power F1 bogs down on 
anything less than a 
Pentium 133. Worse 
still, there are precious 
few options for graphic 
detail; you can switch to 
low-res, but you can't 
turn off separate graph
ics components to get a 
faster frame rate. 

In the area of con
trol, Eidos claims ease 
of use as a strong point, 
and Power F1 tries to 
deliver by offering 
steering and braking 
aids to get you familiar
ized with these 200mph 
screamers. 
Unfortunately, the 
soggy control setup just 
doesn't cut it on the track. Out of the 
box, the controls have a fairly wide 
dead-zone, forcing you to make exagger
ated movements with a joystick or steer
ing wheel and completely robbing the 
cars of their knife-edge feel. Eidos has 
since issued a patch that clears up this 
problem and allows drivers to fine-tune 
the dead-zone to their liking, but for 
those who've already p layed and 
returned the game due to sloppy con
trols, it's too little too late. But if you 
have access to the patch and have the 
hardware to run the game the way it's 
supposed to be played, Power F1 man
ages to mix realistic visuals with flat-out 
driving to excellent effect. 

Car damage is tracked with a points 
system. Smashing the nose of your car 
into the wall at 150 mph won't ruin your 
day, but a two or three more front-end 
impacts will force you into the pits for 
repairs. On the sim side, Power F1 lets 
you turn a few wrenches to tweak your 
car's performance. You can adjust wings, 
brakes, and gears, then save the setup. 

Power F1 offers two-player modem 
p lay, and as many as eight can play over 
a network. In addition, you can compete 
against another racer using a split 
screen, a throwback to the early days of 
arcade racing. The split screen sounds 
like an easy way to share some racing 
thrills with a friend, but most gamers 
will find it awkward and confusing. With 
a big-screen monitor, however, it just 
might be crazy enough to work. 

For players who hung up their hel
met in frustration after yet another 
crash in more difficult racing sims, 

The emphasis is on fun, but that doesn't 
mean the driving is easy. Steering and brak
ing aids, however, help rookies quickly 
climb the learning curve. 
~-----------·················· 

Power F1 can offer a fast and friendly 
dose of racing action - provided you 
can download the joystick patch. But if 
you're unable to download the patch or 
don't have the system to run the game 
to its full potential, Power F1 probably 
won't come up to speed. 

- Lee Buchanan 





REVIEWS 

X-Men: Children o the Rtom 
I Category: Fighting 

I Developer: Capcom 

Publisher: Acclaim, One Acclaim Plaza, 
Glen Cove, NY 11542-2777 
(516) 759-7800 

Required We Recommend 
Double-speed 
CD-ROM drive; 

486/66; 8MB RAM 

16MB RAM; 
Supported sound 
card; Gravis GrlP 

hen it comes to the comic 
book genre, few can sur
pass the brilliance of Stan 
Lee's uncanny X-Men. 
This dysfunctional crew of 
mutants, banded together 
under the omnipotent vis
age of Professor X, cap
tured the hearts of mil
lions with their unique, 
conflicting personalities 
and frequent real-life 
moral dilemmas. Their 
popularity has made them 

a part of Japanese culture, and an explo
sive X-Men fighting game emerged from 
Capcom, the monolithic company respon
sible for the scores of Street Fighter titles. 
Now X-Men: Children of the Atom has 
returned to American shores - but have 
the cross-cultural differences had any 
effect on gameplay? 

In a nutshell, X-Men is your stan
dard one-on-one fighting game. 
Animated characters advance and retreat 
against a scrolling 2D background, exe
cuting the standard selection of punches, 

------------------------••·········· Get ready to slip into some spandex and 

administer an ass-whuppin' to those 

unruly mutant heroes. 

kicks, and special moves in a fight to the 
death (best two of three, of course). And 
even though this is the same recipe used 
for a tiresome parade of Mortal Kombat 
clones, X-Men manages to perform with 
true style, setting it apart from the pack. 

Ten of your favorite battle-ready 
mutants are selectable, including the 
rugged Wolverine, the prim-and-proper 
Cyclops, and the bouncy ninja Psylocke. 
You'll also be able to pick from the 
darker side of the mutated gene pool 
with super-villains like Omega Red and 
the Silver Samurai. All of the characters 
have been brought to life with silky
smooth, Japanese-style animation, and a 
plethora of spectacular special moves -
Wolverine's Berserker Barrage sends 
him corkscrewing across the screen, and 
Iceman's Avalanche brings down a two
ton ball of snow on his opponent's head. 
Easily-executed super-jumps allow your 
character to soar into the sky, where you 
can unleash crippling attacks onto 
ground-based foes. 

Capcom's fighting games have been 
renowned for their fair and balanced 
characters, and X-Men is no exception. 
Each character has his or her own 
strengths and weaknesses - though the 
two-story-high Sentinel is one of the 
most powerful characters in the game, 
the agile Storm has no problems in zip
ping around his massive frame and sock
ing him in between his attacks. Unleash 
enough special moves, and you'll unlock 
the deadly Super Combo - a marvelous 
maneuver that wallops the stuffing out of 
your opponent in one fell swoop. X-Men 
has more of a frantic button-mashing 

pace than the comparatively 
chesslike Street Fighter games, 
meaning that a new player can 
start doing some major damage 
after a few rounds. 

X-Men also contains some 
of the zaniest backgrounds ever 
seen, making it a game that's 
almost as much fun to sit back 
and watch as it is to play. 
Colorful, animated touches 
abound- Wolverine's 'Lost 
World' stage contains herds of 
dinosaurs chasing each other in 
the background, and Colossus' 
stage has breakaway concrete 
floors that will drop you several 
stories onto a moving barge. 

Unfortunately, a few irritat
ing deficiencies keep X-Men 

The name is Freeze. Remember it well - for it 
is the chilling sound of your ... er, wrong game. 

help matters because you can't use your 
Microsoft Sidewinder as a six-button joy
pad. Instead, you'll get best results with a 
Gravis GrIP or Capcom's own PC Fighter 
6 pad (packed in with Super Street Fighter 
II Turbo, which can be found for a rea
sonable fifteen bucks in the local bargain 
bin). The game also runs in an obscure 
graphics resolution, which makes the 
resulting visuals look halfway-pixelated. 

X-Men is essentially a straight
from-arcade port - and therefore lacks 
most of the special trimmings that pep
per home versions, such as tournament 
or team battle modes. The user-hostile 
arcade setup screen may have a few 
folks guessing, especially with the lack of 
detail in the skimpy manual. On the plus 
side, the DOS support allows you to play 
it on older, non-Win95 machines - X
Men is one of the few recent releases 
that actually runs acceptably on a 486166. 

With great-looking art and frantic 
gameplay, this is one solid title that any 
PC fighting game fan should pick up in a 
jiffy. Though X-Men isn't exactly the next 
generation of PC fighting games, fans of 
the comic book - along with anyone 
who enjoys a hyperactive beat-em-up -
will find plenty to like. 

- Colin Williamson 

■ Snickety-snick! Wolverine prepares for his deadly Berserker Barrage. !]'t'om 
O
reOal!Sybshirund. g. Tdhetfadct tha,tt 

7L. -------------------...... .... ......... 1 s a ase pro uc oesn 
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REVIEWS 

Soldier Bo~z 
\ Category: Arcade 

\ Developer: MPCA Interactive 

Publisher: DreamCatcher Interactive, 265 
Rimrock Road, Toronto, Ontario, 
Canada M3J 3C6 (888) 611 -9999 

Required We Recommend 
Double-speed 
CD-ROM drive; 

486/66; 12MB RAM; 
DOS 6.0; Mouse 

Pentium; Supported 
sound card 

ny arcade-goer will fondly remi
nisce about the titles from 
American Laser Games. Though 
M ad Dog McCree and Who Shot 
Johnny Rock? weren't exactly 
the pinnacle of arcade entertain
ment, they were full of flashy 
glitz, schlocky acting, gratuitous 
explosions, and other little 

touches that kept you at it - at least 
until Virtua Cop made its appearance, 
eclipsing every other light gun game 
out there. But the full-motion video 
shooter game isn't quite dead yet -
heavens, no. When you have games Like 

-----------------------••········· With this new full-motion-video shooting 

extravaganza, you can mow down people 

in ••photo-realistic gory detair•! Or not. 
........................ ___________________ _ 
Soldier Boyz taking up shelf 
space, it just goes to show that 
some bad genres are harder to 
kill off than Rasputin himself. 

The President's daughter 
has been shot down over 
Vietnam, and a nasty terrorist 
with a ridiculous accent and a 
bad hairdo is going to murder 
her unless we Capitalist Pigs 
give in to his sick and twisted 
demands. Instead of deploying 
an elite strike team of Navy 
SEALS to take care of things, 
the President goes to a youth 
correction facility, recruits a 
strike team of six psychotic nut

Bring me a cheeseburger or your friend gets it! Vinh Moc 
is a very bad man. 
~-------- ------··················· 

cases, gives them the trademarked Cool 
Weapons of Destruction, and airdrops 
them into a jungle. See? Government 
spending cutbacks do work! 

If the odd plot hasn' t turned you 
off yet, the shallow gameplay certainly 
will. Most of the game entails creeping 
around in jungles and having screaming 

bad guys jump out at you. Either you 
ventilate them with your weapon of 
choice, or they hit you and you lose a 
bar of health. Simple, right? The pro
grammers must've thought so because 
the resulting mouse control is atro
ciously jumpy and ultimately uncontrol
lable. Not only that, but everything 



looks like it 's been filmed in Pixel-rama, 
w ith hideously grainy video. Fortu
naLely, Lhis is a n adap LaLion or the origi
nal Soldier Boyz movie, so at least you ' ll 
be treated to some decent pyrotechnics. 

To break up the tedium, there are a 
few quasi -interactive exploration 
sequences, including an intense walk 
across a mine fie ld. You' ll have to make 
the decision to go left or right six times. 
Pick the wrong direction, and your guy 
steps on a mine, screams like a baby, 
and ends up in several pieces, forcing 
you to restart the whole affair. The clues 
to get through are supposedly hidden 
somewhere in the game, but with 
Soldier Boyz' chaotic pacing, they' re 
eas ily overlooked - or totally skipped . 

As if the gameplay itself wasn't 

Play "The Shell Game" with this elderly 
lady, and you'll be able to meet some of her 
"working girls." 

1-------------······ ····· ··· ·· ·· 

EH 

)11,TTALION~ 

THEHIN&. YOU AIE THE 
L 10F' 1\'0UH ow AH ,Y! 

Magic brings divergent 
groups together in the 
spirit of compet-ition. 

Group hug everybody! 

Vinh Moc misses his target and accidentally 
shoots down a plane of Hare Krishnas instead. 
~-----------·················· 

repulsive enough, there's some really 
disturbing stuff in here. For starters, 
each of the actors has been su ited up 
with more exploding squibs than 
Bonnie, Clyde, and Sonny Corleone put 
together. The Soldier Boyz web site 
seems proud of th is, reminding you that 
"If you' re good enough, you could mow 
down over 240 opponents in photo-real
istic gory detail!" Great. 

You ' ll a lso have to search a 
Vietnamese town for clues - and the 
first stop on your list is a, er, house of 
ill-repute. Things start to get interesting 
when you have to play a round of the 
Shell Game with the bordello owner in 
order to win a condom. If you get it 
right (a tri cky task indeed, thanks to the 
grainy video quality), you ' re instructed 
to "wear it in good health," and you 
proceed to interact with five prostitutes. 
One of them pulls a gun on you - and 
instead of smacking it away and telling 

Transla t ed in nine l anguages, Magic 
affords you the oppor t unity to des t roy 

someone i n six continent s . 

REVIEWS 

her to run ho me Lo momma, you ' re 
fo rced lo shoot her in cold blood. 
Whee. Are we having fun yet? 

It seems that the progra mmers 
knew the game was an uncontrollable, 
unplayable mess, so the manual li sts the 
command line parameters fo r cheating . 
And of course, anyone str iving for 
staunch rea li sm may find oldier Boyz' 
authentic violence refreshing, though 
the smart armchair commando will take 
my advice: wa it until Soldier Boyz is on 
HBO, then shoot ru bber bands at the 
TV and get your little brother to hit 
ketchup packets with a hammer for 
extra realism. Yo u may not have any 
more fun than you would with this 
game, but you' ll have saved thirty 
bucks, at least. 

- olin Williamson 
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I Developer: Psygnosis 

Publisher: Psygnosis, 919 E. Hillsdale 
Blvd., Foster City, CA 94404 
(415) 655-5683 

An accelerated port of the ultra-hip racer 

blasts onto the PC in a visual explosion that 

surpasses the original console version. 
.. ...................... ____________________ _ 

' Required We Recommend 
Windows 95; 

Double speed CD
ROM drive; 

Pentium 133; 16MB 
RAM; Direct3D 

compatible video 
accelerator 

Pentium 166; 3Dfx 
Voodoo-based 30 
graphics accelera
tor card; Supported 
sound card; Joypad 

While the original 
Wipeout's chunk-a-licious 
VGA graphics couldn't hold 
a candle to the Playstation 
port, Wipeout XL uses the 
new breed of 3D accelerators 
to produce one of the best
looking arcade racers on the 
PC. While all of the major 3D 
chipsets are supported, your 

~--------~-------~ safest bet would be a 3Dfx or 

p until recently, PC owners 
have been getting enjoyable 
yet slightly inferior ports of 
32-bit console games. As 
solid as our Pentium-based 
versions looked, it was irri
tating to be graphically out
performed by an idiot-proof 
$150 black box. But with 
console technology at a 
standstill, and hot 3D tech
nology like the 3Dfx Voodoo 
chipset blasting into the 
mass market, ports of next

generation console titles are starting to 
make fewer and fewer compromises. 
While the original Wipeout was 
knocked down a few rungs for shoddy 
graphics and a dragging frame rate in 
its PC incarnation, the sequel has visu
als that manage to surpass the Sony 
Playstation version - provided you 
have the right hardware. 

Ninety-seven years after the events 
of the original Wipeout, improvements on 
Anti-Gravity Ballistic Racing technology 
have enabled sleeker and more maneu
verable hovercrafts. You know the driU 
blast down futuristic raceways, hit speed
up icons, pick up different weapons, and 
lay waste to whoever might stand in your 
way. Even though we've seen the formula 
a million times before, Wipeout XL is as 
good as it gets for hover-racing mayhem. 

The Canadian industrial complex is one of 
the easiest tracks, with a wide driving sur
face and gentle turns. ~----------................ .. 

Rendition card - older chipsets 
such as the ViRGE may choke on 
the intense graphics. With au the 
graphic effects turned on, 
Wipeout XL is a sight to behold, 
with transparent vapor trails 
spewing from the sterns of 
opposing ships, subtle colored 
light-source shading, and bilin
ear filtering that makes everything look 
smoother than Tony Bennett in the wee 
smaU hours. The only downside to this is 
that folks without a 3D card have been 
abandoned, since there's no support for a 
software-only rendering mode. 

Wipeout XL also delivers plenty of 
satisfying, destructive mayhem. In the 
original game, tossing a missile down 
your opponent's tailpipe would barely 
slow 'em down enough so that you could 
squeeze by. This time around, all of the 
vehicles sustain damage, and, with some 
perseverance, explode spectacularly. The 
selection of weapons ranges from prox
imity mines to track-shredding earth
quake bombs, and doesn't require the 
pin-point targeting of the original 
Wipeout. If your energy is running low, 
just fly through one of the pit stops and 
you'll be back in one piece - or, you can 
turn the weapons off altogether, if you 
prefer more pure racing. 

The issue of difficulty has also been 
addressed in this sequel. Control is made 
easier by using a joypad with trigger
finger 'shoulder buttons,' which facilitate 
the left-right airbraking required to take 
those tight turns. 

A few small problems keep Wipeout 
XL from really cleaning up. There's a bla
tant lack of network play, or even a two
player mode, so the only person you11 be 
competing against is yourself (although 
Psygnosis does promise that a future 
patch will add multi-player capabilities). 
Also, whenever you quit, the sound vol
ume in the control panel is reset to zero, 
so you're forced to change it back after 
every time you play. Some licensing sna
fus mean that the original thumping 
European techno soundtrack is history, 
and you're stuck with nine comparatively 

Blasting through German industrial parks 
while rocking to techno music is par for the 
course in Wipeout XL ~----------................ .. 

stale audio tracks from Psygnosis' in
house group, Cold Storage. Finally, 
Microsoft's Direct3D rears its ugly head, 
and a few graphical anomalies pop up 
here and there (including shadows that 
are uniformly gray, no matter what type 
of lighting you're under). 

Wipeout XL's rollercoaster pacing 
and raw sense of speed make it a supe
rior game to the other futuristic racers 
out there. If you're a racing fan with an 
up-to-date 3D card, Wipeout XL is a must. 

- Colin Williamson 

~ GAMER FINAL VERDICT 

Graphic
ally stunning; excel
lent control . 

No 
Internet or multi EH 
player play (although it's promised in a future 
patch); requires a 3D card; limited replay value . 

An adrenaline-soaked show
case of PC polygon-pushing prowess. 

PC GAMER September 1997 , 
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REVIEWS 

I Hun er Hi er 
I Category: Simulation 

I Developer: Jane's Combat Simulations 

Publisher: Jane's Combat Sims, 1450 
Fashion Island Blvd., San 
Mateo, CA 94404 (415) 571-7171 

Required We Recommend 
Win95; Pentium 90; 
4x CD-ROM drive; 
16MB RAM; 12MB 

HD space; 1 MB 
local-bus SVGA; 

DirectX-compatible 
sound card; Mouse 

Pentium 166; 6x CD
ROM drive; 32MB 
RAM; 95MB HD 
space; LAN, 14.4K 
modem, or 28.8K 
Internet access for 
multi-play 

hether or not 688(1) 
Hunter/Killer is your kind 
of game depends on how 
much you like simulations 
that give you screen after 
screen of gadgets to play 
with: displays, gauges, 
knobs, buttons - all of 
those fiddly bits. 

It also depends on 
how you feel about sub
marine sims in general. If 
you like the idea of 
spending hours of game

time searching for a target, identifying it, 
and gradually weaving a tangle of sensor 
data into a perfect firing solution, you' ll 
be in sim heaven with 688(1). If that 
sounds only slightly more entertaining to 
you than sticking tacks in your eyes, 
you'll want to give this one a miss. 
Personally, I love it. 

688(1) simulates more systems in 
more detail than any submarine sim to 

-----------------------••·········· 68B(IJ is an excellent simulation of modern 

attack submarine operations - but it's 

definitely not for everyone. 

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

"Flood tubes two and four! Open outer doors!" All that great. Hunt for Red October-type stuff is 
done at the Launcher Control Panel. 
'--------- ---------------------·················· 

date. For example, here's how complex a 
single sub-vs.-sub engagement can be: 

• As the mission begins, you take 
the sub to periscope depth and raise 
the radio antenna to get your latest 
orders. Your commander tells you 
there's a renegade attack sub threaten
ing shipping in your area and gives you 
its last location. 

• You check the sound speed profile 
display and see there's a thermal layer at 
215 feet - a point where the water tem
perature changes, distorting sound and 
making your sonar unreliable. The 
enemy sub is probably hlding beneath 
that layer, so you set a depth of 350 feet, 
then head for the area where the enemy 
was last seen. 

• As you near the area, you pick up 
a contact on your broadband sonar . It's 
some kind of shlp or submarine, but all 



r--...,..-..,.,.=------,,,...,=--::=,,,...--....,=- Victor II is moving along at 

The Target Motion Analysis screen is where you track the 
enemy and develop a firing solution for your torpedoes and 
Harpoon missiles. 

about eight knots, so you enter 
its speed into the 1MA and lock 
it in. Your sonar gives you its 
bearing, and now you've got its 
speed, so all you need are its 
range and heading. 

• You'll have better luck if 
you can get information on the 
Victor II from two sensors. You 
turn away from the target a bit 
so your towed sonar array can 
pick it up. Pretty soon, you've 
got a new contact on the Victor 
II, which you classify as S2. 
Going back to the TMA, you 
merge S2 with St, creating M1 
- the same Victor II, but with 
bearing information coming in 
from multiple sources. 

• By now, the 1MA has 
,._ _______________ ··················· drawn several lines represent-

you know for now is that it's somewhere 
northeast of you. You enter it as a new 
sonar contact, S1 . But before you can 
attack it, you've got to know if it's really 
your target. 

• Switching to the narrowband 
sonar, you compare the noises S1 is 
making against a database of sound sig
natures in your boat's computer. Sure 
enough, it matches the profile for a 
Victor II attack sub. Can you shoot it 
now? Not unless you want to miss; you 
still don't know how far away it is, how 
fast it's moving, or where it's headed. So 
you enter it into your Target Motion 
Analysis system (TMA), then switch over 
to your DEMON sonar display. 

• The DEMON takes the sound 
made by a target and divides it into dis
tinct parts. The frequency of the target's 
propeller tells you how fast it's going. The 

ing changes in the Victor II's bearing 
over time. By lining up an on-screen 
"ruler" with those lines, you can get a 
pretty good idea of the target's heading 
and range. You'll never know exactly 
where that enemy sub is; the idea is to 
set up a firing solution that'll put your 
torpedo close enough to the Victor II that 
it can find the target with its own active 
sonar. It takes a lot of practice. 

• Now it's time to attack. You pass 
the firing solution to the torpedo in tube 
3 and give the order to flood the tube. 
When the Victor II is in range, you open 
the tube's outer doors and let go with the 
torpedo. If you did everything else right, 
you'll be rewarded with an explosion on 
the Victor II's bearing, signifying a hit. 

Whew. And all that's just for one 
submarine. The situation becomes con
siderably more complex when you' re 

gunning for an enemy ballistic missile 
sub, and your orders tell you not to 
engage the two attack subs escorting it. 
And we haven't even covered your 
boat's radar, ECM mast, and periscope 
- useful for engaging surface ships -
or the use of Harpoon anti-ship missiles, 
Tomahawk cruise missiles, submarine
launched mobile mines, or counter
measures. Get the picture? 

The game lets you hand some of the 
more complicated tasks to computer
controlled crew members, but that 
makes the game too easy and leaves the 
player with little to do but watch, wait, 
and push the right buttons at the right 
time. The real fun lies in handling every
thing yourself, gradually turning a bear
ing-only contact into a solid firing solu
tion, all while avoiding detection. 

688(1) is a very complex sirn with a 
very steep learning curve. Gamers who 
don't have the patience to read a hefty 
manual and work through a couple of 
detailed tutorials are sure to be put off -
but the manual and tutorials are very 
well done, and a little investment in time 
will pay major dividends. 

rikes on land-based 
st four waypoints for 
plotting a course that 
my air defenses. 
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Best Hardware. Best Software. 
Dominate the 30 universe with Voodoo acceleration. 3Dfx Interactive 

delivers the fastest-amazingly fluid 3D ever. The eye-searing graphics and 
killer special effects in your game arsenal will now run at blazing speed. 

"Reigning Champion" - boot/ July 1997 

Boards packing Voodoo: Diamond Monster 30, Guillemot Gamer 30, 
Hercules Stingray 128/30, Intergraph Intense 30 Voodoo, Orchid 

Righteous 30, RealVision Flash 30, Techworks Power3D and more. 

Hardware Achievement of the Year - Computer Gaming World 
1997 Premier Awards "For overall no-holds-barred blistering 30 

performance ... - Diamond's Monster 30 and Orchid's Righteous 30." 

Combining exceptional software development with 
awesome Voodoo acceleration for an unmatchable, 
jaw-dropping experience: 

Electronic Arts, Activision, Sierra On Line, Interplay Productions, 
GT Interactive, Eidos Interactive, Psygnosis, Acclaim Entertainment, 
Lucas Arts, Microsoft Games, Virgin Interactive Entertainment, 
Microprose, Sega Entertainment, SegaSoft, Interactive Magic, 
Westwood Studios, Playmates Interactive Entertainment, Hasbro 
Interactive, MGM Interactive, Midway Games, Atari Games, UbiSoft, 
Gremlin Interactive, Bethesda Softworks, Criterion Studios, Mindscape, 
Accolade, Crystal Dynamics, Fox Interactive, Red Storm and more. 

Look for the 3Dfx Interactive logo and see for yourself. 
Copyright © 1997 3Dfx Interactive, Inc. The 3Dfx Interactive logo and Voodoo Graphics are trademarks of 3Dfx Interactive, Inc. Images courtesy of Eidos, Activision, and id software, Lucas Arts, Interplay Productions, Epic 
software. Starfleet Academy images are trademarks of Interplay Productions © 1997 Interplay Productions. MotoRacer and Longbow 2 images are trademarks of Electronic Arts © 1997 Electronic Arts. G-Police images are 
Interactive. Turok images are trademarks of Acclaim Entertainment © 1997 Acclaim Entertainment. Heavy Gear™ © 1997 Dream Pod 9, Inc. and Target Games, AB. Based on the Heavy Gear™ Universe created and owned by 



Get Voodoo. 

MegaGames, Psygnosis, Electronic Arts, Fox Interactive, and Acclaim Entertainment. Tomb Raider, Lara Croft and her likeness are trademarks of © 1997 Eidos. Quake 2 images are trademarks of id software © 1997 id 
trademarks of Psygnosis © 1997 Psygnosis. Jedi Knight: Dark Forces images are trademarks of Lucas Arts Entertainment © 1997 Lucas Arts Entertainment. Croc images are trademarks of Fox Interactive © 1997 Fox 
Dream Pod 9, Inc. Activision is a registered trademark of Activision Inc.© 1997 Activision. All rights reserved . All other trademarks and trade names are the properties of their respective owners. www.3dfx.com 
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cs a 1ca 
I Category: Action/Adventure 

I Developer: Andrew Spencer Studios 

Publisher: Psygnosis 919 E. Hillsdale 
Blvd., Foster City, CA 94404 
(415) 655-5683 

Required We Recommend 
Double-speed CD

ROM drive; 
Pentium; 16MB 

RAM; 40MB hard
drive space; Mouse 

Windows 95; Super 
VGA; Supported 

sound card 

little more than two years 
ago, a little-known and 
sorely overlooked title called 
Ecstatica slipped into the PC 
Gamer offices. Once we'd 
had our first taste of its 
wildly inventive brand of 
action and adventure, all 
work ceased in the days that 
followed. Following closely 
on the heels of Alone in the 
Dark, Ecstatica used a simi
lar third-person perspective 
and an unusual mix of 

humor, artistic style, and technology to 
create something truly special. But 
through no fault of its own, Ecstatica 

PC GAMER September 1997 

-----------------------••·········· The sequel to an unusual medieval adventure 

goes into swashbuckling mode, but the char

acter and charm of the original is diminished. 
........................ ___________________ _ 

ovide you with valuable directions. 

failed to reach the masses. 
Thankfully, Ecstatica II returns 

with many of the original's trade
mark qualities and may introduce 
gamers to its strange delights with 
a new adventure that puts the 
emphasis on combat and explo
ration. But in many ways, it fails to 
captivate as completely as the origi
nal, sacrificing the dark humor and 
bizarre situations that were so invit
ing the first time around. 

In the original game, you 
played a hero (male or female) who 
was unceremoniously recruited to 
save a small village that had been 
ravaged by witchcraft gone awry. Expect to face mobs of randomly generated creatures 

during your sojourn behind castle walls. You battled against werewolves, 
maniacal piglets, and crazed vil '--------------- .................. . 
lagers in an attempt to destroy the 
source of evil. In the sequel, our hero 
(this time male-only) has fled the town 
with a beautiful princess, only to be 
preyed upon by dark forces once again. 
Stuck behind forbidding castle walls 
with no way to escape, it's up to the 
hero to fight through waves of goblins, 
ghouls, and ghosts in order to save 
himself and his fair maiden. 

From here you'll embark on a jour
ney of exploration, combat, and a fair 
amount of puzzling as you work your 

way through massive castles, elaborate 
dungeons, and deadly fo rests in an 
attempt to win back your love and flee 
the castle grounds. 

As you enter the game, you'll 
notice it doesn't look like anything 
you've seen before, and with good rea
son. Created entirely from ellipsoids 
(round shapes) rather than polygons, 
the unique design of the game allows 
the artists and animators to create car
toonish characters of seemingly endless 
variety. These creatures and animations 



., Twisted scenes like this one lie around every corner in Ecstatica // .... .. . 

are expertly matched by extremely 
detailed backgrounds that comprise the 
game's massive landscape. 

. . 

REVIEWS 

The game is played in a similar 
fashion to Alone in the Dark, where 
fixed perspectives reveal portions of the 
game world with dramatic effect. For 
example, as you climb the crumbling 
steps of a massive tower, the camera 
will shift into a view that shows just 
how far you have to fall. While these 
fixed perspectives have proven trouble
some at times in other games, in 
Ecstatica II each angle appears to have 
been carefully chosen to reveal as much 
of the game world as possible without 
making it unplayable. During outdoor 
exploration, wide angles allow you to 
confront multiple enemies in a single 
viewpoint without annoying camera 
changes, and during indoor explo
ration, you'll rarely miss an important 
item or become disoriented due to a 

used a program
mable gamepad 
(one that uses a 
keyboard pass
through) to skirt 
this minor incon
venience, but 

Don't be misled by the beauty that surrounds you. Lush locales like the forest can prove 
to be unforgiving places, filled with deadly plants and animated mushrooms. 

poorly chosen view. 
Like the original game, combat is 

handled with a limited range of simple 
attacks but is more than adequate for 
the task, providing players with a kick, 
punch, backhand attack, thrust, jump, 
etc. One weak spot, however, is the lack 
of joystick/gamepad support. Control 
with the keyboard is certainly accept
able, and the commands are sparse and 
easy to remember, but the game's hack 
and slash elements seem perfectly 
suited to a gamepad. For the review, I 

native joystick support should've been a 
consideration from the start. 

A more significant aggravation is 
the difficulty of the game. Though there 
are difficulty settings that can be 
adjusted when you start a new game, 
these only make the creatures less plen
tiful and easier to kill; they don't 
address the main problem areas of 
combat. Certain creatures attack with 
such ferocity and speed that your char-

The gardens may be lush and gorgeous, but one wrong step can plunge you into very sticky situa
tions that will result in an untimely demise for your character. 
~-----------------------------·•"'"''"''' '''' 

acter will become locked into an anima
tion loop that is simply too quick to 
counter. Adding to the problem are the 
randomly - and generously - gener
ated creatures that populate the game 
world. If you were only fighting one 
creature at a time, you might have a 
chance to survive, but when a pack of 
these creatures surround you from all 
sides, it can be overwhelming. The save 
option lets you do the old creep-and
save at every new location, but the abil
ity to take a breather from the constant 
combat would've been appreciated. 

Due to the massive size of the 
game world and the vague nature of 
some puzzles, players will also find frus
tration with the amount of backtracking 
for items and clues that's required to 
solve the game. 

As it is, though, Ecstatica II is an 
addictive game, and while it lacks much 
of the charm of the original, there are 
lots of unusual touches that you just 
won't find anywhere else. And consid
ering that it took more than a week's 
worth of straight gameplay (with breaks 
for water, food, and the occasional 
intrusion for work) to see my way 
through to the end, there's certainly 
enough gameplay here to keep even the 
most dedicated gamer entertained. 

If you played the original and 
enjoyed the story and action, you may 
be disappointed with the lack of quirky 
characters and unusual events. But if 
you want an action-packed swashbuck
ler that can keep you busy for hours on 
end, the castle awaits . 

- Todd Vaughn 
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■ aseba ro ' 
I Category: Sports 

I Developer: Sierra 

Publisher: Sierra, P.O. Box 3404, 
Salinas, CA 93912 
(800) 757-7707 

Required We Recommend 
Dual-speed 

CD-ROM drive; 
Pentium; 16MB 

RAM 

Quad-speed 
CD-ROM drive; 

Pentium 120; 32MB 
RAM; joypad 

····•• -----------
t's never a good idea to come out 
with a sports game around the same 
time as EA Sports' Triple Play - it's 
the toughest competition out there, 
thanks to its excellent new '98 edi
tion. But then again, Sierra's Front 
Page Sports: Baseball Pro '98 series 
isn't after quite the same market -
where Triple Play goes for the throat 
with audio visual sizzle, slick presen
tation, and arcade action, Front Page 
Sports: Baseball Pro aims for a more 
mature, contemplative, "expert'' 
audience by offering many gameplay 

features and reams of in-depth statistics. 
This has always been the way of the FPS: 
Baseball series, and this latest incarnation 
is no different, offering some upgrades 
but generally the same approach that's 
been greeted with mixed reaction before. 

I've got no complaints with the 
depth of Baseball Pro '98's approach - in 
fact, you would have a tough time finding 
a baseball fanatic who would. Just about 
every statistic and aspect of the game you 
could hope to see is here and is fully cus
tomizable. Clearly, the intention here is to 
appeal to the baseball cognoscenti, the 
fan who can recite every stat from last 
season from memory, and will complain 
about a computer sim if the laces in a par
ticular player's shoes aren't the right 
color. Sierra's commitment to excellence 
and authenticity in this area is admirable 
- it's just a shame that it has to come at 
the expense of good, old-fashioned fun. 

A game as deep as Baseball Pro isn't 
easy to get into - I constantly found 
myself getting lost amongst its complex, 
unattractive, and unhelpful menu screens. 
Even something as simple as setting up a 
new season is a headache, so heaven help 
you if you really want to get in there and 
play with the deep stats. Hard-nosed fans 
may not mind the labor, but I expect a 
certain amount of ease-of-use, and 
Baseball Pro doesn't exactly go out of its 
way in this regard. 

Once out on the field, things don't 
improve. The problem is simply that the 
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------------------------••·········· Sierra's latest baseball game is like its 

previous efforts - big on stats and depth, 

low on fun and action. 

You have the option for a full-screen view 
once the ball is hit. but this slows things down 
a tad, so it's best to stick to the window view. 
'-------------·················· 

games themselves look and sound so 
utterly dull. There's virtually no atmos
phere. The players are badly animated, 
the action is numbingly slow even on a 
fast Pentium, and the sound is repetitive 
and unimaginative. The game may well 
boast the most realistic physics engine 
and most realistic AI, but it's all for 
naught if the whole experience feels like a 
chore. This just doesn't look, sound, or 
feel anything like being at a ballpark. The 
archaic technology, which forces you to 
play some or all of the game in a little 
Windows frame, doesn't exactly wow you 
or help suspend disbelief either. Overall, 
playing this reminded me of the crusty 
old baseball games of EGA yore, rather 
than the kind of audio-visual quality that 

Triple Play has taught us to expect. 
Front Page Sports Baseball Pro may 

have a hard-core legion of fans among 
those gamers who don't require good 
graphics, atmosphere, or technical per
formance to enjoy a baseball game - for 
some, simply being able to bury them
selves in the stats and customize to their 
heart's content will always be enough. 
But for the rest of us, the casual gamers 
or the baseball fans who love the sport 
not for its statistical depth but for its 
nerve-tingling action, speed, and passion, 
Baseball Pro just leaves you cold. Triple 
Play '98 may not have quite the depth, but 
if! want heart-stopping diving catches at 
the wall, crowd-wowing homers, and 
split-second slides into home plate, I'll 
take it over Baseball Pro every time. 

- Gary Whitta 
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CYBERMEDIA® 
MORE POWER TO YOU™ 

Visit our website at: 

www.cybermedia.com 
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Now you can go hand-to-hand with the enemy on a smoothly 
rolling 3D landscape the way you've always imagined. The environment 
of Myth: The fallen Lords is so real that every bloody limb, every scattered 
sword, every unexploded charge tossed by a ground-rippling explosion 
remains a live element ready to be seized and used by or against you. 
Not limited to a simple overhead view, you'll rotate around the heads of your" 

troops, follow the arc of a burning arrow and zoom in on the slaughter. 
~ IXf (j I E« Get an eyeful of stunning detail: reflections in the water, lightning frying the enemy 

to cinders, smoking craters ringed with the heads of the inept and every ounce of blood remaining on the scarred battlefield. 



But don't stare too long. Learn the art of war and the importance of 
physics as you move fast to seize the high ground where the archers have 
greater range and pyromaniac dwarves can shower targets with explosives. 

Multiplayer games include classic scenarios like King of the Hill and 
Capture the flag, and uniquely challenging variants like Assassin and 
Steal the Bacon, even in teams! Play over the Internet for free using 

bungie.net or turn your local network into your own personal war zone. 
So call 800-29S-0060 or surf to www.bungie.com for the only 

strategy game where "uphill battle" is more than a figure of speech. 

Product Information Number 104 
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exailder 
I Category: Historical simulation A great general gets a great game - one that -----------------------••·········· 
!Developer: Erudite Software provides color, action, and a thumping-great 

Publisher: Interactive Magic, P.O. Box history lesson. 
13491, Research Triangle Park, 

NC27709 (919)461-0722 ························------------------
Required We Recommend 

Windows 95; 
Double-speed 
CD-ROM drive; 

4860)(/100; 16MB 
RAM; 30MB free 
hard-drive space 

Quad-speed 
CD-ROM drive; 

Pentium 100 

t is at least arguable that Alexander 
was the finest general who ever 
lived. His campaigns included every 
kind of warfare, from sieges to 
opposed river crossings, his oppo
nents were both varied and power
ful, and he never lost a battle. He 
conquered most of the known world 
before his untimely death at age 33. 

Given the heroic scope of 
Alexander's career, and the exotic, 
colorful nature of the armies he 
fought against, he would seem to be 
a natural candidate for a PC 

wargame. But until now (with the excep
tion of an ancient CGA game that didn't 
amount to much), anyone seeking to 
refight his battles had to be content with 
board games or expensive miniatures col
lections. Programming the chaos of 
ancient warfare was deemed too difficult, 
the potential audience too small. 

All credit to I-Magic for going 
against this cliche and to Erudite for 
showing that today's PC technology is 
just as applicable to ancient conflicts as it 
is to jets and tanks. This simulation is col
orful enough and fascinating enough to 
attract, one hopes, a fairly wide market. 

Great Battles of Alexander is surely 
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These battlefield close-ups at least suggest 
the carnage of the real thing: Each dead man 
represents 70 to 100 actual bodies. 
~---------- ················· 

one of the handsomest miniatures-style 
games ever designed. The overall visual 
style seems modeled on those mar
velously intricate Persian battle paintings 
from this period, and the individual types 
of units (13 in all!) are exquisitely mod
eled - details of weapons, equipment, 
and beasts are all crisp and fine-grained, 
even in the zoomed-in mode. 

Fine graphic presentation is compli
mented by animation that almost 
achieves realism in melee combat. When 
formations clash, the troops hack and 
thrust realistically, and as the battle pro-

gresses, the ground gradually becomes 
more littered with bloody corpses. The 
cost of such ambitious animation of so 
many figures (we're in a realm beyond 
mere "sprites" here) is some flicker, bod
ies that pass through bodies like ghosts, 
and some very long pauses between dis
creet action scenes. This really doesn't 
become a problem until you get to the 
huge battles like Gaugamela or Hydaspes, 
when the lag becomes exasperating. The 
manual is at least up-front about this 
problem and suggests that impatient 
gamers shut down the animations during 
these epic engagements - but if you do 
that, you take a big hit in terms of realism 
and drama. One thing that helps is peri
odic use of the "Remove dead bodies" 
command, not only does that speed 
things up, it also helps clear the clutter. 

Otherwise, the interface is good and 



Use your units wisely - light infantry and 
heavy infantry need to be used differently. 

the game mechanics are fairly easy to 
learn. I would strongly urge even experi
enced wargamers, however, to pay close 
attention to the tutorial. The proper 
employment of Peltasts, Hypasists, skir
mishers, light and heavy cavalry, lancers, 
chariots, and oxybeles (artillery) is not as 
readily apparent as those of 20th Century 
formations, and the key to Alexander's 
genius lay in his ability to use a "com
bined arms" approach with all these 
exotic units, maximizing their strengths 
and avoiding their weaknesses. 
Fortunately, the manual includes detailed 
data tables on all the units and their capa
bilities; a careful study of these will defi
nitely reap benefits on the battlefield. 

Gamers used to the relative omnipo
tence of command offered in modern-era 
wargames will need to make some radical 
adjustments in their tactical thinking. 
Commanders of this period exercised lit
tle if any control over units beyond their 
direct sight or range of voice. The game 
simulates this well by giving each com
mander a "range of control" (represented 
by lighter-colored hexes), and a rating for 
"initiative." Alexander, of course, has an 
elite rating: he controls more troops and 
can issue more orders. Other leaders can 
issue orders-per-turn equal to their initia
tive points and no more, unless the com
puter decides they have gained "momen
tum" during that turn, in which case they 
may be allowed to issue another set of 
commands before combat resolution. 

Each turn represents approximately 
20 minutes of real time. If you select an 
"elite advantage" for Alexander, he 
always goes first; after he's finished, the 
computer randomly selects another com
mander, friend or foe. Enemy AI has 
been cleverly programmed to vary its 
strategy from game to game. Taken 
together, these features ensure a fairly 
high replay value, as no two battles play 
out exactly the same way each time. 

Victory or defeat is not so much a 
matter of casualties as it is "routing 
points." Each unit has a routing value 
equal to its quality rating, and when it 
takes hits equal to that rating, it will rout. 
Its commander may issue a "rally" com
mand, or he may use his orders phase to 
remove hits rather than order movement 
or further combat. This system accurately 
reflects the importance of maintaining 
cohesion and an unbroken line - units 
struck in the flank or from behind can 
crumble quickly and go into a "terminal 
rout," which eliminates them from the 
battle permanently. Likewise, units take 
point hits for moving over rough terrain, 
changing elevation, crossing water, or 

that they can be killed (with, presum
ably, dire effects on enemy morale); 
there is no convenient "Quit" key: you 
must save and exit, which throws you 
back to Windows, not to the main 
menu. And the battle of Pelium (which 
is almost impossible for Alexander to 
win), is the second battle in the cam
paign sequence, which will frustrate 
players who get stuck there. 

But despite these rough edges, 
there's no denying the sheer spectacle 
and drama of these battles. The sound-

1--......,===~===--"IC. ~ ~ ,.,,,----.;..,,1 track helps greatly: slashing steel, rear
L=aaaa=========~==~===-J ing horses, trumpeting elephants, the 

Each commander has a range of control, shown on- thunderous shock of the Macedonian 
screen as a zone of lighter colored hexes. phalanxes, with their 16-foot pikes -

being ordered to perform more than one 
set of actions per turn. 

Most battles play out in just ten turns 
or so. This, too, is historically accurate. 
Hand-to-hand combat, under a broiling 
subtropical sun, while encased m 30 
pounds of armor, was a brutal, exhausting 
business, and even the most disciplined 
troops couldn't keep it up long. 

While victory conditions vary from 
scenario to scenario, the basic objective is 
to preserve your side's assigned number 
of routing points, while inflicting the stip
ulated damage to the enemy. 1 am slightly 
disappointed that the game does not 
track casualties (although you can extrap
olate them with a calculator if you want 
to take the trouble); admittedly, historical 
casualty figures from this period were 
usually nothing more than rough guesses, 
but this is something wargamers want to 
know, and it should be in the game. 

Other weaknesses: the information 
windows at the bottom of the screen 
sometimes display incomplete or garbled 
data; there is no command that shows 
you, instantly, which units are under a 
selected leader's command, which leads 
to a lot of redundant mouse-searching 
and confusion; you seemingly cannot tar
get enemy commanders, even if they're 
sitting ducks, although the manual states 

everything your imagination can con
jure about ancient warfare is here. 

I especially loved the war elephants. 
They're programmed to act as they did in 
real life. If you can control them, they're 
enormously powerful units. But if some
thing spooks them (keep your cavalry at a 
distance - they don't like horses!), they 
can suddenly run amok and trample any
one in their path, friend or foe. As a fine 
touch of realism, each elephant carries a 
mahout, armed with a huge spike, who 
attempts to stab his rampaging pachy
derm in the brain. 

Great Battles of Alexander is ambi
tious and packed with authenticity. It has 
its quirks, to be sure, but they are minor 
in comparison to the overall achievement. 

- William R. Trotter 
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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 appare l. 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 30 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. 

th e Pe t e Dye Go If CI u b in Wes t V ir g in i a, a n d a m ids t t h e 

natural splendor of Northern Idaho on the course at Coeur d'Alene . FRONTPAGfSPORTS 

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 

Think you've mastered 
hitting a tiny little ball 

with a funny little stick? 
Now imagine the ball 

moving at your head at 
90 miles per hour. Next 
stop, the Big Unit and 

Front Page Sports: 
Baseball Pro '98. 

look exactly like the courses. The players act precisely like 

players . And the ball flies, bounces, rolls, spins and 

ricochets just like the real-life ball. FPS: Golf, smell the grass, 

hear the sprinklers, crush the ball. S I E R R A 

© 1997 Sierra On-Line, Inc . All rights reserved . ® and ' " designate trademarks of, or licensed to Sierra On-Line, Inc. 
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Tour Pro 
I Category: Sports 

I Developer: EA Sports 

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

Required We Recommend 

Windows 95; Quad
speed CD-ROM 

drive; Pentium 90; 
16MB RAM; 60MB 

free hard-drive 
space; Mouse 

Pentium 133+; 
24MB RAM 

For multi-play: 28.8 
modem+; micro

phone 

····•• -----------
here's no denying that EA 
Sports has created some of 
the best sports games on the 
market today. From the 
incredibly fun Triple Play 
series to the mind-boggling 
good NHL series, EA easily 
dominates the sports gaming 
scene on PC. 

But when it comes to 
golf, EA (and every other 
company) has long been try
ing to catch Access Software 
and its king-of-the-hill Links 

series. Thanks to its gorgeous graphics, 
outstanding features, and realistic game
play, Links LS has been atop the leader 
board ever since its release last fall. 

This latest update ofEA's PGA Tour 
series may not blow the Links dynasty out 
of the water just yet, but it does comes 
close to matching Links LS in one way: 
the graphics. The courses look almost 
photo realistic. From the clean-cut greens 

-----------------------••·········· EA Sports• latest addition to the golf 

sim clubhouse is a joy to look at. but a 

disappointment to play. ························------------------
and the reflections on the water to 
the shadows of the trees, EA has 
created another game that is 
absolutely stunning to look at. 
And you never see the graphics 
redraw - even on a slow 
machine. The only time you'll 
question the look of the game is 
when you are stuck close to a tree. 
The trees tend to get a little pixe
lious up close, but the rest of the 
time, the graphics are incredible. 

Faithful recreations of PGA 
Tour Pro's three courses help 
show off these stunning graphics 
with awesome results. The 
Tournament Player's Club of 
Scottsdale Stadium is a sandy, 
wide-open course in Arizona that 
is a great course for getting used 
to the feel of the game. Once you 

If you're good, you can use fades and draws to hit over 
obstacles. But watch your risk meter on the right side of 
the swing meter; it'll tell you how risky your shot is. 
'---------------·················· 

feel confident in your hitting, tee off at the 
Bay Hill Club in Orlando, Florida, which 
is long and mostly flat, with lots of water 
and sand traps to give you trouble. But if 
you want some real fun, load up Pebble 
Beach Golf Links. Located on the spectac
ular California coastline, Pebble Beach 
(provided on a separate CD) gives you 
plenty of breathtaking views - and lots of 
hills, water hazards, and sand traps. 

EA provides three Picture-ln-Picture 
(PIP) windows to let you view all aspects 
of these great courses. They also give the 
game a nice TV-viewing feel and a fluidity 
that you don't find in most golf sims. On 
PIP 1, you can have a tower-cam view, 

a fan's perspective; a ball-cam view, 
which trails along behind the ball; or a 
blimp-cam view, which follows the ball 
from overhead. You can also randomize 
PIP 1 to spice up the viewing. On PIP 2, 
you can have a view from the pin or from 
where your ball is landing. PIP 3 is a tar
geting PIP, which shows you the shot you 
are aiming for after you set the targeting 
arrow. This is great for hitting a tricky 
shot when you can't see where your ball 
is going to land. Each of these PIPs is eas
ily customizable to your viewing pleasure. 

.----------------------, which watches the 

What isn't so customizable is your 
player. You can play as one of four differ
ent amateurs or one of 14 pro players, 
including Fuzzy Zoeller, Davis Love ill, 
Chip Beck, and Craig Stadler. All of these 
players look fabulous in their video-cap
tured form - even if their shadows are 

lPs allow you to view the ball from many different angles while 
roviding a nice television feel to the game. 
------------------················· 

ball from the side; a 
gallery view, which 
follows the ball from 
.----------,-----, always falling the same way. But 

because they are video-captured, 
you can't customize your player's 
look in any way. 

After you see the beautiful 
players and the gorgeous 
graphics, you'll soon realize that 
that's the best PGA Tour Pro 
has to offer. EA has made the 
fatal mistake of offering style 
over substance. 

When you start playing a 
round, you'll notice some 
strange things. First off, when 
you select a club from your bag, 
PGA Tour Pro shows you what 

____________ distance you can expect to hit 
with each club. But in many 

video-captured player, even if he 
1
inst~ces, thes.e ranges are mis-

does cast his shadow in the same ea ding·. The dls!ances are set up 
direction all the time. for maxunum ~its with stiff club 
--------········ ······· ··· shafts and don t reflect the 



PGA Tour Pro lets you play several types of 
golf games, including Skins. ~-----------................ .. 

player conditions you set up, so you never 
know for sure how far you can hit your 
clubs. You have to guess distances 
depending on whether your player uses 
stiff, regular, or flexible club shafts. 
Obviously, this makes club selection a 
dubious process. 

Club selection is even more dubious 
when your caddie gets involved. Many 
times, the caddie suggestions for club 
selection are woefully wrong. If you have 
a long second shot to the green, you'll 
most likely be given your driver to hit off 
of the fairway; this is not a typical club 
selection. And one time, I was surprised 
to see the caddie give me a 5 wood to hit 
the ball 91 yards - out of a sand trap! 

Once you've ignored your caddie's 
club suggestion, you' ll want to try ignor
ing the targeting arrow, too. It's sup
posed to tell you how far you should be 
able to hit with your selected club. But in 
reality, it limits your playing ability. There 
are many times when your targeting 
arrow won't let you hit the full distance of 
the club you're holding - even if you are 
using stiff shafts. For example, I was 
stuck in a sand trap that was 91 yards 
from the pin. I picked up a sand wedge. 
The club selection menu said I could hit a 
sand wedge 90 yards, but the targeting 
arrow would only let me hit the ball 40 
yards. Granted, I am hitting out of a sand 
trap, but with a good hit, I should have 
been able to hit it farther than that. I 
switched to a pitching wedge, and the 
targeting arrow would only let me hit the 
ball 43 yards. So I gave up and hit the ball 
hard and accurate - and only went 40 or 
so yards, so I was stuck chipping the ball 
the rest of the way in because the com
puter wouldn't let me hit the full distance 
with my chosen club. 

After you've overcome the obsta
cles of the club menu, your caddie's 
poor advice, and the targeting arrow, 
there are few surprises in rest of PGA's 
game. You'll use the same swing meter 
found in most golf sims where you try 
and perfectly time three clicks of the 
mouse, to hit the ball. This isn't nearly 
as intuitive as FPS: Golf's TrueSwing 
approach, where you use your mouse to 
hit the ball in much the same way as 
you do in Virtual Pool, but the old swing 
meter does the trick pretty well. EA has 
added one new element to the meter, 
though. It's called the Risk Meter. It 
doesn't affect your hitting in any way, 
but it does tell you how risky the shot 
you're planning is. It's a handy little 
device that becomes helpful when hit
ting tough shots. 

Another strange situation found in 
PGA Tour Pro is chipping. When you're 

-
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#18 Par4 

i;;;jiJJI_II_I_:-, ----------------, to play. Instead, you determine the 
Ill course conditions when creating 

your players. So Player 1 could be 
playing on the tough course condi
tions of breezy wind, fast greens, and 
heavy roughs while Player 2 could be 
playing with no wind, slow greens, 
and short roughs. This is just silly, 
unrealistic, and downright odd. 

The most unrealistic part of 
PGA Tour Pro has to be the system 
requirements. Don't expect to play 
the game on the required system 
requirements and enjoy it. PGA 
Tour Pro runs incredibly slow on 

With water and sands traps all around, it's no won
der the PGA Tour rated Bayhill's par 3s as some of 

a Pentium 120; even on a P166, 
you 'll have to wait three to four sec
onds to see a shot executed. If you 
want to really play this game with
out a wait, you' ll have to have a 

the most difficult in the United States. 

near the green, it's only natural to attempt 
a chip shot. But PGA Tour Pro doesn't 
switch to its chipping meter; it stays on 
the normal swing meter. This seems 
strange at first, and reveals yet another of 
the game's weaknesses: The chipping 
meter will only let you target the ball to 
go up to 18 or so yards. Any farther than 
that, and you have to use the normal 
swing meter and just barely hit the ball. 
EA would have done better to either do 
away with the chipping meter altogether 
or lift the targeting restrictions that 
plague every aspect of the game. 

When you reach the green, you can 
use two different guides to help you make 
your putts: a putting grid or putting lines. 
The lines are a great help in determining 
the slopes of the greens. Unfortunately, 
neither the lines nor the grid will show 
you the breaks in the green all the way to 
the hole on super long putts. So, just like 
in real life, you are left to your own 
instincts to make your putts. 

Possibly the strangest thing you11 
discover about PGA Tour Pro is your abil
ity to change course conditions for each 
player. You don't set up course conditions 
when you select which course you want 

P233 or better. 
If all of these negatives don't turn 

you off, you can play PGA Tour Pro 
against your friends with a LAN, modem, 
or the Internet. EA makes it real easy for 
you to play any of these ways, artd you 
can even compete in Internet tourna
ments of up to 80 players. Whew! That's 
some competition. 

Unfortunately for EA, PGA Tour Pro 
is no competition for Links LS. The 
graphics are incredible to look at, but the 
gameplay just doesn't hold up to the 
same high standard. 

- Dean H. Renninger 
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Oops! Your Psycho Clown lit a match 
and took out an enemy block. 

Just when you thought it was safe ... 
enemy zombies invade your turf! 

Hooligans are down for a 4 player 
network (or modem) party! 

"One of those games that keeps us 
at the office late." 
-Ultra Game Players (June '97) 

"Constructor is fun and challenging 
on so many levels." 

-GameSpot (June '97) 

"Constructor takes the Sim game 
idea to the Nth degree." 

· EGM (April '97) 

"Constructor grabs you with its humor 
and keeps you glued to your seat with 

its well balanced and compelling 
resource management aspect" 

-Computer & Net Player (July '97) 

"The humor is sharp, the graphics 
are well-composed, and the gameplay 

is intelligent without being dull." 
-GameSpot (June '97) 

Manage your finances or bean-counting 
bankers will descend like vultures! 

Master resources, control territories, 
build empires. It's all in a day's work. 

Mess with the mob and you'll be 
taken out with the trash! 

0 0 

t 
.• 1111111 acclaimnation~com -c_ a po••· 0 0 



Entertainmen 1, Inc . ACCLA IM Is a registered trademark ol Acclaim Enterlainmenl. Inc . Origrnal concept developed hV Sys lem 3. Windows Is a registered trademark of Mlcrosoll Corporation C 1996 Microsoft Corporation . 

Another day, another mobster to pay off, another drunken rave to bust up, another commune to fumigate. 

This is no ordinary sim. This is a city where the foremen take graft, unlicensed repairmen screw up 

your apartment buildings and psychos roam the streets. We gave life to your simulation in all its funky, 

misbegotten, low-down glory. So if you want to build sprawling utopias, get rich and rule the world -

you're gonna have to get your hands dirty. 

HEY, IT'S YOUR CITY ... DEAL WITH Ill 
Product Information Number 87 
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Rall~ hampionship: ~;r;:::~~~ing 
-----------------~ - ---------------------- ••• 'llii • 
I Category: Arcade I Part Sega Rally, part Need Far ~f.,J 
I Developer: Euro press, Magnetic Fields 

Publisher: Virgin Interactive, 18061 Fitch 
Ave., Irvine, CA 92614 

I 

(888) 843-2661 

Required We Recommend 
Double-speed 
CD -ROM drive; 

486DX2/66; 8 MB 
RAM; 1MB SVGA 

graphics card; 2MB 
free hard-drive 

space 

4X CD-ROM drive; 
Pentium 166; 16MB 
RAM; 2MB SVGA 

graphics card; 50MB 
free HD space; 

Supported sound 
card; Driving wheel 

eturn with me now to the 
year 1990. You've just 
booted up Gremlin 's Lotus 
Esprit Turbo Challenge on 
your 7MHz Amiga 500 with 
its massive single megabyte 
of RAM. 3-2-1-GO! and 
you're off on a blinding, 
twisting contest of speed 
and endurance through 
kaleidoscopic cou ntrysides 
in a bright red roadster that 
costs more than you're 
likely to earn in a lifetime. 

Just listen to that engine purrrrrrr .... 
OK, now wake up - we're back in 

the present day, and Magnetic Fields, 
the same folks who created the Lotus 
Turbo Challenge series for Gremlin, are 
back as well, bearing a wondrous gift: 
Rally Championship: International Off
Road Racing. 

1 wasn't prepared for just how 
impressive this arcade racer is, particu
larly in light of the disappointing perfor
mance of other recent off-road racers 
0ike Accolade's Test Drive Off-Road and 
Virgin's own Screamer 2), but the experi
ence gained in crafting those old 
Commodore classics has resulted in the 
finest driving simulation I've seen to date. 

Speed II, Rally Chan1pianship is 

the best of both worlds. 
.. ...................... _____________ _ 

certain modes. 
Rally 

_ Championship's 
graphics are noth
ing short of 
superb, especially 
in inclement 
weather where 
heavy, wet 
snowflakes drift 
ominously toward 
your windshield 
and settle briefly 
before melting in 

Say, Annie, isn't that Paul Sheldon's Camaro overturned in the snow drift the defroster's hot 
up ahead? The weather effects in Rally Championship look great. breath. Sound 
~------------- ------.............. .. ... effects change 

Now don't you NASCAR 2 fans get with your point of view - either in-car, 
your shorts in a bunch. What I mean is riding the bumper, or chase - and it's 
that it's the finest simulation of condi- easy to be lulled into roadside repose by 
tions you and I are likely to find our- the steady rhythm of your windshield 
selves in real life. It's not 500 laps wipers, even as your co-driver screams 
around an oval track; more like 300 there's a "Hairpin Right!" up ahead. 
miles of the orneriest countryside the But what' s so surprising about 
United Kingdom has to offer; over tar- Rally Championship is that it feels so 
mac, gravel, and mud; through rain and right. It's the first racer I've ever found 
snow; day and night. that' s actua lly easier and mor,e enjoy-

The race cars - Subaru lmpreza, able to drive from the inside the car 
Ford Escort RS Cosworth, Renault view than from a chase view. Control 
Maxi Megane, VW Golf GTi, Skoda is outstanding, and I never had the 
Felicia, and Proton Wira - while hardly urge to turn around and smash head-on 
in the same class as Need For Speed II's into my opponents (although you can) 
exotic aristocrats, are hale and hardy - the first sign of a frustration that 
and more than up to the challenge of never materialized. 
the Network Q RAC Rally, first held in The game's not entirely flawless, 
1932 and now part of the FIA World though. It runs rather slowly on the rec-
Rally Championship. ommended P100, and there are a few 

There are four play modes graphic glitches. I couldn't get out of 
available: Championship, Arcade, the gear ratio setup, and I never did get 
Individual, and Time Trial. In the in-game music to play, but it's all 
Individual and Time Trial modes, there where it matters - in the driving. 
you may select any one of the offi- - Scott Wolf 
cial RAC Rally route's 28 stages, 
each of differing length, surface 
conditions, and serpentinicity (is 
that a word? It should be), while 

"' Arcade and Championship modes 
require you to complete the stages 
in order. 

Options abound as well - car 
setup and damage, presence and 
intelligence of opponents, weather 
cond itions, road width, visual and 

So close and yet so far. Roadside spectators remain audio preferences, multiple replay 
teasingly out of bumper range. cameras, two to eight players over a 

.__ _____________ .... .... .... ....... modem or network (respectively) -
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Formu al 
I Category: Racing 

I Developer: Bizarre Creations 

Publisher: Psygnosis, 919 E. Hillsdale 
Blvd., Foster City, CA 94404 
(800) 438-7794 

------------------
. Required We Recommend 

Win95; 2x CD; DirectX 
3.0a; Pro; 16MB RAM; 
50MB HD; 3Dfx, Ren
dition Verite(JD Blas
ter, Matrox Mystique, 
or 30 Labs Perrnedia 
accelerator card 

3Dfx; Pentium 133; 
Supported sound 

card; Joystick 

o one can deny that PC gam
ing has been altered by the 
presence of 3D accelerator 
graphics cards. Those who've 
made the investment in this 
new technology not only get 
fast, hi-resolution graphics 
without penalty, but enjoy 
real gameplay benefit thanks 
to smoother framerates. But 
the danger of all this free
flowing graphic beauty is the 
age-old dilemma of style over 
substance, where weak game

play can be dressed up with eye-popping 
visuals just like the proverbial pig in a 
prom-dress. Take Psygnosis' Formula 1 
for example. It goes so far as to require a 
3D accelerator to run - if you don't 
have one of the four cards it requires 
(3Dfx, Rendition, Mystique, or 
Permedia), then don't bother. If you have 
one of those accelerators, you get a 
game full of breathtaking visuals, but 
unfortunately, the wheels fall off Formula 
1 in the gameplay department. 

A port from the PlayStation title 
of the same name, Formula 1 is strictly 
an arcade racing game (which is fine) 
with few of the options or control PC 
gamers have come to expect (which is 
bad). The accelerated graphics fulfill the 
eye-popping role 
admirably, and on a 
3Dfx Voodoo accel
erator on a Pentium 
166, Formula 1 looks 
absolutely fantastic. 
The colors are crisp, 
and the 640x480, 
16-bit color resolu
tion delivers a flaw
less 30 frames per 
second. Edges are 
sharp, and the cars 
look stunning. 

-----------------------••·········· The impressive 3D accelea atecl graphics but 

weak conbols of Fonnula 'I show that just 

because a game is pretty. •t make it great. 

························--------------------
its shoddy control setup 
and hyper-simplistic 
gameplay. Although you 
can choose between 
keyboard, digital joy
stick, and analog joy
stick for control, none of 
the options deliver the 
kind of precise control 
needed for a racing 
game. The ~eyboard and 
the digital joystick set
tings deliver jerky, over
responsive control, mak
ing it difficult to carve a 
precise line out on the 
track. For more precise 
control, the analog set
ting is better, but even 
with a steering wheel or 
high-end joystick you'll 
find it's far from perfect. 
The car doesn't corner 
nearly as sharply or as 
quickly as it does in digital or keyboard 
mode, making quick lane changes and 
passing a difficult proposition. Adding 
insult to injury is the lack of analog sup
port for throttle or brake. The gas is 
either all the way on or all the way off, 
making gentle control of velocity nearly 
impossible. To top it off, none of the con
trols can be reconfigured. 

Poor controls notwithstanding, the 
sense of speed in Formula 1 is excellent, 
and the track designs are skillfully done. 
The game is played as either an arcade 
game or pseudo-simulation, and contains 
17 tracks, all from the pro circuit, as well 
as 13 different teams to race on. And 
three difficulty settings help keep the 
challenge going, as well as settings for 
dry or wet weather, which makes a big 
difference in traction when you're taking 
a sharp turn at 100mph. In arcade mode, 

the computer will 
automatically help 
you by handling all of 
the braking and gear
work, and even steer
ing, leaving you with 
little to do but watch 
the graphics fly by. 
The grand prix mode 
is where the meat is, 
leaving all the tinker
ing to you, along 
with the braking and 
steering duties on the 
track. The opponents 

driving styles, but the physics model is 
still the same as in the arcade mode. 
Unfortunately, the lack of a proper in-car 
view diminishes the fun (instead of a true 
cockpit view, you're presented with a 
slightly overhead view of the nose cowl
ing, sans cockpit) . 

Unfortunately, the game lacks many 
features that could've made it a great 
game. There are no multi-player functions 
(though Psygnosis promises that a multi
player patch is in the works) and the 
graphics engine, while pretty, allows for 
very little in the area of realism - you 
never have to worry about flipping your 
car, as they never leave the ground, and 
in arcade mode, contact with other cars 
results in nothing more than a slight 
slow-down or momentary loss of control. 

Throw in some multi-player options, 
the ability to add new tracks, better con
trol, and a more realistic game engine, 
and Formula 1 would be a great game for 
the arcade racer, but not until then. 

~GAMER 
Pretty; 

30fps with 3Dfx even 
on a P90; lots of 
tracl,s. teams. drivers. 

Driving 

- Michael Wolf 

FINAL VERDICT 

Dml 
engine is terrib ly unrea listic; only supports four 
accelerator cards; no mu lti·player functions. 

Yet, as attractive 
as it is, the biggest 
roadblock to really 
enjoying Formula 1 is 

. . . are slightly more 
the greatest feeling of speed, although 1t s b li abl . thi 

It's fun for a bit, but the lack of 
replayab il ity wi ll disappoint many die-hard fans . 

harder to see where you're going. e dev .them ~ 
~----------- ········ ......... mo e wi varymg 
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His or~ o he Wor d 
•••••••••••• I Category: Strategy 

I Developer: Avalon Hill 

Publisher: Avalon Hill, 4517 Hartford Road, 
Baltimore, MD 21214-3192 
(410) 254-9200 

Here's another PC conversion of a good ol' 

boardgame, and it looks and plays exactly 

like ... a good ol' boardgame. 

I Required ' We Recommend 
Double-speed CD
ROM drive; 486/33 
MHz; 8MB RAM; 

Super VGA; 30MB 

Quad-speed 
CD-ROM drive; 

4860)(/100 MHz or 
Pentium 

• "wrong." Cautious, defense-based 
'"""""""-..... ....,;;.;;.,...=~------------,1 strategies are impossible - the 

----1 game's just too short to allow that 
approach. Technological advantages 
are a matter of sheer chance, not 

free hard-drive 
space; Windows 

3.1 or Windows 95 

~ planning - armies symbolized by 
-'---'--'I sword icons have exactly the same 

l>i!iiiiil .,,_ 
l>C.. 

""...... .,,_ .,_ 
~ 

chance to win as those symbolized 
by cannon. You have to expand con
stantly, take your chances in battle, 
play your event cards cunningly 
and .. . then it's all over. One game is 
pretty much like another. 

istory of the World has been 
called "the thinking man's 
Risk," and its derivation from 
that throw-the-dice classic is 
instantly apparent when you 
see the map - a squashed-

On the plus side, the designers 
promise that there are no Al cheats; 

""""""'------' the computer knows exactly what 
The · world. is not the world as we know it and its you know and can only take the same 
· history· is largely irrelevant to actual game play. actions you can take. That's a wel-

up, distorted, highly stylized, army in an enemy-occupied land, and is 
Mercator-on-acid world resolved in the time-honored Risky man-
divided into 92 1ands' with ner: two die rolls for the attacker, one 
names like Central Massif, for the defender (plus modifiers such as 
Dalmatia, and Ganges Valley. forts and rough terrain), with victory 

History itself is equally going to the highest number. 
stylized, divided into seven Gamers expecting a Civilization-type 
"epochs" {game-turns). At epic will be disappointed: there is no tech-

the start of each epoch, you receive a nological R&D element {except for certain 
new 'empire' to add to the ones you've "Event" cards), no exploration, no room 
already acquired. In a novel twist, you for tactics. This is a stripped-down, bare-
can keep the empire you're given, or try bones, beer-and-pretzels game designed 
to fob it off on an opponent in hopes of to be played in one evening by two to 
drawing a more strategically advanta- seven flesh-and-blood players. As such, in 
geous one. This can be fun when you 're its boardgame format, it's won a large 
playing against human opponents; for and loyal following over the years. Whole 
solo play, I advise turning it off, so that essays have been written about esoteric 
both you and your • strategies ("How to 
AI opponents sirn- _,,..,_. .,,.,,,.,,.,,,-----, Play the Minor 
ply take the luck of ~ililm Empires," "Getting the 
the draw. Most Out of Barbarians 

Whoever has and Migrant Empires," 
the most victory etc.; truly "seas wrung 
points (VPs) by the ;.,.,= •. ;!,;i='--"=""="?-~,, from damp rags" ... ). 
end of the seventh Indeed, a large 
epoch wins. VPs are part of the game's 
acquired through appeal is its element of 
conquest of lands socializing; online 
and dominance of F.i",...,_...__..'-" ..... -.Ji- gamers looking for a 
seas and by build- ~~~~~;g~~g~~gr,r;f'~g=~;r-;-;!J quick, easy, chatty pas-
ing monuments in time will probably 
lands under your looks like a boanl game, plays like a boanl enjoy HOTW. Long-
control. Each player game _ and except for online play, time fans of the 
receives nine absolutely notbing has been done to take board~ame will wel-
"Event'' cards, advantage of the PC's capabilities. come its appearance 
which can be ~-----------.................. and the chance to 
played at the start of your turn or during broaden their circle of gaming friends. 
it - these are bonuses that give you a Solo play, alas, is a real drag. Seven 
one-shot military advantage or permit turns may be just right when you're 
you to foment rebellion and natural disas- yakking with friends, taking beer-
ters. Proper timing of their use is a major breaks, and fussing with the required 
element of the game's strategy, and paperwork. But when you're playing 
allows for some fairly subtle options. against the computer, the scale of the 

Combat occurs when you 'build' an game just feels arbitrary and, somehow, 

come concept {and probably one that 
could only be implemented in a game this 
simple), but it's not enough to save solo 
play from being static and predictable. 

The graphics are doorknob-plain, 
which is all they really need to be; but the 
cut-away videos and animations, intended 
to give the game a little flash, are insult
ingly crude. The FMV shots, in particular, 
are the ugliest I've ever seen. 

On the other hand, the manual and 
tutorial are both good. There's even an 
optional 'advisor' who can lead you by 
the hand through an entire game. His 
advice is usually sound, and I suggest you 
play the first two or three games under 
his guidance, until you get a feel for the 
game's decidedly peculiar dynamics. 

On the whole, History of the World 
looks and feels dated; its chief appeal is 
that of nostalgia. It's one of those board 
games that simply doesn' t lend itself to a 
straight-up PC conversion, and that's au 
you get. Too bad the design goals were 
so limited - I can think of numerous 
ways the basic game could have been 
pepped up for PC play. 

In sum: It gives die-hard fans a 
chance to play online, and that's the only 
reason I can think of for buying it. 

- William R. Trotter 









REVIEWS 

Ton~ La Russa Baseba 
I Category: Sports 

I Developer: Stormfront Studios 

Publisher: Maxis, 212 N. California Blvd ., 
Suite 600, Walnut Creek, 
CA 94596 (800) 336-2947 

Required We Recommend '..I 
Windows 95; 

Double-speed CD
ROM drive; 

Pentium; Super 
VGA; 16MB RAM; 

Mouse 

Quad-speed CD
ROM drive; 

Pentium 100; 
Supported sound 

ca rd 

n this day and age of instant gratifi
cation - with people chewing each 
other's ears off in the boxing ring -
America's game may be something 
of an old-fashioned sport, too slow 
and deliberate for today's channel
clicking public; yet for those who've 
discovered its old-fashioned charm, 
there is no substitute for baseball. 

We already have plenty of 
console-style games that emphasize 
the home run derby, even though 
that's only a small bit of pageantry 
within the full spectacle of the 

game. But EA Sports Triple Play '98 has 
done it so well that it leaves all other PC 
baseball games, including Tony La Russa 

-----------------------••·········· Stormfront's venerable title trots out onto 

the mound for another g o. but it may be time 

to call on the bullpen. 
............ ............ _________________ _ 

Baseball 4, in the dust; even though 
Triple Play so egregiously abuses the 
purity of the game - as in the incom
prehensible ignominy of not being 
able to intentionally walk a batter. 
(Baseball is a game of strategy; that's 
like saying you can't castle in chess.) 

Tony La Russa Baseball 4's 
strengths are admittedly in other 
areas. The series has always been 
about hardcore management com
bined with a fun, fairly playable 
arcade mode. What the early Dynamix 
football titles did for gridiron realism, 
TLRB does for the diamond. It cap
tures the true ups and downs of a full 
162 game season, from the dugout to 
the plate, encompassing everything 

The Tony La Russa series does a great job of simulat
ing a full season and recording all of its attendant 
statistics in a very short period of time. The results 
are pretty accurate as well, and often mirror real life. ..._ _____________ .... .. ............ . from rookie drafts, ballpark assign

ments, and obscure baseball statistics 
(such as OOBA - opponent on-base 
average - or RC and RP - runs created 
and runs produced) to pitch ratings, lefty 
vs. rightie stats, and control factors. TLRB 
4 still retains that depth. 

But we've been there and done that, 
and now it's time to nit-pick and quibble. 
TLRB 4 retains that depth because it is 
the exact same stat engine as in the pre
vious games, and old flaws have not 

been fixed. An inordinate amount of 
home runs, strikeouts, and complete 
games plague this sim. For example, the 
top five strikeout American League 
pitchers in the real '96 season garnered 
about 700 strikeouts; in TLRB 4, they 
notch nearly 1100. The top five complete 
game pitchers in the '96 National League 
chalked up less than 30 complete games; 
in the sim, it's 72. Because the complete 
games and strikeouts are higher, the 
wins are correspondingly higher, and 
saves are half of what they should be. 
Home runs are equally inflated, with a 
couple players regularly breaking Roger 
Maris' record of 61. And on the field, too 
many balls get hit up the middle, and it's 
still too hard to get a double off the wall. 
These errors were pointed out in our 
July, 1995, review of TLRB 3, where our 
reviewer noted: "Seems like Stormfront 
just isn't going to fix these annoying 
mistakes." Apparently, they still haven't 
been fixed. 

But these are old flaws that have 
been around the TLRB series for a while. 
So what's new in this version? 

The pitcher vs. batter view is the major improvement in TLRB 4. The player animations are larger, and a 

Well, it's been "upgraded" for 
Windows 95. Whether it's rushed pro
gramming at Stormfront or yet another 
case of DirectX disagreeing with games 
that have DOS roots, the undeniable fact 
is that this game runs slower than Tony 
La Russa 3 does under Windows 95. The 
p itches are slower, the animations are 
slower; the announcers are slower, and 
the menus are slower. The menus are so 
ridiculously slow that it takes 10-15 sec
onds to load up the pitching coach or 
any other game option from the menu 
screen - and it only took a second or 
two with TLRB 3, even under Windows 

green box I not shown in this shot} helps both pitchers and hitters. 
~------------------------------·················· 



All of the old custom management options are still present in TLRB 4, though the graphics have 
been overhauled. This screen lets you set GM preferences that affect starting lineups and more. 
'--------------------------------·················· 

95. You'll come to dread consulting your 
otherwise invaluable pitching coach and 
stat menus, simply because of these 
lengthy load times. 

The old 2D stadiums have - we're 
told - been replaced with 3D stadiums. 
But in this case the difference is negligible 
on a flat PC screen - and these stadiums 
look a lot worse than the previous release. 
And there are a nwnber of indications 
that much of the game was simply reused 
from previous versions. Infielder anima
tions don't look a pixel different from last 
time, and you can tell how old the play
by-play is: they're stiJJ calling the San 
Francisco Giants' home field Candlestick 
Park (it's now 3COM Park). 

The one major improvement is in 
the pitcher vs. batter face-off. The 
motion captured animations of the 
pitcher and batter are larger now and 
look as good as anything in any other 
game, and there is a brand new, handy 
green box that helps you target your 
pitching. To me, this green box is a wel
come improvement, though I could find 
no reference to it in the manual (the 
manual is also word for word from last 
year) . Baseball at its essence is a game of 
pitching, and any acknowledgment of 
this is a step in the right direction. The 
more precise pitch placement controls 

SPORTS 

SAN DEGO OS THE WORLD 
CHAftHJNSHIP IN 5 GAE 

The Padres may have won this simulated 
season, but the Giants will be back next 
season, stronger than ever! 
'------------- ······· ·········· 

(still modified by your pitcher's control 
rating) and the larger, more distinct bat
ting and pitching views are the primary 
improvement over TLRB 3. (There's a 
few other bonuses - it doesn't take a 
hitter a year and a day to take his base 
when walked, for example, as well as 
better trading and new replays.) 

On the other hand, you also have to 
tack in a few more annoyances like hav
ing to click through five screens to get to 
the game (worse than a shareware pro
gram) and the slow, occasionally hard to 
read interface. The final box score is not 
too impressive. 

While not as disappointing to its 
sport as FPS: Football Pro '97 was, TLRB 
4 is still an uninspired product, which I 
can't in good faith recommend to anyone 
except for those who want a balance of 
arcade and statistics unless they hate the 
Triple Play-action oriented games, own 
no previous edition of this game, and 
have a very fast machine. 

Until somebody combines the good 
looks and great action of a Triple Play 
with the realistic depth and custom 
league options of a Tony La Russa -
right down to minor leagues, manage
ment mode and old time ballparks - no 
hardcore baseball fan is really getting 
their money's worth, no matter what 
they buy. If the Triple Play series can 
have fans leaving the ballpark when their 
team is losing, why don't all games do 
that? And why can't any game have 
crowds that jeer instead of cheer when 
the visitors score? 

Now that EA has bought Maxis, 
maybe someone at EA Sports (who still 
remembers the intentional walk and can 
look beyond the kids' console market) 
will give this series some resources, like 
a Triple Play-style graphics engine, and 
spend the time to actually work on the 
TLRB statistical model, because that's the 
only thing that will pull this series out of 
its slump. 

-Jason Bates 

REVIEWS 
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COMPl/TER SYSTEMS 



SYSTEMS • PERIPHERALS • CONTROLLERS 

There is a place - a place for hard-core gamers. 

Mad, driven, gamers who will stop at nothing to create the 

supreme gaming machine. That place is called ... 

here's nothing betterthan opening a box 
of new computer stuff. You know the 
feeling: holding a shrink-wrapped box 
and feel ing the promising weight of its 
treasures; cracking open the plastic and 
peeling it off; pulling the box open to a 
blast of that new-stuff smell; tearing 
through the plastic bags and documen

tation to finally get your fingers on the promising 
new gadget inside. 

We get to do that every day. And the magic 
never really wears off; an unopened box containing 
some cool, new toy never fails to inspire a twinge 
of childlike excitement It continues well after new 
thing is up and running, too; when you get a new 
joystick, isn't it an absolute mustto load up all of 
your old games - even the ones that you haven't 
played for years - just to kick them around with 
the new stick? When you drop in a new 3D acceler
ator, don't you have to dig out all the games that 
you know have 3D support and play them again? 

That's why big computer gaming events like 
the Electronic Entertainment Expo are so exciting. 
The promise of dozens of boxes rolling in with tons 
of new gadgets inside is truly inspiring. In the 
coming months, we'll be helping you decide just 
which of those new goodies are worthy of ending 
up in your house. 

Speaking of your house, in this month's 
Hard Stuff we really begin to reflect the PC's long
predicted migration from the den into the living 
room. The home computer has never really been 
designed as a device to be shared by many people 
in the same room, but the technology is now here 
to transform the PC into true competition for the 
television: such as big-screen TV/monitors, cord
less input devices, TV tuner video cards, and so 
on. There's nothing quite like playing Quake with a 
31" screen and a subwoofer that registers on the 
Richter scale. 

Be sure to tune in every month to follow this 
and other exciting trends, like the new WaterProof 
TM PC. Conceived by our very own Gary Whitta, the 
WaterProof TM PC fills a gaping hole in the com
puter marketplace: what's a better place to do 
some casual gaming than in the tub? Dr how 
about a game of Tomb Raider 2 in the pool, while 
wearing your very own Lara Croft-style wetsuit, or 
a rousing game of You Don't Know Jack at a hot 
tub party? The PC belongs under water; it's .. . um 
.. . what? Dh, Gary was kidding. 

Never mind. 

• • • • • • • • • 
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I-low do you outgun a great game like Civil ll&r Generals JI comes combat-ready 
RoberC: E. Lee: Civil War General? With - \\Sth ~en:dary battles from both the 
C;.-i/ llar Generals II you can 110w com- Ea$tern and Western theatres. But if you 
mand, Confederate or Union Armies . want_ to_wage your 0 \111 wars, use the map 
And you ca n pu t yourself in the boots editor to create terrain , armies, and 
of Lee, Grant, or Sher man as yo u commanders. Then go online to test 
att empt to rewrite history. your cunn ing in head-to-head battles. 

F RO M CREATORS OF ROBERT 

This war isn't just hell . It's !J 
history. And you'll e,qierience it RP 
as never before with an insight-
ful new collection of Mort ' ·' ~ 
Kiinstler paintings and all-new multi- ~ 
media min.iMdocumcntarics on the men, 
weapons, and tactics of the Civi l War. h ttp: 



Hard Stuff at E3 
■ Huge trade show 
previews the future 
of PC hardware 

m 
nless you opened this month's issue 
right to The Hard Stuff (a commendable 
course of action, we admit), you 
already know of the massive impact 

that the Electronic Entertainment Expo has 
had on the gaming world. As always, the 
monstrous convention has laid bare the plans 
of game developers right up through 
Christmas and into next year- but 
before you fill your wish list with 
games, make sure to save some 
room for the hardware you'll need to 
get the most out of them. 

Here are the highlights ... 

r.ontrollers 
Controllers ruled the E3 hard
ware scene, and force 
feedback was a major 
buzzword for joysticks and 
driving wheels. Immersion 
Corporation has signed on 
most of the major input device mak
ers to support its I-Force standard; 
between that and Microsoft's inten
tion to include force-feedback sup
port in DirectX 5, force feedback 
should become as popular an adjective in 
controller-speak as "digital." 

Not every controller at the show had a 
force-feedback motor in it, but there was a 
whole slew of gamepads, tons of driving 
wheels, and a few new digital joysticks. 

ACT LABS 
ACT Labs was flaunting its new PC Force 
Feedback Racing System. Due out in the 
third quarter of this year, the system con
sists of a force-feedback wheel that uses I
Force technology and floor pedals. The 
wheel houses several buttons, a thumb-pad, 
and a rocker switch, all of which will be 
programmable through ACT's "hyper pro
gramming" technology. 

TIIRUSTMASTER 
Another contender in the force-feedback dri
ving wheel battle is Thrustmaster. The com
pany's MotorSport GT also uses the I-Force 
standard. This new wheel clamps to your 
desk like Thrustmaster's Grand Prix 1 and 
comes with its own set of pedals. 

Speaking of unique, the newest 

Thrustmaster joystick is a bit of a departure 
from the company's usual wares. The 
Millennium 30 Inceptor is modeled on the 
controller TM built for NASA's space shuttle 
simulator, and it's designed for precise, 
four-axis control. The fully programmable 
stick contains six buttons, a throttle, and a 
hat switch. 

CH PRODUCTS 
Not to be outdone, CH Products, which fired 
the first real volley in the force feedback war 
with its Force FX joystick, introduced its own 
steering wheel at E3. The models at the show 
were early prototypes; CH has yet even to 

choose a name for the new controller. 
CH also showed off the fruit of a 

deal with Electronic Arts. The Jane's 
Combat Stick, designed for Jane's sim
ulations but compatible with other 
games, will be packaged with ATF. 
The peripheral will natively support 
all Jane's simulations. 

Startlingly enough, 
Microsoft is not intro
ducing a driving wheel 

at any time in the near 
future. Instead, the software 

giant continues to hype its 
SideWinder Force Feedback Pro. 
The Force Feedback Pro packs all 
of the features of the SideWinder 
30 Pro - including the "twist" axis, 

throttle, and hat switch - into a Directlnput 
force feedback stick. 

For gamers not interested in arm
wrestling with their joysticks, Microsoft has 
also unveiled a new digital stick that marks a 
break from the odd shapes of the first 
SideWinder sticks. The SideWinder Precision 
Pro uses the same optical technology for pre
cise control without the need to recalibrate 
frequently, and the small, nondescript handle 
of the SideWinder 30 Pro has been replaced 
by an ergonomic, molded grip. 

The maker of the awesome GRiP system and 
Game pad Pro is hard at work on a force-feed
back controller of its own, but it wasn't at E3; 
in fact, don't look for it this year. Instead, 
Gravis showed off a couple of exciting new 
controllers due out this fall. 

The Xterminator is being advertised as 
"The Highest Evolution of the Game Pad," and 
this digital pad certainly has it all. A standard 
8-way thumb-pad rests alongside an analog, 
proportional thumb-pad (called a □-pad) that 
provides more precise control than traditional 





digital pads. 
There are six but
tons, a throttle, 
and a hat switch, 
plus two "flip
pers," proportional buttons that react to how hard and 
fast you press them. 

Gravis also introduced the ArcadeXtreme, a big 
controller with coin-op styling, six big buttons, and two 
"flippers," designed to bring arcade feel to the home PC. 

Although 3Dfx ruled the show floor (see accompanying 
article), other 30 accelerator companies were 
undaunted, strutting their stuff at E3. 

Widely considered the competition to 3Dfx, Rendition 
was not ready to talk about its highly anticipated follow
up to the phenomenal Ve rite chip. What the company 
was doing was flashing around the new games opti
mized for Rendition cards, including Starfleet Academy. 

The PowerVR Ready line of PowerVR-enhanced games 
continues to grow, and PowerVR showed off the new 
stuff at E3. Several new games were shown on PowerVR 
PCX2-equipped machines using standards like Direct 30, 
Renderware, and PowerVR's own PowerSGL, including 
Tomb Raider, VIRTUAL ON, Cybertroopers, and G-Police. 

CREATIVE LABS 
The multimedia giant rolled out a number of new periph
erals, including the very first second-generation DVD kit. 
The PC-DVD Encore is the first double-speed DVD drive 
solution, delivering data at speeds of 2.7MB per second. 
Other breakthroughs in the new kit include the ability to 
read previously non-DVD compatible CD-R data. The 
price is another breakthrough; the PC-DVD Encore will 
be available soon at a suggested price of $379.99. 

The company's other new offering is something 

entertainment sources. 

DIAMOND MULTIMEDIA 

a bit different: 
Creative Inspire 
is a unique, TV
style online 
entertainment 
interface. Using 
Microsoft 
Internet Explorer 
3.0 (or later), 
Inspire provides a 
channel-based 

Diamond is getting ready to ship a DVD kit of its own. 
The full-featured Diamond Maximum DVD Kit will 
include everything gamers need to transform their 
Pentiums into DVD players, including a Toshiba DVD 
drive, an MPEG2/Dolby Digital decoder, and a bundle 
of DVD games and movies. The kit should be available 
by the time you read this. 
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in deathrnatch, dodging a barrage of 
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3Dfx Dominates E3 
■ The 3D giant ruled the floor over 
other accelerator makers 

~ 
f it's possible to pick out a star of a show as 
immense and diverse as E3, this year's hardware 
star would have to be 3Dfx. Nearly all of the games 
previewed at the conference featured some sort of 

3D acceleration, and virtually every one of those was 
running on a 3Dfx-based accelerator. The familiar 
3Dfx logo was on monitors all over the place, and if 
the consumer market echoes the E3 show floor, this 

>----------~ could be an omen of 
industry dominance. 

Chris Kramer, Public 
Relations manager of 3Dfx 
Interactive, is thrilled. 

"I kept hearing from 
more and more people that. .. it seemed that 3Dfx was 
really the platform to beat at this show," he says. He 
estimated that 95 percent of 3D-accelerated game 
demos were shown on 3Dfx products. There was some 
immediate speculation that the show could herald 3Dfx 
as the Sound Blaster of 3D cards, in terms of an indus
try standard. "That would be nice," Kramer says. 

Fueled by the popularity of 3Dfx versions of 
games like Quake and Tomb Raider, 3Dfx has arguably 
become the most talked about 3D chipset on the web. 

Possibly the biggest threat to 3Dfx's growth is 
growing industry acceptance of Direct3D as a 3D 
acceleration standard. Support in popular games 
for brand-specific standards has helped 
sell 3D hardware, but virtually every 3D
accelerated video card on the market 
supports at least some of Direct3D's fea
ture set. 

But Kramer says he's confident 
gamers will find that 3Dfx simply does D3D 
better and faster than other 3D chips; he's 
unimpressed by D3D's popularity. 

"As more and more people get interested 
in 3Dfx, it would make more and more sense for 
developers to start doing more Glide (3Dfx's standard I 
titles," Kramar says, "but if they're gonna continue to 
produce D3D titles with quality like Jedi Knight's or 
Incoming, that's quite all right." 

Perhaps the greatest benefit 3Dfx got from E3 
was its timing: 3Dfx went public, releasing stock for 
public trading on June 25, only four days after the 
show closed. In its first day of trading, the stock shot 
up from its initial offering of $11 per share to $13 7/8, 
and Kramer says it was the second biggest volume 
trader of the day. Things continued to go well for 3Dfx; 
the very same day, Electronic Arts announced a deal 
to distribute a new 3Dfx-based video card to be pro
duced by Intergraph. 

As far as the future of 3Dfx, Kramer was not at lib
erty to discuss any new developments because of a 25-
day "quiet period" following the stock's release. Rumors 
abound, however, that the next product is less than a 
year away. Some call it Voodoo II or Banshee, and the 
word is that it will start life as a single-slot 20/3D solu
tion and outperform current 3Dfx products by a factor of 
three. None of this could be confirmed, however. 
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HARD STUFF 

Gateway 2000 Destination 
Company: Gateway 

www.gateway2000.com 

Phone: (800) 846-4208 (TO OROER) 

(800) 846-2301 (TECH SUPPORT) 

Prices: $3,599 (BASE) 

$3,748 (AS REVIEWED) 

s gamers know, the PC has long 
been thought of as more of a tool 
than an entertainment device. But 
that perception's been changing in 
a big way in the past few years, as 
Gateway 2000's Destination sys
tems prove . 

You've probably heard of the Destination 
line, or seen ads for it in magazines and on TV. 
These systems meld the computer with a com
plete home entertainment center, resulting in a 
computer that belongs in the living room. 

In the case of the Destination, it's not the 
PC that's astounding. Our review unit is a 
200MHz Pentium with MMX, which is the base 
system for our bootMarks, and it behaved 
accordingly. For basis of comparison, the 
Norton SI bootMark, which is an overall test of 
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----------------------••·········· Gateway 2000 has assembled a killer blend 

of computer, video, and audio equipment for 

a complete home entertainment system. 
........................ _________________ _ 

the computer's system board and memory, 
came back at 54.9, typical of a P200. In the 
MDK Perftest, the Gateway scored a 92 - a 
healthy number for a system that doesn't con
tain a 30 accelerator. 

Gateway assured us that, by press time, 
a 30 card will be offered as an option in the 
Destination, as well as a DVD-ROM drive; so 
why does this unit get an Editors' Choice 
when there's a more gaming-oriented version 
on the horizon? 

Because of every
thing else. The Destination , , 
comes with a load of 
goodies at an unbeliev
able price. This system is 
not for everybody, but if your TV is ten years 
old, your stereo system is an old boom box, 
and your computer is a 486, it sure is tempting 
to make a huge, headlong leap into the latter 
half of the 1990s for less than $4,000. 

The Destination's monitor is a 31" mon
ster. Although it only does up to 800x600 reso
lution, it does so at a crisp .88 dpi. This is the 
first big-screen PC solution affordable to the 
home user that we've actually been able edit 
text on without developing a headache. It 
may be startling to find that the monitor does 

not have speakers or a TV tuner, 
but Gateway has taken care of 
that. An STB Video Range video 
card is standard in the 
Destination. It performs very well 
as a standard 20 accelerator, 
with Duke Nukem frame rates of 
39fps at 640x480 and 19fps at 
800x600. The Quake bootMark 
checked in at a respectable 22 
fps. Beyond that, the STB card 
also packs a TV tuner to turn the 
monitor into a 31" TV, complete 
with an trial membership to TV 
Guide' s online program listings. 

The mighty monitor is not 



D5-200 
intended for a desktop, so Gateway 
included wireless input devices. The 
keyboard contains 87 full -sized keys (the stan
dard complement, minus a numeric keypad) and 
an irritatingly imprecise touch-pad mouse; 
thankfully, you can throw a mouse pad on the 
coffee table and plug a standard, PS/2-style 
mouse into the keyboard's rear panel. Or you 
can use the Field Mouse; this unique 
mouse/remote control has volume and channel 
control, mouse buttons, and a thumb-activated 
track ball on top, with the left mouse button 
duplicated in a trigger underneath. Both key
board and Field Mouse talk to a four-channel RF 
receiver that plugs into the appropriate ports on 
the PC; both have ranges advertised up to 20 
feet, but look for the reliability to diminish 
at around 15 feet without clear line of site. 

Our Destination came with an 
optional Epson EasyPhoto Drive, which 
occupied one ofthe 5" drive bays. This 
photo scanner is a breeze to use - you 
simply insert a snapshot or other post
card-sized picture and fire up the included 
EasyPhoto software. The scanner does 
24-bit color and 256 shades of grey at 400 
dots per inch - not a breathtaking reso
lution, but certainly good enough for E
mailing shots of the grandkids to Mom 
and Dad, and the device only adds about 
$150tothe cost of the system. The soft
ware lets you tweak a picture's color, 
contrast, brightness, etc. effortlessly. 

The Ensoniq Wavetable sound card is not 
impressive - add $100 or so to the 
Destination's price, since you'll probably want 
to replace the sound card with something bet
ter and more compatible as soon as possible. 
But the sound system bundled with the 
Destination is a dream. With its huge monitor 
and remote control input devices, the 
Destination is impressive enough, but the har
mon/kardon system that comes with it turns a 
cool computer into a full-fledged home enter
tainment solution. The seven-piece package 
contains four satellite speakers for front and 

rear; a center speaker that fits nicely on the 
monitor; a 50-watt subwoofer for massive bass; 
and an AM/FM, audio-video, Dolby Pro Logic 
Surround receiver to drive it all. The remote· 
controlled receiver pumps out 30 watts to the 
front channels and 20 watts to the surround 
speakers, and it drives the sub independently; 
the subwoofer has a crossover control to let 
you customize the bass response. All told, the 
system sounds awesome; it may be a little 
underpowered for a home theater system, but it 
cranks out plenty of decibels. 

Gaming on this system is incredible. If 
you're fortunate enough to own one of the few 
games encoded for Dolby Surround (the most 
prominent being Wing Commander IV and, 
unfortunately, POD), fasten your seat belt 
Regardless, virtually any game sounds and 
looks bigger and better on the Destination than 
on a typical PC. A special gaming note: the 
Destination actually came with a desktop icon 
pointing to MS-DOS mode, which loaded all of 
the necessary drivers for DOS gaming and left 
just over 600K free conventional memory. Big
time kudos to Gateway for remembering that 
some games just don't work in Win 95. 

Beyond gaming, this system makes an 
excellent living room entertainment center. The 

HARD STUFF 

rece iver handles input from any device with 
standard RCA jacks, including VCRs and all 
modern stereo equipment. Through the use of a 
program called Harmon Smart rv, the PC 
becomes a television tuner. While the program 
has a nice interface, the act of watching TV 
through the computer may generate some con
fusion. First off, Harmon Smart TV defaults to 
receive a signal from cable. The instructions 
for changing this are vague, and until they are 
decoded, users with rabbit ears or external 
antennas may not be able to pick up broadcast 
channels. Further, the dual remote control units 
(one for the PC, one for the receiver) may be a 
source of confusion for less technically ori
ented members of the family. 

Setting all this stuff up is easier than it 
may seem. Gateway 2000 is renowned for the 
ease of use of its PCs, and the Destination is no 
exception. The documentation is excellent 
and, if it's not enough, Gateway's tech support 
is very friendly and knowledgeable (which 
takes a bit of the edge off the long wait you'll 
typically face when you call). Still, the huge 
bundle of wires, cables, antennae, and other 
equipment may intimidate some non-technical 
folk. Even for super-geniuses like ourselves, it 
was a lot ot set up in one go. One special note: 
the speaker wire for the Harmon/Kardon 
comes on a very generous spool; it's up to you 
to cut and strip your own cable. If it's all too 
much, Gateway reps will set it up for you; see 
the sidebar. 

The Destination line is a good match for 
anyone who wants a computer in their living 
room. Everything is included and well chosen by 
Gateway for a complete PC entertainment sys
tem. It's less likely to impress someone who 
does more utilitarian work, like word processing 
or checkbook balancing - but this system is for 
entertainment, and at that it absolutely excels. 
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4MB 4MB 

ATI XPERT@Play™ 
The only accelerator 

that gives you- eve1ything 
for the best in gaming, 

entertainment and 
practical use. 

• One card does it all - for high 
performance 3D, 2D and video 
acceleration, with big screen 
TV-out display. 

• Superior 3D quality with bilinear 
filtering, alpha blending and 
special effects that blows away 
the competition. 

• Brute force 3D acceleration 
with over l million 
triangles/second and 60fps 
game~ ay -w, h hardware setup 
engine, texture cache and more. 

fl-
< • Great gaming in Windows 95 

•• JDirect3D, DirectDraw) and DOS. 

D-quality, full-screen, 
II-motion videe 

ect to a large n TV for 
· , or 

cores 



Diamond Monster Sound 
Company: Diamond 

www.diamondmm.com 

Phone: (800) 468-5846 (TO ORDER) 

(408) 325-7100 (TECH SUPPORT) 

he differences between 
the many methods of creat
ing three-dimensional 
sounds are subtle. True sur
round sound systems, such 
as Dolby Pro Logic and Dolby 
Digital, use at least four 

speakers; sounds are directed at you 
from all sides. Two-speaker "sur
round" technologies like SRS generally 
use wide stereo effects to make sounds 
seem to come from all around the lis
tener, but while the effect sounds better 
than normal stereo, it's rarely as con
vincing as true surround. 

Aureal has introduced a new process, 
dubbed A3D, which attempts to use two 
speakers or headphones to position specific 
sounds in the three-dimensional space 
around a listener's head. The technology is 
based on the fact that, while we only have 
two ears, we hear sounds in three dimen
sions; the tiny difference in time it takes for a 
sound to reach each ear tells us where the 
source of that sound is in relation to us. This 
effect is recreated through ordinary speakers 
or headphones by the A3D technology used 
in the Monster Sound. 

The Monster Sound is a PCI board that 
works by itself or in conjunction with an 
existing sound card. Monster Sound emu
lates a Sound Blaster, but not very well, so 
don't toss out your old Sound Blaster unless 
all of your games use Windows 95's 
DirectSound standard. 

A patch cord that comes with the 
Monster Sound takes the audio signal from 
your existing sound card to the Monster 
Sound, which has two stereo 1/8" output 
jacks for front and rear speakers. The patch 
cord is the beefiest 1/8" stereo cable we've 
ever seen - coincidentally, it's made by 
Monster Cable, a northern California firm that 
specializes in audiophile-quality connectors. 

Getting the Monster Sound installed 
was easy enough, and its configuration soft
ware is extremely intuitive. There were some 
quirks with a few games; some of the sounds 
dropped out of X-Wing vs. Tie Fighter, and the 

----------------------••·········· Initial lack of game support hinders an 

otherwise exciting new development 

in PC sound. 

only fix Diamond could provide was 
to configure the Monster for Direct

Sound Safe Mode, which effectively disables 
the A3D support and requires rebooting to 
take effect. There were also some problems 
with Myst and a few other pre-Windows 95 
games, but a driver update posted on 
Diamond's web site fixed most of them. 

The good news: it works. The interface 
software includes a 30 sound demonstration 
program, featuring moving objects in a 30 
world. With just two speakers, sounds seem 
to come from all around you; as the objects in 
the demonstration whir past, you'll almost 
want to duck. Add two rear speakers, and the 
effect is even more intense. 

In games that support it, the location of 
each specific object is tracked, and any 
sound it makes is positioned convincingly. In 
Tigershark, those pesky destroyers sound 
like they're right above you. While playing 
Outlaws, gunshots came from all around. 
Monster Sound is bundled with those two 
games, plus SimCopter, and it's also sup
ported by Rocket Jockey. Jedi Knight is also 
slated to use the A3D format. 

Unfortunately, that's about all of the 
games that used A3D's API at press time. The 
Monster Sound will also work with games 
written to use Microsoft's DirectSound3D, 
but support for that API has been lackluster 
at best. Aurea! has, however, been aggres
sively signing game developers to support 
A3D. GT Interactive, Psygnosis, MicroProse, 
Sierra, and Activision are a few of the major 

developers that have signed on, 
and future titles should support 

the Monster Sound. Whether or not the 
new technology will ultimately take off 
remains to be seen. 

The audio depth the Monster Sound 
adds to games makes traditional stereo seem 
lifeless. If support for the Monster Sound 
increases, it will truly be a worthy addition to 
any gamer's computer. Without A3D or 
DirectSound3D support, the Monster Sound 
is merely ornamental. It will do Dolby Digital, 
but only through software; this is not a Dolby 
decoder, and a board that accompanies a 
DVD-ROM drive will supersede the Monster 
Sound for that purpose. 

Should you buy one? With the Monster 
Sound, Diamond has bravely stepped out to 
offer a new technology that has yet to be 
proven. The Catch 22 is a familiar one: if 
nobody, including consumers and OEMs, 
adds A3D devices to their computers, game 
developers won't bother to support it - but 
until games support A3D, it seems to make 
more sense to hold off purchasing one. For 
what it's worth, we can say this: with those 
few games that support it, the Monster 
Sound works, and it works very well. 
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Company: Hercules 
www.hercules.com 

Phone: (510) 623-6030 (TO ORDER) 

Price: S299 

t this point, can there be any PC 
gamers who haven't heard of 
3Dfx? After all, they created 
Voodoo Graphics, one of the best, 
most popular 30 accelerator 
chipsets on the market. 

The mouth-watering acceler
ated versions of games like Tomb Raider, 
Quake, MOK, CyberG/adiators, and others have 
helped us to overlook the single major draw
back of 3Dfx-based boards: they're 30-only 
add-ons. Plugging in a Voodoo card doesn't 
change the 20 board you're already using, so 
won't speed up Windows, and it needs its own 
PC! slot - a problem for gamers whose sys
tems are already stuffed full of PCI boards and 
don't have a slot to spare. 

But those are no longer excuses to 
deprive your computer of 3Dfx: Voodoo Rush 
is upon us. This new chipset was designed to 
reside on a 20 board for a single-slot 3Dfx 
solution, allowing for simultaneous access to 
both 20 and 30 acceleration (that means you 
can play a 3Dfx-accelerated game in a win
dow on your Win 95 desktop - although 
we're still not sure why you'd want to play a 
game in anything other than full-screen 
mode). The first Voodoo Rush board we've 
seen is the Hercules Stingray 128/30. 

The new Stingray mounts the Voodoo 
Rush on a daughterboard attached to a 20 
card based on Alliance's ProMotion AT3D 
20/30 (the Alliance chip includes 30 hard
ware, but it's not used in the Stingray). The 
combo carries 6MB of EDD RAM, four of 
which is available to the AT3D. Maximum 
resolution is, like most current video cards, 
1,600x1 ,200; the Stingray can do 65,000 colors 
at that resolution, with a reasonably steady 
refresh rate of 60Hz. It will keep up a flicker
free 100Hz refresh rate at up to 1024 x 768 at 
16-bit color; bump it up to 24-bit color, and 
the maximum rate drops to 75Hz. 

Tested on a Pentium 200 MMX with 
32MB of EDD RAM, the Stingray performed 
like a dream. In DOS, it kicked out Duke 
Nukem 30 frame rates of a blazing 48 fps at 
640 x 480, and 23 fps at 800 x 600. Normally, 
we also like to test 2D DOS performance in 
the non-accelerated version of Quake, which 
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At last,, a single-card solution 

with the power of 3Dfx 3D 

acceleration. 
........................ ____________ _ 
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brings us to the board's first shortcoming: 
VESA 2.0 extensions are not supported. At 
press time, the upcoming version of 
SciTech's UniVBE, which is slated to support 
the AT3D, was also unavailable. According to 
a Hercules representative, a software solu
tion is in development. 

On the other hand, Super VGA DOS 
games that require VESA support are becom
ing scarce. Windows 95 testing showed the 
might of the Stingray, with TerraMarksthat 
blew the doors off anything we've tested 
before. Direct3D gaming was awe-inspiring; 
Moto Racer GP, Hel/Bender and HyperB/ade 
looked beautiful and ran amazingly well. The 
two bundled titles, Formula 1 and the oddly 
addictive Pandemonium were also quite nice. 
Hercules plans to include LucasArts' Star 
Wars game, Shadows of the Empire, when 
it's ready; at press time, it appears only in the 
form of a coupon. 

Unfortunately, the Stingray also showed 
the shakiness associated with a brand new 
product. Formula 1 did not work until a simple 
fix was suggested by Hercules; GLQuake 
looks as beautiful as ever, but only delivered 

about 23 frames per second; almost ten 
frames slower than Voodoo Graphics cards 
averaged. 3Dfx informed us that new Glide 
drivers will bring the accelerated version of 
Quake up to snuff. Furthermore, many of the 
titles written to 3Dfx's Glide API will not work 
with Voodoo Rush at this point - including 
Descent II, Mech Warrior 2 and POD. 

Most of these growing pains may be 
ironed out by the time this reaches your 
hands, however; if they aren't, they don't take 
away from the fact that the Stingray 128/3D is 
an excellent piece of equipment. If you've 
been waiting for a single-card Voodoo solu
tion, this is it. 







Live the 3D experience. This is no game. Our PCs are 
serious 3D graphics machines. The kind that make your eyeballs jitter with ecstasy. 

And our direct prices are really low. But the best part - these systems have the Intergraph 
name on them. A name that means graphics. 

Go ahead, compare our 3D PC prices with other manufacturers' PCs without 3D. You'll see. 
Buying Intergraph is like getting 3D for FREE. No Lie! 

So, live the 3D experience. Immerse yourself in the new and vivid universe of 3D. 
Let it caress your imagination and excite your soul. 

• 3D Graphics. Unbelievable at these prices! You get real 3D acceleration for 
Direct3D® apps, mind-blowing 3D games and multimedia. It's a world of 3D realism with 
correct textures, Gouraud shading, 
environment mapping -
serious stuff. 

• 3D Sound. Totally 3D. 
Our Ensoniq™ 3D sound card, 
mic and speakers deliver stereo 

It's where 
• you're going. 

We'll take 
you there. 

surround, wrap-around effects and wavetable synthesis, plunging you into a realm of 
3D _sight and sound. 

• Spedacular Video. Of course! Intergraph PCs give you MPEG and AVI 
compatibility, full-screen, smooth-motion video at 30 frames per second at resolutions 
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?l\?H 
COMPUTER SYSTEMS 
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Princeton Arcadia AR3.1 
Company: Princeton 

www.prgr.com 

Phone: (800) 747-6249 (TO ORDER) 

Price: $1,199 

ery few of the current generation 
of PC users were fortunate enough 
to be raised by computer-literate 
parents. The user-friendly home 
computer that we all know and 
love is, after all, not even 20 years 
old, and prior to that computers 

were mainly used for 
deeply technical appli
cations. As computers 
have made their way 
into the home, they've 
found themselves in 
the den, or office, or in 
some other place 
where the families are 
not prone to gathering 
for quality time. 

Suddenly, com
puter-literate folk have 
started producing chil
dren. With the very best 
if intentions, they plan 
to raise their kids com
puter literate, so the lit
tle ones don't have to 
grow up playing with 
wooden cars and pogo 
sticks - they can play 
PC games! The com
puter is now starting to 
move into the living 
room, where its little 15" 
or 17" monitor is suddenly 
forced to compete with a 36" glowing 
monster of a television - but not for 
long. Princeton's line of large-screen 
Arcadia monitors is made up of PC
ready replacements for TVs. 

The AR3.1 looks like a television, 
but it's actually just a massive monitor. This 
beast has a 33" tube with a 31" viewable 
area. It's SVGA compatible, with possible res
olutions of 640 x 480 at 75Hz and 800 x 600 at 
60Hz, all non-interlaced. The stripe pitch, 
which loosely translates to the dot pitch 
found on traditional monitors, is a very grainy 
.92mm, but it's adequate for gaming or web
surfing, and the Arcadia provides a much 
cleaner Windows desktop than a television 
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----------------------••·········· 
Pack up that PC and move it into the living 

room! This big-screen monitor paves the 

way for family entertainment. ·· ······················------------------
could. Just don't expect to balance your 
checkbook or write a letter without getting a 
headache - the picture quality isn't sharp 
enough for detail work. 

This is obviously not a replacement for a 
desktop monitor, nor is it intended to be. The 
Arcadia excels as a display for situations that 
require a group of people to view the same 
computer screen, removing the need to hud 
dle around a little display. Princeton offers 

two types of Arcadia: the 
review unit, which takes input 
from a standard, 15-pin monitor 
cable, and an A/V model with a 
built-in TV tuner. The AR3.1 is 

ideal for systems with video cards that incor
porate a TV tuner, or in situations where a big 
display separate from a television is desired. 
The AR3.1 also has stereo speakers, and 
includes a cable that will carry the signal 
from a sound card's 1/8" audio output to the 
Arcadia's dual RCA input jacks. 

Sound from the speakers is not much 
better than a low-and multimedia speaker set, 
and it's muffled by the big, plastic case. The 

only sound control offered is volume. Other 
controls on the face of the AR3.1 cover hori
zontal and vertical size and position, bright
ness, contrast, and degauss. Screen curva
ture is relatively low - this isn't a flat-screen 
monitor by any means, but it's close. 

If you've ever dreamed of playing 
games on a huge screen, check the Arcadia 
out. Graphics look crispy clear starting at only 
a few feet away, so most joystick cords 

should give you enough freedom 
to play X-Wing vs. TIE Fighter. 
Flight sims, in fact, look incredi
ble on the Arcadia; it feels like 
you're in the cockpit. First-per
son shooters also shine on such 
a huge screen, as do games 
which feature lots of video or 
animated cut-scenes. The 800 x 
600 resolution limit may be con
stricting for some applications, 
but most games don't go higher 
than that. 

When you're all gamed out, 
the Arcadia is also useful for pas
sive entertainment. If the com
puter attached to it has a video 
card with a TV tuner, the AR3.1 is 
transformed into a convincing 
television. For those fortunate 
enough to have a DVD-ROM, the 
Arcadia is a perfect centerpiece 
to a home theater system. 

In conjunction with a cord
less keyboard and mouse, the 
Princeton Arcadia AR3.1 is the 

gamer's answer to big screen 
entertainment. While better defini

tion would have made it perfect, the 
Arcadia is a fine display for a living-room PC, 
and it's considerably cheaper than high-end 
big-screen monitors. 

[8 GAMER FINAL VERDICT 
HIGHS: Huge screen; nearly flal display; as s im• 
pie lo use as any monilor. 

LOWS: Low definition makes non-enterlainmcnl 
compuling difficult; poor sound; resolution limiled 
to 800x600. 

BOTTOM LINE: This succeeds al everything ii 
tries to do. Ifs a big-screen monilor wilh a relatively 
low 11rice and is perfect for a living·room PC selup. 



lnterACT Magnum 6 
Company: lnterACT 

www.interact-acc.com 

Phone: (800) 732-6866 (TO ORDER) 

Price: $44.95 

····•• ----------

~ 
nterACT has proven its ability to make a 
good, solid, comfortable gamepad; the 3D 
Program Pad and PC Power Pad are both 
worthy contenders for your controller 

dollars. Unfortunately, the same can 't be said 
for their joysticks; it seems like the designers 
for the two different controllers don't even 
work for the same company. 

Here we have the Magnum 6. This joy
stick has two good points: it's relatively 
cheap, and it's ambidextrous (two of the four 
stick buttons are mirrored for easy reach of a 
left- or right-handed gamer). It would've been 
nice if the same thought went into the place
ment of the six base buttons, but they only 
exist on the left side of the base; gamers who 
use the stick in their left hands will have trou
ble reaching them. Their placement is odd in 

another way, too: they're scattered 
about in a weird, seemingly ran
dom pattern. 

That really doesn't 
matter, however, 
because the 
Magnum 6 is not 
programmable. 

Since no game that we 
know of directly supports the 
Magnum 6, and standard joystick 
drivers only use four buttons, the 
extra buttons are window dressing. 

It gets worse: the stick is comfortable 
enough, but its springs are almost as stiff as 
those in a Thrustmaster joystick. Unlike a TM 
stick, however, the Magnum 6 has a small, 
light base, resulting in a tendency to tip over. 
To compensate, you may find yourself using 
your free hand to hold the base down, but if 
you have to move it to do some keyboard 
input, you'll need to keep a constant, down
ward pressure on the stick even as you're 
fighting its ridiculous stiffness. And, surprise! , 
you may find your arm very tired after only 
minutes of play. 

The software included with the 
Magnum 6 includes Windows 95 drivers and, 

oddly enough, a mouse emulator. 
The Magnum 6 has a hat switch 

and a throttle, but they don't 
work simultaneously. The hat 
switch is placed high on the 

stick, so don't dislocate your 
thumb trying to reach it. Much bet-

ter is the throttle, a slider just stiff enough 
to tweak without acc identally knocking it into 
an undesired setting while wrestling with the 
silly joystick. 

The price may be nice, but 45 bucks 
isn't that much less than a worthy joystick; in 
fact, there are better sticks for less. 

--------------------------------------••·········· 
Gravis Blackhawk 
Company: Gravis 

www.gravis.com 

Phone: (800) 257-0061 (TO ORDER) 

(604) 431 -1807 (TECH SUPPORT) 

Price: $34.95 

····•• ----------

T 
he term "budget joystick" has the power 
to send shivers up the backs of PC 
gamers. Anyone who has spent $35 on 
what they were led to believe was a real 

bargain - a stick that seemed nice at the 
store, whose box boasted an unrealistic 
amount of advanced features - probably 
learned you get what you pay for. 

The Gravis Blackhawk is an exception to 
the rule. This little stick is inexpensive not 
because it's cheaply made, but because it 
doesn't try to do anything fancy. It's a basic, 
four-button joystick with a throttle control, and 
it's absolutely marvelous. It's analog, respon
sive and simple - in fact, it doesn't even come 
with software. The instructions tell you to set it 

up in Windows 95 as a 3-axis, 
4-button joystick. 

The Blackhawk's 
comfortable, molded grip 
is almost identical to 
Gravis' higher end sticks, 
the Firebird 2 and the 
Thunderbird - with the 
exception of a hat switch. For 

those not familiar with it, the handle is very 
short; your hand rests about an inch above the 
base. For those of us with long fingers, the 
base gets a little too thin at the very bottom, 
which can lead to that dreaded gamer's syn
drome, Achy Pinkie. But three of the four but
tons are very well placed on the stick, falling 
naturally under the index finger, thumb and 
middle finger. The fourth, oddly, is set on the 
base near the throttle wheel. 

This is a relatively tiny joystick with a very 
low center of gravity; the round base isn't 
especially heavy, but it's just wide enough to 
provide excellent stability. Its range of motion is 
satisfying, neither as loose and extreme as a 
CH nor as tense as a Thrustmaster; The 
Blackhawk maintains uniform, light tension 
throughout its rotation. 

This is an action gamer's stick. In arcade-

itive. Interstate 76, MotoRacer, 
Whiplash, Wipeout, Scorched 

Planet, Rocket Jockey, and 
other action games really show 

the Blackhawk's responsive-
ness. Where the stick fails, pre

dictably, is in realistic flight sims. 
It's just too small for a grueling session 

of EF2000 or Longbow. 
The Blackhawk will appeal to the gamer 

who wants a high quality joystick for a good 
price, and who doesn't care for tons of extra 
programmable buttons and other high end 
perks. It's comfortable and easy to use, and it 
works like a charm. 
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CyberMedia Oil Change 
Company: CyberMedia 

www.cybermedta.com 

Phone: (310) 581-4700 (TO ORDER) 

(310) 581-4710 (TECH SUPPORT) 

Price: S39.99 

····•• -----------

T 
he constant race to keep the software on 
your system up to date can be madden
ing. These days, releasing a game on 
schedule is more important to some pub

lishers than having all of its bugs worked out 
and its drivers fully optimized, so new versions 
pop up daily on the Internet CyberMedia's Oil 
Change attempts to change all that. Using an 
existing Internet connection, this program can 
update the software on your computer auto
matically. The product works on a subscription 
basis; the price listed above is for one year. 

Oil Change takes a while to install. In the 
process, you actually create a user account at 
CyberMedia's secure web site; the software 
thoroughly scans your system for programs and 

develops a list of things that need updating (one 
of which was Oil Change itself, in our tests). 
Cybermedia says the list of hardware and soft
ware that Oil Change can identify numbers in 
the thousands and is growing constantly, but an 
actual list of supported items is not available. 

The list of suggested updates is supple
mented with a number of shareware titles and 
Windows 95 "goodies," such as animated cur
sors and power toys. The goodies can be fil
tered out, and CyberMedia has plans to intro
duce more methods to customize the list and 
keep it from displaying undesired items. 

In testing, Oil Change worked superbly in 
updating hardware drivers and business appli
cations. We purposely installed old versions of 
drivers for a Sound Blaster AWE32, Logitech 
mouse, and a number of different display 
adapters, which Oil Change flagged and, at our 
request, updated flawlessly. Oil Change is not 
perfect, however. One major problem for our 
audience is the lack of support for a large num
ber of games. It completely missed unpatched 
versions of Interstate '76, X-Wing vs. TIE 
Rghter, and Quake, to name a few. It also 
missed Direct)( 3.0, which should have been 
updated to 3.0a. According to a representative 
of CyberMedia, however, efforts are underway 

Sejin FreeBoanl Beamer 
Company: Sejin America 

www.sejin.com 

Phone: (408) 980-7550 

Price: $169 

····•• -----------

lW 
ireless keyboards are designed for 
use in presentations, or with moni
tors so huge that users have to sit 
several feet away to avoid getting a 

splitting headache. Although perfect for such 
tasks, the FreeBoard Beamer falls short of 
being a great keyboard. 

The FreeBoard contains a trackball on 
the right and a couple of mouse buttons on 
the left, which makes it easy to hold in two 
hands and use the mouse for, say, surfing the 
web. The case is lightweight and formed to fit 
comfortably in your lap. It uses the same kind 
of infrared signal as your TV remote, with one 
receiver that plugs directly into the keyboard 
and mouse port. and three transmitters set 
into the front of the keyboard, so it operates 
from as far as 20 feet away and at nearly a 90 

PC 6RHER September 1997 

degree angle. Its power 
requirements are a little 
dodgy - it needs eight 
of those little AA penlight 
batteries - but your first 
eight are included, and the 
automatic sleep function will 
keep the keyboard running for several months 
of regular use (you can also use four batter
ies, but the they won't last as long). 

The biggest drawback to the keyboard 
is its small size. It seems to be ripped straight 
out of a laptop computer, with small function 
keys, no separate numeric keypad, and keys 
rearranged to fit the compact style. 
Ultimately, this rearrangement, and the lack 
of full-stroke keys, makes the keyboard a 
hassle to deal with if you're used to a full
size, 101-key setup. There are several other 
flaws that make using the keyboard frustrat
ing at times - the small home key is located 
directly to the right of the backspace key, so 
it's easy to accidentally press it instead of 
backspace. It's also common to hit more than 
one key at a time, making fast touch-typing a 
problem. The cursor keys are much smaller 
than normal and inset among the other keys, 
which means Doom or similar action games 

Fb:-9& A.let 'l.lxe. Wb:ulo""'• 
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op 

CyberMedia's Oil Change thoroughly scans the 
computer for outdated software. 

to greatly increase support for game updates. 
Another minor nag is the fact that, 

although users pay for this service, a rotating 
banner ad reminiscent of something from a 
commercial web site resides right in the mid
dle of Oil Change's main screen. Although this 
is merely an annoyance, it makes the product 
look cheap . 

That aside, CyberMedia's Oil Change is 
a convenient utility that takes the hassle out of 
keeping all the nitty gritty components of a 
system up to date - but for now, its game 
support leaves a lot to be desired. 

are nearly unplayable. And 
instead of having both left- and right

hand Control and Alt keys, there's only one 
of each - both located on the left, between 
the Function key and the tilde. 

Overall, the keyboard is comfortably 
light, and the infrared sensor picks up the 
signal perfectly. But it's definitely not for the 
average gamer. If the case contained a full
size keyboard, with a full numeric keypad and 
cursor keys, large function buttons, and 
everything else you're used to while main
taining the ergonomic shape and light con
struction, it would be an instant Editors' 
Choice. However, as it stands right now, it's 
more of a hindrance than a help. 

[B GAMER FINAL VERDICT 
HIGHS: Compact; no software to install; fits 
perfectly on your lap; excellent infrared sensors. 

LOWS: The compact keys make typing difficult. 
The crowded cursor keys maim gaming difficult. 

BOTTOM LINE: Although perfect for giving 
presentations and web surfing from your recliner, 
hard-core computer gamers will want to stick 
with their full-size keyboards. 





Media On GAME EXTREME 
MGPX166 Featuring: MGPX200 Featuring: 

• Intel 166MHz Pentium® Processor with MMX™ 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 
• 53 ViRGE with 4MB EDO RAM 
• 12X CDROM 
• Yamaha Sound System 
• 104 Win95 Keyboard & Mouse 
• Mini-ATX CASE with 235 Watt Power Supply 
• Microsoft Windows 95 / McAfee VS SCAN 

• Monitor Sold Separately MGPX166 cmp, 

• 32 MB EDO RAM with System 
• 2.5 GB EIDE Hard Drive/ 1.44 Floppy Drive 
• 53 ViRGE 30 with 4MB EDO RAM 
• Yamaha Sound System (OPL3 Driver) 
• 16X CDROM 
• Mini-ATX CASE with 235 Watt Power Supply 
• PS/ 2 Keyboard & Mouse 
• Microsoft Windows 95/ McAfee VS SCAN 
• Media On Special GAME PAK ~-...... ._ 
• Monitor Sold Separately MGPX200 ~ 

Note, Intel Inside and Pentium are registered trademarks and MMX is 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 MMXN Techno logy • Intel 233MHz Pentium"' II Processor with MMXN Technology 
• Intel TC430HX Motherboard with 512K Pipeline Burst Cache • 32MB EDO RAM/ 1.44M B 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 
• MATROX 3D with 4MB SGRAM • Yamaha Sound System 

• Yamaha Sound System MEPX200 lfl~}) 
• 16X SCSI CDROM : ~~~~~~13~D~~t~ 4M B SGRAM EXPERT If lfJ:PP• 
• keyboard & Mouse/ Windows 95 • Monitor Sold Separately 
• Monitor Sold Separately • McAfee VS SCAN 
• McAfee VS SCAN 

* 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 

Product Information Number 230 
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Are you in desperate need of 
assistance and running out of 
places to turn? Relax! You've 
come to the right place! . . . . . . . . . -------------------------------

I am at my wit's end withX-Wingvs. 
TIE Fighter! First, the incredibly 
flaky DirectX, and now it tells me 

that my joystick- the joystick mind you', is a 
classic, beautiful F-16 FLCS- can only be 
used as a single-frappin' -button stick?! Surely 
not, I thought. Who could possibly be so 
brainless as to not allow for high performance 
flight sticks in a simulator such as this? 

So I leapt gleefully to the Internet and 
sped quickly and effortlessly to LucasArts. 
Ever been on the LucasArts server? It's either 
powered by the new Intel Molasses processor, 
or everybody but George himself logged ,on 
last night to figure out what the hell to do 
with their new, mislabeled drink coasters. 

So, being a great fan- nay, Believer, 
even - in the sheer, godlike abilities of the 
PC Gamer staff, I come to you as a last resort. 
Surely one of you has played this incredible 
game with a Thrustmaster joystick. How did 
you get it recognized? How did you get all 
those ultra-cool buttons and hat switches to 
work? I ain't talking about some miracle of 
wires and steering wheels and throttles. All 
I'm talking about is a standard F-16 FLCS 
hooked up to a standard Thrustmaster card 
that performs exceedingly well in DOS. 
Speaking of which, why couldn't George have 
just put X-Wing vs. Tie Fighter out in DOS 
and allowed us to avoid all these headaches? 

-Abel Lineberger, via the Internet 

A 
Don't blame LucasArts or Thrust
master for your problems, Abel. In 
fact, it wouldn't really be right to 

point the finger at Microsoft, either -they're 
just trying to help. The real blame goes to the 
juggernaut of technological progress, which 
will cause things to become outdated; back
ward compatibility is computerdom's most 
overused oxymoron. 

Now, in theory, the goal of an API is to 
make life easier for everybody: the hardware 
manufacturers, the writers of the programs 
which will use the hardware, and the folks who 
buy it all. How? For hardware creators, a suc
cessful API means that they only have to build 
equipment and write drivers for one standard. 
Software makers, under the same utopian API, 
only need to provide support for that single 
standard. And users only need to know that the 
stuff that they buy is compatible with the API to 
know that it will work in their system. 

That's the theory. Real life is different 
Your beloved Thrustmastar FLCS was created 
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j Can joystick support mean the difference between being an Ace or a victim? ............................................................................................................... .............................................. 
in the days long before Directlnput, the API in 
question here. Directlnput, as it turns out, will 
only recognize joystick buttons whose signal 
is transmitted through the game port, not the 
keyboard port. That means that Directlnput 
will not directly support all of the bells and 
whistles that use a high-end joystick's key
board pass-through connection. Fortunately, 
most programmable joysticks (like the FLCS) 
can still be programmed to replicate key
strokes within Windows 95 games without the 
need for the game to fully recognize the joy
stick. So if you can't use X-Wing vs. TIE 
Fighter's built-in joystick configuration setup 
with your FLCS, you should be able to program 
the stick to do whatever you have in mind. 

Whether we like it or not, DOS is dying, 
and this is an example of the growing pains 
associated with one technology slowly taking 
the place of another. Hopefully, in the long 
run, it will all be worth it. 

I have been having a problem with 
my computer. It wasn't really even an 
issue before, but since I installed 

Windows 95, it's just been a big pain. My 
problem is that the sound won't nm from 
DOS. It will nm if I use a boot disk, but other
wise nothing I have tried ever seems to work. 
Please help! 

- David Miller, via the Internet 

11 Well, David, it sounds like you need 
to configure MS-DOS mode to load 
drivers for your sound card. Since 

your boot disk apparently already does that, 
it shouldn't be too hard. 

Using a text editor like Notepad or 
Wordpad, open and examine the startup files 
(AUTOEXEC.BAT and CONFIG.SYS) in the root 
directory of the boot disk. You may want to 
print them out or keep them open on the 
Windows desktop, because you'll want to 
compare their contents with files of the same 
name in the root directory of the C: drive. 
Some of the lines will make reference to your 
sound card. There will almost definitely be a 
SET BLASTER line, and possibly a call to load 
a plug and play driver. 

Before you alter any of the startup files, 
make copies of them. Be careful not to get the 
boot disk and hard disk versions mixed upl 
Now be sure the startup files on your hard 
drive contain the same sound card command 
lines you found on your boot disk. Also, make 
sure any drivers those lines refer to are pre
sent on your hard drive - you may need to 
copy drivers from the floppy to the hard drive. 

Dnca you've made the necessary 
changes, test your results by rebooting your 
computer (make sure the boot disk isn't in the 
floppy drive). Whan you shut down, choose 
Restart the Computer, notRestartthe Computer 
in MS-DOS mode. As the computer reboots, hit 



FB as soon as you see the words Starting 
Windows 95. From the boot menu, choose MS
DOS Mode and you should have sound. 

I'm running a new Gateway 2000 PC 
on Win 95. For some reason, 
AutoPlay quit working. I had been 

customizing my desktop setup and probably 
disabled it. Where is it located, so I can re
enable it? 

-John B. McCoskey, via the Internet 

A 
You 'll have to head into good ol' 
Control Panel to fix that, John. 
Double click on System, click the 

Device Manager tab, then click on the little 
plus sign next to CD-ROM. Highlight the CD
ROM device and click Properties down at the 
bottom of the dialog box. In the next window, 
click the Settings tab. One of the boxes in the 
area labeled Options is called Auto Insert 
Notification; if there's no tick in that box, 
click it, and you should be all set. 
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The CD-ROM Properties menu, where 
AutoPlay can be enabled or disabled. 

I am on a fairly high budget, and I 
want to buy a new PC to replace my 
90MHz Pentium. I have a few ques

tions for you: 
I) I do not know whether to get a 

P200MMX or a Pentium Pro 200. I under
stand that a P-Pro is supposedly faster, but 
the P200MMX has the advantage of MMX 
technology. Which system performs better 
ingamesr 

2) Ifl get a Pentium Pro 200, can I 
upgrade to the Pentium II without changing 
die motherboard, as the only difference 
between the two CPUs is MMX supportl 

And would I be 
able to add AGP 
capability? 

3) I would like to 
get a 3D accelerator with 
the new PC. I don't know 
whether to get the Apocalypse 
SD as a 2D/3D solution, or the 
Orchid Righteous 3D for 3D func
tions and accompany it with i Use 
a fast 2D card. Which card i care 
is a better 3D performer: ! when you 
The PowerVR-based i selectthe 

i components 
Apocalypse or the 3Dfx- i for upgrading 
based Orchid? And will · 
PowerVR get extensive 

j. your_system . ...... 

game support in the future like the 3Dfx 
Voodoo has now? 

4) I have a ViewSonic 15" monitor. How 
would you classify this monitor - Excellent, 
good, or average? I find it pretty good and I 
don't want to replace it. Should I consider 
doing so when I buy the new PC? 

5) What are the best sound cards 
around? And is 3D sound that great? 

Oh, and by the way, I think this is the 
greatest, coolest PC magazine around. 

- S.D, via the Internet 

A 
That's a bunch of good questions, 
S.D. Let's take 'em in order: 

1) Games designed to use 
MMX, more and more of which will start 
appearing soon (more than 150 are scheduled 
to be released by Christmas), will run better 
on a Pentium with MMX than on an equiva
lent Pentium Pro. Otherwise, the P-Pro is gen
erally faster than other forms of Pentiums, 
especially as a platform for 32-bit code. If 
gaming is your primary motivation for upgrad
ing, it is definitely wiser to go with something 
with MMX; in the long run, you'll see more 
benefit than you would with a P-Pro. 

2) No. The Pentium, Pentium Pro, and 
Pentium II processors all use different sock
ets. The Pentium chips use the most common 
interface, a square socket known as Socket 
7. Socket 7 system boards will continue to be 
supported by AMO, Cyrix, and other proces
sor manufacturers for some time. The 
Pentium Pro uses an elongated socket called 
Socket 8; so far, only Intel chips have been 
marketed for Socket 8 system boards, 
because Intel has not licensed the propri
etary configuration. The Pentium II chips 
attach to system boards via a slot called Slot 
1. The processor takes the form of a car
tridge called an SEC (single edge contact), 
and its technology is also exclusive to Intel. 

HARD STUFF 

System 
boards other 

than Socket 7 are 
designed only for spe

cific processors. 
3) All of the 3Dfx cards are 

essentially similar; differences in per-
formance are more subtle than the human 

eye would be able to detect. As far as AP! 
support goes, 3Dfx's OpenGL is more widely 
supported than PowerVR's SGL, and the 3Dfx 
tends to score a little better in Direct3D test
ing. After attending June's Electronic 
Entertainment Expo in Atlanta, we'd be hard 
pressed to recommend a 3D accelerator 
based on anything other than the 3Dfx chip (in 
addition to Orchid's Righteous 3D, there's 
Diamond's Monster 3D and Rea!Vision's Flash 
3D). Practically every new game we saw was 
being designed to support 3Dfx or OpenGL. 

But since money's no object for you, 
and since 3D accelerators based on the 3Dfx 
Voodoo Graphics chip are add-on boards, 
there's no reason you shouldn't go for an all
in-one 3D board (like the Apocalypse 5D 
you've been considering) and install a 3Dfx 
board right next to it. 

4) If you are happy with your current 
monitor, there's no reason to replace it. A 15" 
monitor is fine for desktop gaming, and View
Sonic's products are generally very reliable. 

5) Your own needs should determine 
your sound card choice, but no sound card is 
more widely supported than a good old 
Sound Blaster from Creative Labs. The 
AWE32 and the new AWE64 are excellent 
choices for across-the-board compatibility 
and good sound - although if wavetable 
music quality is really important to you in 
your gaming, you'll want to add a dedicated 
wavetable board like the Roland SC-10 or the 
Yamaha SW60XG. 

Need Help? 
If you have a hardware question or 

comment, write to us at: 
The Hard Stuff, PC Gamer, 150 North 

Hill Drive, Suite 40, Brisbane, CA 94005 

or send E-mail to: 
jdurham@pcgamer.com 
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The AD&D game's most famous world, the FORGOTTEN REALMS® 
setting, is now powered by the award-winning Descent engine. 

I NTRODUCING D ESCENT TO UNDERM0UNTAIN, THE MOST 

REVOLUTIONARY NEW AD&D FORGOTTEN REALMS 

COMPUTER GAME EVER. B ASED O AN ENHANCED, SVGA 

VERSION OF THE AWARD-WI NNING DESCENT ENGINE, YOU 

ARE CHALLENGED TO BUILD AN AUTHENTIC AD&D CHARACTER 

AND PLUNGE DEEP INTO UNDERMOUNTAJN - A TWISTING 

DUNGEON LABYRINTH LOCATED BENEATH THE CITY OF 

W ATERDEEP. H ERE YOU WILL ENCOUNTER AN INCREDIBLE 

360° WORLD FILLED WITH SHADOWY HALLS, ANCIENT 

CRYPTS AND ABANDO ED TEMPLES - NOT TO MENTION A 

TERRI FYI NG ASSORTME T OF CREATURES WHO CALL 

UNDERMOUNTAJN THEIR HOME. SOLVE THE RIDDLE OF 

UNDERMOUNTAJN AND YOU WTLL CERTAJNLY AMASS A PILE OF 

GOLD. fAJL AND YOU WILL BECOME A MERE PILE OF BO ES. 

EITHER WAY, YOU'RE GOING DOWN LIKE NEVER BEFORE. 

■WCNT"TII 

DIR■IU 
TM 



e Experience more than 25 different levels that come 

alive in full 3D 360° detail, from a dwarven temple 

to an ancient Egyptian crypt. 

e Build your character using true AD&D role-playing 

elements - 6 different races and single or multi-classed 

options. Your choice of cl1aracter class leads to unique 

abilities and wi.11 also affect the way the game plays -

if you choose a thief character you can climb walls! 

e Battle more than 50 different 3D monsters -

skeletons, mummies, giant insects and more ... 

Seek out and utilize more then 160 magical items and 

40 different spells, including the powerful magic missile 

that homes in on its targets and the fireball that engulfs 

its target in a shroud of flames! 

BY GAMERS. FOR GAMERS." I 
www.interplay.com 

Coming this September! 
©1997 Interplay Productions. All rights reserved. Descent ©1997 Parallax Software. All rights reserved. Descen110 Undermountain is a trademark of TSR, Inc. 

Forgotten Realms, Advanced Dungeons & Dragons, AD&D, and the TSR logo are the trademarks ol TSR, Inc. Interplay is the trademark of Interplay Producttons. 
All rights reserved. All other lrademarks and copyrighls are the property of their respeclive owners. 
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''Fly a chopper that makes 
the AH-640 look like a 
broken blender.' ' 

Gamespot On-line 

' 'Non-stop action are the 
words that best sum up this 
latest offering from Blue Byte.' ' 

Computer & Net Player 

V Intense action.~ 
demanclng tpicl reflexes 
and agt,eSSIVe gameplay! 

V s~ rea1 tine 3D ,-aplics 
that don't require !IIY expensive 
3D accelerator cards! 

V ~acutar ~ effeds 
~ '!-ft-, explosions 
and laser banlersl 

V Easy-tNse controls allow y• 
to pnnp right into the acliori! 

' ' ... a total kick to play, and 
looks better than anything 
like it now on the market.' ' 

Computer Games Strategy Plus 

V Supts 3Dlx, Force Feetlack 
ioystlcb, Clld the 1• 1n1ene1 
gaming networkl 

V Six 8IOl1IOIS •ve and Wow 
pad operation zones, ..... 
with seaet caves and hnlelsl 



EXTREME ASSAULT 
IS AVAIWLE NOW! 
For more information call (800) 933-2983 
Please mention source code SWPPCG997 
© 1997 Blue Byte Software. All righ11 reserved. "Extreme Assault' is a trademark of 
Blue Byte Software. MMX and the MMX logo ore trademarks of Intel Corporolon. 
All other company ond product names used in this publicotion ore trademarks or 
registered trademarks of their respectiw companies. 

1 GRAND PRIZE 
Extremely Cool Falcon Northwe 

200 MHz Pentium® Processor with MMX™ technology • 32MB RAM • 
3.1 GIG Hord Drive • 21" Monttor • I 6X CD-ROM drive • 
Oversized speokers with Dolby Surround Sound 

1 flRST PRIZE 5 SECOND PRIZES 
$2500 Shopping Spree $1,000 in Extremely 
at CompUSA® Cool Cash 
5 THIRD PRIZES 100 fOURTH PRIZES 
$500 Shopping Spree ThrustMaster® 
at Electronics Boutique® Millennium 30 Inceptor"' 
250 flfTH PRIZES 500 SIXTH PRIZES 
Ememe Assault"' Embroidered flight Jacket Ellreme AssauH"' T-Shirt 
"The Exttemely Cool Sweepstukes" Officiol Rule, 
Hol'ulchose Necessay 
l . To Ente,: Hondj)linr oome, address & zip code oo olfioo en1ly form; o, use 3" x s· popei & "1nt!pi\l lhe wonk "The 
Exttemely Cool Swoepstok,s" wi1h oome, address & zip code. Include name & odcl,ess of yw fllYCXite Sd!Wa'e retoi s!Ole. 
1init ooe eolly pet envelope. Mal to: "The Exltemely Cool Sweepstokes," PO Box 101 l, Sl<olie, IL 60076-11011. Entries 
111\JS! be received by 12/31/97, sweepslokes erid. Entries become Blue Byte Sof1wore, Inc. (Spoosor)' prope,ty; none wil 
be rerurned. Spoosor nor responsible fo, lost/lote/ milhorded moil, i8egilie/dornoged eohies. 
2. E/igibrlity:OJ)enonly mus residen!, 16 yeorso, older. Spoosor's employees, ilsoffiliotes, distrb.rtoo, soles 
represeollltiws, odvOftilirlQ/pro,notion/ptmii<ily ogencies, jlxlging Of9(lllization and immediole fomilies nol eligible. Void 
where proltibiled by low. All federal/stole/ locol lows/ rejjUlolions apply. 
3. /'Jizes: I Grand: fokoo Northwest Moch V'" (omll/f8f System AW $SOOO. I f,st $1500 Showing S..ee al 
CompUSA• Ari $1500. 5 Second: $ I 000 Cosh. 5 lhi«I: $500 Sl101lllin<! Sprees ot Electronics Bootique8 Ar/ $500 eo. 
100 fotKth: Thrus!l,loste,4' MilleMit.m 30 Inceptor'" Joysli<ks /RV $100 eo. 250 fifth: Exlterne Aslolll'" Embroide,ed 
fi,Jrl lode~ Ari $55 eo. 500 Sixth: Exlterne Assotit'" !-shim Ari $10 eo. !-Olol prize wlue: $43,750. Shopping 
5ixees oworded os Gift Cemocotes. fight Jocko~ & fm owanled only in AliJt Llrge size. 
4. ~ :Wme,sselected in random drowingooo, obout 1/19/ 98 byGJN & ~r irdepe<Xfeol ~ 
or!l]llizafion, whose decisions ore filu in .. matters relo!QI lo ii-, sweepstakes. Wrnning ooos depend oo roll{ rxinber ol 
eolries received. Polelltiol winne1' must respond Ill required Affidovit ex E\igibillyjhize Acceplonce fo,m(s) withi, 11 doys 
ol attempted de\ive<y of some. Noncomiiionce wilhin lhis pefiod wi1 resut in di,qoofificotio ond oo olte,note will be 
selected. Wrnne,s notified by mol by 2/13/ 98. Plize nolifirntion relUrned undeliveroble lo Spoosor wil result in owo,d Ill 
oit8f001e. ~prize" woo by minOI, prize may be oworded lo po,ent or legol !1Jf)rdioo. No prize substitution o, nonsfer 
peonilted

1 
unless prize" oenerollv unovoiobie ot sweepstol:es' end, wf1en Spoosor's clroice of on equol o, 8feoler YOlued 

prize ..a De soostituled. ii federol/ stota/locol loxes incbing soles loxes in owmding shopping sprees ptus hOlllf)Olfofion 
Ill/from spree locofuns o,e winnefs' sole respr,osi,ity. Prize occeplllnce constiMes perrnissioo lo use wirm's oorne 
ond/ o, lil<eness fo, odYedisilg /hOlle ptlpOS8S without fooher compenso!""'r ooles.s prohoted by low ond releases Spoosor 
(ond olhe,s listed in# 2) from ooy ond .. lioblty, doins/octions of ooy l<ina Ill persoos orx! propetly which may be 
sustuined with receipt, ownoolip, o, use of prizes. 
5. W'"""" list Fo, mojor prize winnels list, serd SAS envelope ofter 1/19/98 lo "Cool Wrnners," PO Box 1245 Oepr. A, 
Skokie, IL 60076-11245. 
Sponsor: Blue Byte Softwure, Inc. SdioumixJ<g, IL 60\ 73. 

Blue Byte Software, Inc. • B70 E. Higgins Rood, Ste. 143 • S<haumburg, ll 60173 
Phone (800) 933-29B3 • Fax (847) 995-9956 • http//www.bluebyte.com 
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gressional 
Country 
Club, 
watching 
a practice 
round for 
the U.S. 
Open. 
John 
Daley, 

Jaej Nicklaus, Gary Nicklaus, 
and Gre.g ·Norman were get
tin1,f a feel for the monstrous, 
7,2QQ-yardl>ar 70 they'd be 
facing fotthe next four days. 
Norman sliced onto the cart 
path, where th·e gallery was 
arrayed. W.hen he came to 
inspect his',lie, his armed 
bod.yguaid kept pushing us 
further and further back. 
What the hell was he plan
nii;1g to do? 

' A few; seconds later, 
The Shai:;1<. fir-ec;l his errant 
shot right/down the cartpath, 
under the"tlbses of an unex
P.~ging ~a~frY, and onto the 
gree:n. TJii,ishortest length 
betweerftwo p.oints is, after 
aU] ):straight line, even if it 
goe#°through the trees and 
over a hill. It's not the shots 
you make so much as the 
ones you save that make for 
the great rounds. 

A group of us media 
had been given day 

More Links to Love 
................ ---------------

passes to the Open practice 
rounds by Access Software 
to see just how their version 
of the Congressional Country 
Club stacked up against the 
real thing . When I finally sat 
down with the new course 
disc, the first thing I did was 
chunk one onto the cart path 
at the fifth to see what 
Norman was up to. Sure 
enough, with just the right 
kind of pitch, you could clear 
the hill but miss the trees and 
make the green in two. 

Access has been in 
full blitz getting Links LS 
products onto the market; 
Congressional Country Club, 
Davis Love III at Sea Island, 
and the new Links LS 98 
all hit the stores within a 

couple of weeks of each 
other. Each adds something 
a little different to the Links 
golfing experience. 

I had a chance to sit 
down and talk to Davis Love 
III about his participation 
with Links, so let's start 
there. Love is the first tour

nament player to be 
added to Links LS 
(Arnold Palmer came 
with the original), ful
filling Access's original 
plan of adding the best 
players to the game. 
The Sea Island course 
comes with a full, ani
mated version of Love 
(you can play with or 
as him), as well as 
extensive multimedia 
foozles like interviews, 
biographical info, and 
a course tour hosted 
by Love. 

The course itself is 
Love's home course: 
The Cloisters at Sea 

Island, Georgia. Not only 
does it have special signifi
cance for Davis Love - he 
lives there, and his late father 
was its teaching pro - but 
it's also a beautiful course. 

Love is enthusiastic 
about Links. He befriended 
Access course photographer 
and scout Zeke McCabe at 
Bay Hill, where McCabe was 
showing Links LS: "I was 
attracted to the computer and 
went in and started playing. I 
really enjoyed it and followed 
along with each step as it's 
gotten better and better. To 
be asked to be in the game 
and then have it be at Sea 
Island, which is my home 
course, has made it feel like 
one happy family thing for 
me. Since I've gotten 
involved, Sea Island is 
thrilled to be included with 
the courses like Valderrama 
and Pebble Beach." 

Unlike a lot of sports fig
ures lending their name to 
games, Love apparently actu
ally plays Links at home. "My 
nine-year-old girl is the expert 
at playing the game," he con
cedes, "and she's still helping 
me with my putting. It's just 
like my actual game: I drive 
into the fairways, hit on the 
green, and putt terrible, which 
is how I do it in real life. 

"You can't believe how 
realistic the game is. Zeke 
and I sat down with Pebble 
Beach and I said, That guy 
has that same patio furni 
ture!' Seeing courses that I 
haven 't played is a real thrill 
for me: when we get to 
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Valderrama [for the 1997 
Ryder Cup], we're going to 
know what it looks like. We 
may not be able to know 
what the grass feels like, 
obviously, but we'll be able to 
say, hey, this hole doglegs to 
the left and goes uphill." 

To help the Ryder Cup 
team get a feel fer Valderrama, 
Access is providing the entire 
team with laptops and copies 
of the Valderrama disc for the 
flight over. 

As for his favorite part of 
Sea Island, Love names the 
fourth hole, "right behind my 
house. It's the hardest one on 
the course. The par fives on the 
back nine are the holes I do the 
best on. 'Seaside' [the back 
nine] are gorgeous holes." 

Davis also got a chance to 
sit down with the 
Congressional course disc 
before he went out to practice 
rounds for the Open. 
Congressional is a diabolical 
course. Watching players 
struggle with the monstrous 
par 5, 600-yard ninth showed 
just what a test this would be 
for the tournament. The con
troversial par-three eighteenth 
hole was the talk of the Open 
this year; a finishing par three 
is anathema for major tourna
ments, because it doesn't make 
for a stirring finish and doesn't 
allow for the winner's victory 
walk down a long fairway. 
Davis characterized it as the 
"easiest hole on the back nine, 
only because the previous 

eight are just brutal." 
It's a pretty, short-iron 
shot over water to a 
peninsular green, and 
finishes this long 
course in an oddly 
subdued manner. 

The biggest 
news, however, is 
Links LS 1998 Edition . 
While not a major 
reworking of the 
game, it does add 
significantly to the 
quality of the origi
nal. First off, it's a fuJ!y native 
Windows 95 program. This 
has a couple of effects: true 
TCP/IP Internet play is now 
possible through DirectPlay, 
and as many as eight players 
can compete over the net. 
Redraw times are somewhat 
faster, and the image quality 
is sharper than ever. Water 
reflections add greatly to 
course realism, as do animat
ed flags and the ability to see 
all opponents on the course 
while you're playing (even in 
net play). Two extra golfers, 
including a black golfer, have 
been added. 

The plan is to upgrade 
the main gaming engine 
every year, with Links LS 98 
being the current one and 
Links LS 99 in the works. 
While this engine is 
enhanced, Access is also 
working on the next-genera
tion engine, which will 
leapfrog the LS games. As 
the first iteration of the annu-

al engine, 98 offers enough 
new features to make it 
worthwhile to the hard-core 
Links player. The biggest dif
ferences are the Win 95 and 
Internet elements, but the 
overall nudge forward in 
visual quality is clear. The 
courses just look better. 

Links LS is going to con
tinue to be the industry 
leader. More courses are com
ing, including Valderrama, 
and Bruce Carver mentioned 
the possibility of including 
celebrity golfers like Michael 
Jordan in future versions. 
He also dropped a bit of a 
bombshell when he said, 
"Someday we will do a course 
designer, and when we do, 
it will be the best." There's 
still some ambivalence about 
this at Access, but it's a 
180-degree turn from its pre
vious attitude that the Links 
system is not conducive to 
user-made courses. 

PC GAMER September 1997 
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, uhlishing Projects 
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case, you choose a template 
,,for your project, then you 

manipulate that template to 
personalize the product, 
selecting clip art that comes 
with the packages or import
ing graphics from other 
sources, You can create and 
edit text, alter color schemes, 
and turn images around until 
you're satisfied you've left 
your mark on the project. 
Then you can print out your 
opus magnum and use it. 

Not every package offers 
all of these features . Picture It!, 
for example, has a different 
focus. With Picture It!, you can 
tinker with digitized photos, 
repairing red-eye, increasing 
contrast, cutting objects and 
people out of the background, 

and pasting objects and peo
ple onto new backgrounds. 
You could, if you were so 
inclined and you could get the 
digital images, superimpose 
Bill Clinton's head on Carol 
Channing's body. Isn't that a 
scary thought? 

While Picture It! includes 
templates for calendars and 
cards, it doesn't include as 
much clip art as the other 
programs, and the other pro
grams build better projects. 
Still, Picture It! is most useful 
- and I would go so far as to 
say most essential - because 
it is an easy tool for the com
plex process of manipulating 
digital photos. 

Greetings Workshop is 
most useful for creating 
greeting cards, signs, and cal
endars within a chummy 
interface. The program 
includes plenty of clip art, 
much of it Hallmark-quality 
creations . The program also 
includes a:n animated dog to 

guide you 
through the 
process of 
building a pro
ject. He asks 
you what you 
want to do, 
tosses out 
appropriate 
menus, and 
politely asks 
you to wait a 
bit while the 

rogram 
hews on your 
hoices . It's 
ard to go 
rong in this 
rogram with 
an's best 
iend leadin But with Greetings Workshop, 

you sacrifice power for ease. 
You can't change color 
schemes, and your template 
choices are fairly limited. 

Sierra's Print Artist offers 
the widest selection oftem
plates along with its pages and 
pages of clip art. Although I 
liked Greetings Workshop's 
clip art better, I loved the many 
kinds of printed projects 
Sierra's folks had thought up. 
Besides greeting cards, signs, 
and calendars, Print Artist 
offers templates for gift bags, 
doll houses, and pinwheels. 
With Print Artist, you can con
struct almost anything found 
on paper. The program's inter
face wasn't nearly as friendly 
nor graceful as in the other 
programs. ln fact, to import a 
graphic from another source, 
you have to use an old-fash
ioned DOS-like approach, 
clicking on the double-period 
symbol to move up through 
directories, and choosing from 
such non-Windows 95 direc
tory names as "MYDOCU-1 ." 
Not a pretty sight, but is it too 
much to pay in exchange for 
all those templates? 

Running a thoroughbred 
program like Microsoft's Pub
lisher 97 makes me think Print 
Artists ugly interface is, in 
fact, too dear a price. Of all 
these graphics programs, 
Publisher balances the tem
plates and clip art most effec
tively, and it offers options 
that the other software pack
ages don't. With Publisher, 
you can compose newspa
pers, web pages, and other 
highly text-based projects 
that just won't fly in the other 
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programs. It's not as easy to 
use as Greetings Workshop, 
and it lacks the pinwheels, 
party paraphernalia, and 
other cool templates that 
Print Artist provides. But you 
can do so much more, and 
with your help, your kids can 
do more, too. 

Picking 
a Package 
So whlch package should you 
buy? Quick, before the bliz
zard ruts and your kids are 
snowbound with nothlng 
more than a deck of cards, 
some books, and, heaven for
bid, some art supplies! As a 
grownup who cut her teeth on 
Macintosh page-layout soft
ware and who is devoted to 
Microsoft's interface style, I 
would have to recommend 
Publisher 97. But I have a 
good friend, not so intimate 
with computers, who would 
have to recommend Print 
Artist. She keeps phoning me 
to say how much she loves all 
the cool stuff she can make. 
And then there's that adorable 
dog winking at my kids in 
Greetings Workshop. I just 
can't decide. All I can do is 
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offer these scenarios. Maybe 
they' ll will help you choose: 

Scenario One opens on a 
handful of siblings trying to 
come up with something to 
do. They decide to use Greet
ings Workshop to print holi
day cards to sell to relatives 
and neighbors. With great 
ease, they each design a card, 
print out 10 copies, and com
pile packages of their original 
masterpieces. They tie them 
with ribbon and hlt the pave
ment with their wares. They 
create signs advertising their 
product and post them 
around the neighborhood, 
too. Maybe they make some 
money; maybe they build 
some self-esteem; maybe they 
have fond memories for fam
ily reunions decades hence. It 
was fun, and it occupied them 
for at least a day, maybe sev
eral days, depending on how 
many people bought their 
cards. And, best of all, they 
didn 't mess up your kitchen 
cooking up something to sell. 

Scenario Two opens on 
the same handful of siblings 
trying to come up with some
thlng to do. They decide to use 
Print Artist to create a suite of 
stationery, cards, calendars, 

and other tools 
of correspon
dence. They 
can print up 
matchlng 
envelopes, 
labels, and gift 
tags, too. They 
can market 
their wares 
with more than 
their charming 
faces, creating 
business cards, 
banners, and 
other imple
ments of 
advertisement 
to distribute in 
the neighbor
hood, and they 

can give away free pinwheels 
with their company's logo CT 
had to get those pinwheels in 
somewhere). 

But in Scenario Two, the 
kids have other choices 
besides a card manufacturing 
business. They could sell 
those pinwheels instead, as 
well as other paper knick
knacks available in Print 
Artist. They could also toss 
out the whole business idea, 
and plan a party. They have 
the technology to design their 
invitations and to create the 
place mats, hats, name cards, 
goodie bags, and so on - all 
in the same motif. 

In Scenario Three, the 
kids have even more choices, 
but some adult is probably 
going to be involved, at least 
in the startup process. They 
decide to use Publisher 97, 
and they get help from the 
homebound grownup to 
learn the software. Like the 
kids in Scenario One, they 
print greeting cards. Like the 
kids in Scenario Two, they 
print their own marketing 
paraphernalia . Publisher 97 
includes some great tem
plates for advertisements, 
and they use these. However, 
these kids are no longer lim
ited to advertising locally on 
paper. Now they can build a 
web page and advertise their 
wares on the Internet; Pub
lisher 97 features web-page 
development tools. Kids may 
need adult help to learn them, 

or vice versa. This new busi
ness is so hot, the flrst hand
ful of siblings must hire more 
kids . Soon they need an office 
newsletter to keep everyone 
informed - eas ily done on 
Publisher 97 - and next 
week, their Internet provider 
wants to film an ad about the 
company. Maybe these kids 
really build a business, or 
maybe they spend the week 
pretending to build a busi
ness, pretending they need an 
office newsletter and business 
cards. Whether real or imag
ined, the experience is rich, 
though complex; and it's not 
ava ilable without au the 
power of Publisher 97. 

Then again, maybe it's 
too complex - maybe it's 
more than a handful of sib
lings would want to tackle on 
their winter vacation. There 
are, after au, decks of cards, 
books, and art supplies to 
occupy their minds, too. You 
need to know how much time 
you want them to spend on 
the computer, on one project, 
with each other. Perhaps the 
tools to build a box of greet
ing cards is plenty. 

Regardless of which 
package you choose, try to fit 
a copy of Picture It! into your 
budget, too. It simplifies the 
process of turning digitized 
photos into art for whatever 
paper masterpieces you cre
ate in Greetings Workshop, 
Print Artist, or Publisher 97. 
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Microsoft's Publisher 97has most of the templates that other programs have. plus a 
well-designed interface and the power to work with text-heavy publications. 
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Intense 3D I 00 ... 
power-game performance 
at an entry-level price! 
Here's your weapon if you demand outrageous 3D 
and 2D performance. Based on Rendition's Ve rite 
graphics technology, the Intense 3D 100 delivers 
mind-stunning frame rates and intense images from 
games like Tomb Rainders, lndy(ar 11, Quake, mdk, 
Duke Nuken and many more. 

The critics have chosen Intense 3D 100, too. And 
awards like PC Magazine's Editor's Choice, Family 
PC's Best Buy, HomePC's Reviewer's Choice, (G's 
4-Star Rating, Windows Stellar Award and 
Computer Life's 4 Star Rating, mean you'll have 
the winning edge. 

Key features to help you crush your opponents 
include 4MB of RAM, bi-linear and tri-linear 
filtering for smooth, realistic surface and blood 
textures; anti -aliasing to remove jagged edges 
from flat foes; and, gouraud shading to provide 
photo-realistic shading effects which you can't live 
without. Also included with every Intense 3D 100 
accelerator are four accelerated 3D games so 
you can massacre your enemies ... 
and friends ... in style. 

So race to your local computer retailer 
and demand Intense 3D 100. Tell them 
the world will end if you don't get it. But 
tell them with a smile! 

Intense 3D I 00 ... 
it's made by Intergraph 
Computer Systems, 
so it's got to be great! 

I\. 
rendition 
r-e·a · d·Y 
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Intense 3D Voodoo ••• 
the most powerful 
3D graphics accelerator 
available! 
Here's the weapon of choice for Voodoo fans 
wanting to tea ch those with inferior gear a 
major lesson. And because Intense 3D Voodoo is 
based on Voodoo Rush technology from 3Dfx 
Interactive, you totally dominate your opponents 
with the absolute finest 3D performance and ... get 
true, accelerated 2D for Windows for when you' re 
feeling a little less dimensional. 

So now you can have the ultimate game thrill 
along with stunning performance for all your 
other PC needs like Web surfing, real-time video, 
multimedia, standard Windows applications 
and more! 

With features like 6MB of RAM, $-video and 
composite video out, anti-aliasing and full blending, 
the Intense 3D Voodoo is an unbeatable weapon. 

Don't wait! Get to your local computer retailer and 
tell them you want the Intense 3D 
Voodoo graphics accelerator. 
Tell them you've got to have it to win! 

Intense 3D Voodoo
it's made by Intergraph 
Computer Systems, 
so it's got to be great! 
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he world of 
Astronomy has 
been very excit
ing over the 
past couple of 
years, what 
with the possi
ble discovery of 
fossils suggest
ing there was 
once life on 
Mars, indica
tions of a plane
tary ocean 
beneath the sur
face of Europa, 
and signs of 
planets around 
a half dozen or 
so nearby stars. 
Astronomers 

now believe perhaps half of 
our galaxy's hundreds of bil
lions of stars have planets, a 
truly outstanding figure. 

But what does that have 
to do with computer games? 
Some of the most popular 
strategy games are the galac
tic empire titles, games like 
Master of Orion, Stars! or Pax 
Imperia 2, where the player 
builds an empire that spans 
the light-years. 

With the exception of 
some play-by-E-mail titles, this 
kind of game hasn't yet been 
brought online in a persistent
world Internet game. That's 
unfortunate, since science fic
tion remains a very popular 
setting, and part of the appeal 
of science fiction is that it's a 
plausible depiction of what our 
future might be like. 

Yet when we look at the 
current offering of space strat
egy games, we find game uni
verses only loosely based on 
science, using flat, 2D maps 
and made-up stars, and usually 
with only one habitable planet 
per star. Real Solar Systems, 
where they occur at all, are 
expected to have many plan
ets. And as our own space 
technology advances, it is 
probable that we will set up 
supply depots, mines, bases, 
and possibly colonies on any 
number of moons and planets 
of our own system. Every star 
system an interstellar fleet 
enters is likely to have as many 
interesting objects. 

Imagine an enemy inva
sion fleet entering the Solar 
System from some arbitrary 
point on the periphery. Its ulti-

Worlds Without End 
mate objective is Earth, but it 
must contend with defensive 
systems posted as far out as 
Pluto and Saturn and must 
seize potential bases and 
repair yards on Europa or 
Mars. And all the while, the 
planets and moons are in con
stant motion, revolving around 
the sun at mind-boggling dis
tances from each other. You 
can see how complex the tacti
cal battlefield of interstellar 
combat could truly be. 

Depicting the expansion 
of interstellar civilizations on a 
2D star map is like running a 
flight simulator on a flat sur
face: try to picture a group of 
P-51s and Zeroes that never 
leave the ground, but chase 
each other around a gigantic, 

flat parking lot. The only way 
the game designers get away 
with it, I guess, is because of 
people's lack of familiarity 
with outer space. Most of the 
games resemble the island
hopping of World War Two, 
without submarines and air
planes - flat-surface combat 
around fixed points. 

Ascendancy, whatever 
else you thought of that game, 
was on the right track, both 
with its truly alien aliens and 
its 3D, rotating star map, both 
in the strategic view (showing 
all stars) and in the tactical 
view (showing planets and 
ships around the star). But 
one of its failings on the tacti
cal level was that it did not 
give an accurate depiction of 
the vast volume of space 
spanned by a single star sys
tem; it had ships firing across 
absurd distances (dozens and 
dozens of astronomical units) 
and moving in gross, massive, 
turn-based leaps: in effect, 

teleporting. It will be interest
ing to see what happens with 
LucasArts' Rebellion . 

Interstellar tactical com
bat has been well depicted in 
such paper-based roleplaying 
and strategy games as Starfleet 
Battles and Traveller, although 
in the absence of computers 
those games had to settle for a 
2D depiction of space. But for 
games that can use a Pentium 
computer and an advanced 
graphics card, there's no rea
son not to use a 3D map. 

To demonstrate that cre
ating realistic 3D star maps of 
the actual, known near-Galaxy 
for the purpose of games is 
not impossible, here's a site 
where it's already been done: 
Some devoted science fiction 
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tween characters in your 

could erupt in the middl 
of combat. The magic system 

role- for this game is what's really 
g games interesting, though. Through 
aking a the course of the adventure, 
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ghosts to attack the enemy. 
Combine them, and it'll recre
ate the final scene of Raiders 
of the Lost Ark, when the spir
its rose from the dead to 
wreak vengeful havoc on the 
enemy. The game will contain 
more than 100 spell effects, 
which makes the potential for 
variety staggering. 

Along with a 54,000-
word voice-over script, 15 
relatively non-linear chapters, 
and 180 locations to explore, 
the game sounds great. And 
judging by some of the art
work we've seen, the 16-bit 
color and specialized artists 
hired for the job are creating 
a visual feast. The title is 
slated for early next year. 

It's a familiar debate: which is 
better, a PC roleplaying game, 
or a console RPG like Final 
Fantasy? It's really a pointless 

argument, since the two are so 
different. PC roleplaying 
games are usually known to be 
first-person affairs with tons of 
character stats, lots of magic 
spells, and real-time, mouse
clickin' action determining 
combat - on consoles like the 
Sony PlayStation and Sega 
Saturn, everything is turn
based, with menus that let you 
choose what actions you'll 
take. Still, some gamers think 
the console RPGs are far supe
rior - especially those by 
SquareSoft. They say the con
sole games have had a depth 

-of story and character devel
opment rarely seen in a PC 
roleplaying title. 

It's not surprising, then, 
that as the console systems 

With tons of 
roleplaying 
games just 
over the 

horizon, it's 

easy for a 

,c good one 

. to be lost in 

the clutter. 

Good thing 

there's some

one to sift 

through them 

all for you .... 

approach the computing abili
ties of a desktop machine, and 
the RPG market starts to swell 
with titles again, that we' re 
starting to see console-style 
RPGs developed for the PC. 
Septerra Core is just one 
example. SquareSoft is work
ing a Windows 95 port of 
Final Fantasy VIl, its latest 
game for the PlayStation; and 
ION Storm, John Romero's 
new company, is hard at work 
on Anachronox, a game 
inspired by the Final Fantasy 
series and Chronotrigger, also 
by SquareSoft. 

I'm curious to see 
how these games will be 
received by the PC commu
nity. The arguments between 
the two factions usually 
degenerates to "PC RPGs 
suck! Consoles rule!" and vice 
versa. ln any case, I'm glad to 
see some changes coming to 
PC roleplaying. 

Online RPGs 
Okay, here's a question for all 
you readers who spend hours 
and hours online, playing in 
virtual fantasy worlds like 
Meridian 59 and The Realm. 
The topic of reviewing online 
roleplaying games has been 
bandied around the PC Gamer 
offices for some time now. It's 
obvious that these online RPGs 
need to be covered, but no one 
can really agree on how it 
should be done, or when. 

So how would you like to 
see PC Gamer handle this 
issue? Should we only review 
online games when they're 
shrink-wrapped and put on 
store shelves? Review them 
when the free beta period 
ends, and the service starts 
charging money? Not all 
games match these conditions. 

We've got our own ideas 
on the subject, but I'd like to 
hear from the people we really 
work for. So write in and let us 
know what you think. Send 
your comments and sugges
tions by snail mail to: Online 
RPGs, Michael Wolf, PC 
Gamer, 150 North Hill Dr., 
Suite 40, Brisbane, CA 94005. 
Or, even better, send your 
thoughts directly to me via E
mail (put 'The Online RPG 
Quandary" in the subject line) 
at mwolf@pcgamer.com. 

ll!CG 
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The Ultimate Online Resource for Wargamers! 
aybe this 
has hap
pened to 
you, too: 
it's late at 
night, 
you're 
swilling 
beer and 
playing a 
hot-seat 
game of 
Empire 
with a 
grognard 
friend . 
The con
versation 
rambles. 
He says: 
"Too bad 

nobody's ever done a game 
about the campaigns of 
Charles X!Ith ... . " 

"Somebody did," you 
reply smugly. "For the Atari, 
back in 1980. It was called 
The Sword Does Not Jest, 
and it was published by 
Butnbershoot Software." 

"I'll bet you a case of 
Tree Frog Beer you're mak
ing that up," your friend says 
snidely, knowing there is no 
way in hell (unless you have 
a dusty copy ofthat game 
stored 1n the attic) you can 
prove your assertion. 

Now you can. You can 
settle arguments, browse the 
bibliographies of your 
favorite designers, and learn 
exactly how many Napoleonic 
wargames have been pub
lished, when, for which plat
forms, and by which com
pany. And a whole lot more. 

Just go on the Net and 
type in: www.pressroom.com/ 
-meb. This wjll take you to 
the Home Page of arch-grog
nard M. Evan Brooks, who is 
compiling a truly awesome 
encyclopedia of computer 
wargaming .):ti story and lore. 

There is no colleague in 
the field for whom I have 
greater respect. Evan was 
Wargames Editor for 
Computer Gaming World for 
a decade, and now freelances 
for dozens of publications, 
including those of the profes
sion al armed forces. He is an 
adviser to the National 
Defense University, and 
earned th,e Bronze Star dur
ing Desert Storm. No one -
and l m,ean no one - knows 
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more about wargaming. 
The heart of Evan's new 

Home Page is an awesome 
"Anthology" that lists, by his
tor ical period, every com
puter wargame ever pub
lished. Games are rated on a 
one- to five-star basis, with 
out-of-print games rated 
accord ing to the reviews they 
received at the time they 
appeared. To be sure, games 
published for the Atari 800 
and the C-64 are simply not 
playable today, but as Evan 
says, "some of them did 
achieve milestones and 
should be recognized fo r 
their contribution." 

The Anthology is, and 
always will be, a work in 
progress; Evan plans to 

update it on a month-by
month basis and is presently 
expanding it to include sci
ence fiction games as well as 
those based on real history. 
Reading through it, I was 
amazed at how many good, 
solid, games were produced 
during the earliest days of 
home computing. I was also 
reminded of how much fun I 
had with a lot of "Golden 
Oldies" during my first years 
as a reviewer. I kept thinking: 
God, I wish I still had a copy 
of that game! Only to realize, 
of course, that if I did still 
have it, I'd have to go to 
some computer museum in 
order to play it. 

The lengthy table of con
tents also contains a most 
authoritative list of "Quin
tessential Games" that belong 
in every grognard's collection, 
and a comparable list of 
games suitable for use by the 
professional military. In almost 
every instance, I concur with 

Evan's opinions 
(although we part 
company on Patriot, 
which he regards as a 

Y, &oo, r,-o...-~~ ...... .. 
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M. Evan Brooks Home Page 
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useful training aid for -ov..,_L1-:t1~:i:;!:.=~=~ ....... t--

officers and I con- _,_._.......,_ 
sider so utterly bor
ing and unplayable as 
to be worthless for 
any purpose). 

Every program
mer who's ever 
designed a wargame, 
from the most 
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Brooks' web site is far from flashy, but it contains 
a wealth of wargaming info from a true expert. 

famous to the most obscure, 
gets a full bibliography. If, for 
example, you're a big fan of 
Roger Keating's games, you 
need simply click on the Jetter 
"K" to learn how many games 
he's done (15, it turns out), 
what they were, and when 

they were published. 
There's a news and 

rumors section, of course, 
where Evan delivers the latest 
dope with the gusto of a New 
York gossip columnist and an 
occasional burst of the acer
bic in-your-face wit that has 
earned him, in some quarters, 
the title of "The Harlan 
Ellison of Wargaming". 

I've spent a lot of time 
browsing the "Recommended 
Websites" chapter. It, too, is 
constantly updated and cur
rently lists 15 sites devoted to 
(mostly) wargames and sims, 
including some I'd never 
heard of and certainly intend 
to check out. There are some 
fascinating links here, includ
ing online bookstores that spe
cialize in historical titles. The 
most bizarre listings are those 
for the official North Korean 
news agency and the Tupac 
Amaru terrorists of Peru! 

And if any of you read
ers are contemplating a 
career as free lance reviewers, 
either in print or online, by 
all means give a careful read
ing to Evan's "Sample 
Contract for Reviewers." It's 
a model of its kind (I've 
already faxed a copy to my 
agent). The polymorphous 
Mr. Brooks, you see, is also a 
tax and fiduciary attorney for 
the Internal Revenue Service. 
If you went to an ordinary 
lawyer to have such a docu
ment drawn up, you'd not 
only pay through the nose, 
but the chances are high that 
he or she wouldn't have the 
slightest idea how to protect 
your rights when it comes to 
Internet publication. 

All in all, this Home 
Page is a truly heroic under
taking and a priceless source 
of information for everyone 
who plays wargames . 

l!CG 



SLAND 

Land, Air & Sea Combat M A R 

That Spans the Glob,~J ~ ~ 
o sr;r.W&li;.Qm~f. tQ the Pacific, one of World ~~ ,.., 

War H's most magnificent battlefields. ~ 
N•Welcome· alslf"'fo PACIFIC GENERALT>I . .. 

T 1.,),-r> ' .,. ~ ' ~ 'm 
NOIJWIN H LANDS '!EEF. • 

one ot,tne·wodd'unosi magnificent strategy games! 
ATOLL, " "'- PAtc!N POHAPE 

PULUWAT ATOLL ISLAND MOl<IL 

ATOLL PULUSUK KIJOP ~ ';• LOS"PATOL£ ••- -VOLL 

Built'arounct'a significantly modified 5-STAR Sg,RLES: 1

, 

game engine,.PACIFic'l}ENERAC features a n;;1x.RAE 
created naval combatcnibdel fov high-seas realism. 

Campaigns and scenarios playable as Japanese 
'J I 1 1 

i · ei • ·~ ~
1 i 1 11l s I c a , «>r American forces. True head-to-head play 
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SIM COLUMN 
DRIVING • FLYING • FIGHTING • BUILDING • ETC. 

The Other Rir Wars 
t's early June as I write 
this column, andJ've 
been watching · 
"Vietnam: A Television 
History," part of the 
excellentl'BS serJes 
'The &nerican 
Experience.'~ No, I'm 
not the kind of 
J;;>seudo-intellectaa\ 
who only Watches 
public television.:_ but 
if a little education is 
g'oodfor the soul, then 
:''Oietnam: A Television 
Histor,y" is some 
mighty tasty soul food. 

The·show -
with its striking, often 
shocking, ;film footage 
and firs!'person 

accbtmts frol!J; people who 
. fou:od themselves on either 
: ,; side of the copflict - really 

., t4 b'rir!,gS homejysthow little 
:- uioSt of us know about the 
J " war-in Vietnam.'lt manages to 
: convey a,~ot of the Vietnam 
: ;)'exp~rience by interviewing 
I soldiers and civilians who 
! actually Jived through the hor
i iorp we saw on the evening 
: pews. As the $Row's title 
: ' irnJ?Aes, it ~ells t\i.e story of the 
, warm VIV:id Video footage, 
: . but te eyewitness' accounts 
l 'Ygive thevideo ,i''human voice, 
~ amtthey Jllal.<El it m;i1;>0ssible 
. to g;istance you;r:self from the 
· · tvyo-dimensjonal pictures on 

fb.e sereen. J ou. get a -sense of 
tl;le confusion/ {ear, and guilt 
.our soldiers felt - as well as 

. the slmple courage aod nobil-
' ' ity oftb_e_men and.women who 

volllQ.tee:ced._ to go to Vietnam, 
(or who obeyed Uncle Sam's 
orders to go). · 

, It's a great documentary. 
l :what does it have to do with 
:~ sjl:ns,? We)l, ffigure anyone 
· 19:t~ested in combat sims is 

"ptopably intei;ested in the his
to1.:f of cqmbat:.'- and at the 
:risk of sounding philoso'ph,ical, 

. 1 tbm:k anyone :woo 'likes to 
. ,; .,p)ay a't ~ar .sl'lotild. try to 

: . un,dtfrstand w)lat it's like.when 
\ the sliells, and bombs are real 
1 The snow also got me 

tl:iinking about what little vari
ety we have in PC combat 
siJ:ns. Seems like evefy new 
int tliat hits the .ma°rket these 

·d.ays
0
dea1s With recreations of 

De(>ei;t StoFm o:i; hypothetical 
near~ tui:e c01:iflict:S in Eastern 

.E;urope, ilie Persian Gulf, or 
the Wr1:1 WoFld. There's the 

occasional trip back to World 
War One or Two, but that's 
about it. Two major conflicts 
that took place since the begin
ning of air combat haven't 
been addressed in years. 

The Korean War brought 
the first jet combat, with U.S. 
F-80s and F-86s facing off 
against the Russian-built MiG 
15. Guided air-to-air missiles 
hadn't been invented yet, so it 
was still guns vs. guns, but 
the speed and sheer climbing 
power of the jets made it a 
whole new ball game for 
fighter pilots who'd racked up 
kills in prop-driven fighters 
during WWII. It's an era wor
thy of simulating, and yet it's 
barely been touched. The 
most recent air combat sim to 
cover the conflict in Korea 

was Chuck Yeager Air 
Combat - still a great 
game in many ways, but it 
didn't go into much detail, 
and it's pretty primitive by 
today's standards. 

The Vietnam War was 
even more significant in the 
history of air combat. This is 
where air-to-air missiles and 
guided bombs got their first 
wartime trials, and it was 
over the jungles of Southeast 
Asia that the first true attack 
helicopters flew (the AH-1 
Cobra was based on the 
Huey, Vietnam's omnipresent 
utility chopper). And yet 
Vietnam has received only a 
little better treatment in sim
ulations than the Korean War 
has gotten. Most recently, 
some Vietnam-era planes and 
missions were included in 
Jane's Combat Simulations' 
U.S. Navy Fighters '97, but 
there wasn't a lot of depth to 

be had. To find that, we have 
to go back to Spectrum Holo
Byte's Flight of the Intruder, 
based on the Stephen Coonts 
novel. It was an excellent 
game for its time; it let you fly 
multiple A-6 Intruders and F-4 
Phantom lls, and it introduced 
a lot of great features that are 
still rare in today's flight sims. 
But that was in the early 
1990s, and now Flight of the 
Intruder is even more dated 
than Yeager. 

A developer called Eagle 
Interactive is doing its part to 
see that the Korean conflict is 
given the full, serious, late-
1990s simulation treatment. 
Eagle's Sabre Ace, published 
by Virgin, covers the F-80, F-
86, and MiG 15 as well as two 
prop-driven planes - the 

U.S. F-51 Mustang and 
Russia's Yak-9. 

I've had a chance to play 
a very early version of Sabre 
Ace, and looks like it'll be a 
pretty sharp sim. 

The graphics are very 
pretty, especially if you've got 
a Rendition-based 3D accelera
tor, and the planes' flight mod
els are convincingly done; even 
in the jets, you won't be whip
ping around the sky the way 
you can in the F-16 or F-22 
you're familiar with. 

Judging from my limited 
experience with it, it looks like 
Sabre Ace is going to be really 
tough; flying around atjet 
speeds with no missiles 
requires skills I never learned 
in all the WWII and present
day sims I've played. But I 
have a feeling if I can get the 
hang of Sabre Ace, I'll be bet
ter at those games, too. 

At this early stage in its 
development, it's hard to say 
exactly how good Sabre Ace 
will be. But I'm hoping it'll be 
great, because Eagle Inter
active has plans to follow 
Sabre Ace with similar air 
combat sims set in later eras -
including Phantom Ace, a 
Vietnam War sim. That's some
thing I look forward to, and I'll 
be even more eager to get my 
hands on it if Sabre Ace lives 
up to its own potential. 

Still, I'd dearly love to see 
an update of Flight of the 
Intruder - or any Vietnam-era 
sim as detailed and complex as 
that game was - done with 
today's technology. And I'd 
pay good money for a heli
copter sim that dealt with the 
Huey gunships and early 
Cobras in Vietnam. 

Software companies are 
always looking for ways to 
make their products stand out 
from the crowd, and yet there 
are five different F-22 sims 
either on the shelves or in 
development, not to mention 
several covering the F-16, the 
M1A2 Abrams tank, and the 
AH-64D Longbow Apache 
helicopter. If sim developers 
really want to distinguish 
themselves from the competi
tion, maybe they should fol
low Eagle's lead and tackle 
wars and weapons that 
haven't already been done 
several times over. 
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Shadmu lUarrior is here. Lo lUang. 

#I Assassin. #I Yakuza abuser. 

#I Freak fragger. #I mutant mutilator. 

#I reason to be scared of the dark. 

#I Son-of-a-Ditch. So say Sayonara to 

all the ninja wannabes that haue gone 

before and put on your combat sandals ... 

Lo lUang is coming to the Land of the 

Rising Sun to turn out the 

lights. Shadow lUarrior. 

The Zen is going to hit the fan. 

"There's no doubt that Shadow Warrior 
cremates the competition." 

liameSlice Uleekl~ 
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STRATEGY 
CENTRAL 

SOLUTIONS • TECHNIQUES • QUICK TIPS 

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

1] 
ungeon Keeper 

is finally here -

and it's one 

game that lives 

up to the hype. But we 

know that it's also tough, 

so here are some tips to 

help with the rough 

spots. We've also got 

hints for Comanche 3, the 

second part of the solu

tion to The Last Express, 

and more, so come on in 

- the water's fine! 

Dungeon Heeper 
Vile and twisted tips for the accomplished evil-doer! 
After releasing such hits as Populous, Populous II, PowerMonger, Syndi
cate, and Theme Hospital, the good folks at Bullfrog have consistently 
proven that they're one of the most inventive developers of computer 
entertainment. And under the direction of master game designer Peter 
Molyneux, Bullfrog's Dungeon Keeper fits in easily with their long her
alded classics, mounting a wicked revolt against the powers of good by 
conjuring the forces of evil and putting you in direct control of a malevo
lent army of ghoulish creatures. But being the ultimate bad guy is a 
tough job, and there are many hazards along the way, so we've ventured 
into the darkness to bring you a compilation of tried-and-true tactics for 
converting the world to your evil ways. 

··············--------------------------
Dungeon Keeping 101 
The first order of business in Dungeon 
Keeper is to learn the high art of building 
creature accommodations, research 
rooms, and treasure stores without giv-
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ing away your position to those pesky 
adventurers. But be warned, the hazards 
are many and even the most basic func
tion - collecting gold - can lead 
fledgling Keepers to their doom. 

Upon entering a dungeon, examine 

Write to us at: 

150 North Hill Dr., 
Brisbane, CA 94005 

or 
E-mail: 

peeceegee@aol.com 
www.pcgamer.com 

the map for gold or gem seams tucked 
away in the forbidding rock and use your 
imps to mine your way to riches. Since 
building a successful dungeon and 
attracting the best creatures requires a 
vast amount of treasure, you'll want to 
collect all of the nearby gold as soon as 
possible, but don't let greed become your 
undoing. Until you 've lured a sufficient 
number of creatures to your cause, you'll 
want to avoid any irregular edges (not a 
perfect square) within the gold seam -
these are telltale signs that an opening is 
just on the other side - any breach in 
your defenses could give adventurers 
free and easy access to your dungeon 
before you're prepared to strike back. 

You can also make the mining pro
cess go much faster by using your imps 
to maximum efficiency. After mining 
your first gold seams, don't bother build
ing a treasure room in a new location, 
since the imps will have to collect the 
gold and carry it there. Instead, build the 
treasure room in these mined caverns to 
allow your imps to fill the room with little 
effort. If the imps are required elsewhere, 
you can collect the gold manually and 
drop it into your treasure room, free ing 
up your imps entirely. 

If you are lucky enough to have a 
gem seam nearby, mine all of the nearby 
gold before tapping into these limitless 
riches, since gems take much longer to 
mine and don't yield any usable space. 
But when you're ready for riches beyond 
belief, place a large treasure room as 
close to the gem seam as possible and 
watch it fill to capacity. 



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

Now that gold is flowing freely within 
your dungeon and you 've got some 
room to grow, you'll need to address the 
needs of your minions by providing lairs 
and hatcheries to house and feed your 
creatures. Additionally, you 'l l need to 
build research and training rooms to turn 
them into lethal assets. But building a 
successful keep isn't as simple as carving 
out rooms, since the performance and 
quality of your creatures directly relates 
to your ability to design a dungeon that's 
as hassle-free as possible. 

To be successful, build each room 
of your dungeon as open and accessible 
as possible. Construct lairs and 
hatcheries close to each other, allowing 
the creatures to feed with ease - this 
will improve the morale of the creatures 
and keep them from wasting time and 
energy wandering through your dun
geon. Treasure rooms, libraries, training 
rooms, and workshops should be near 
the lairs and hatcheries as well , allowing 
the creatures to practice their vile arts 
and get paid on payday without hassle. 
As more elaborate rooms such as tem
ples, scavenger rooms, and graveyards 
become available, you'll probably want 
to add additional lairs, hatcheries, and 
training rooms to provide easy access for 
the new creatures these rooms attract. 

Size also plays a part in keeping 
your creatures happy. Early in the game, 
small lairs are sufficient to attract the 
low-level creatures, but you ' ll want them 
large enough to avoid overcrowding. To 
lure more powerful creatures later in the 
game you ' ll need to think big - lairs of 
more than 25 squares - to properly 
seduce them. Creatures such as Dragons 
and Bile Demons require at least four 
squares each to be comfortable, so make 
sure your dungeon has room to grow. 
And it's important to remember that 
some creatures are naturally hostile to 
each other, so creatures such as spiders 
and flies should be kept in separate lairs 
to avoid fights. 

But attracting the best creatures can 
be boiled down to one simple rule; the 
more powerful a creature is, the more it 

expects from a dungeon. And if you 've 
put little effort into designing an attrac
tive dungeon, few creatures will join 
your ranks. 

Also remember that the portal is the 
main entrance for most creatures, and 
you can control the quality of your min
ions by building your dungeon in great 
detail before tunneling a path to the por
tal. This portal can also prove effective in 
ridding your dungeon of greedy and 
unruly creatures as well. If you're 
unhappy with the quality of creatures 
within your dungeon, or just want some
thing other than beetles and flies, take 
any unwanted creatures and banish 
them in the por
tal. Once ban
ished, these 
creatures will 
not be able to 
return, and their 
absence will 
allow other 
creatures to 
venture into 
your domain. 

Might and 
Magic 
Once a variety 
of creatures are 
inhabiting your 
dungeon, the 
next step is to 
exploit them to 
their fullest 
(after all, they'd 
do the same to 
you). You'll 
want to build all of the advanced rooms 
(libraries, workshops, training rooms, 
etc.) as soon as possible to yield the best 
results. But each of these rooms must be 
managed with great care. 

Training rooms, for example, are a 
constant drain on your economy since 
you pay for each creature's training. If 
your economy can't bear the cost of 
training all of your creatures, ensure 
that your top creatures receive some 
level of training, and if needed, sell the 

training room when your gold stores 
begin to run low. 

Libraries require their own sort of 
management, since you ' ll need enough 
room for all of your warlocks and drag
ons to research and store spells. When 
you receive an announcement that a new 
spell has been discovered, check on your 
libraries and see if the storage and 
research space is sufficient, but whatever 
you do, don't sell off your libraries once 
you've researched everything - you'll 
lose all of your spells. 

The workshop works much like 
the library, since creatures need room 
to create and store their creations. 
During early levels, a modest 4x4 work
shop should do fine, since the creatures 
won't be able to build many traps or 
doors. In later levels, you'll want to carve 
out a large workshop to build to your 
fullest potential. 

The Harder They Fall! 
Now that you have an army of creatures, 
spells, and traps at your disposal, it's 
time to examine the enemy's tactics and 
plan your defense. Most adventurer 
armies will begin exploring the map 
very quickly in an attempt to find a 
breach in your dungeon. But if you allow 
your imps to take a breather in between 
building rooms and tunneling, they'll 
automatically reinforce all of your dun
geon walls in their spare time. These 
reinforced walls prevent adventurers 
from tunneling directly into your dun
geon and allow you to fine tune your 
dungeon and train your creatures until 
you're ready to strike. 

Roshar 
the Disci
plinarian 
Though much 
of the game 
involves out
building and 
out-thinking 
your enemy, 
keeping your 
creatures in 
line is a vital 
component for 
the successful 
keeper. If your 
creatures are 
unruly and 
undisciplined, 
chances are 
they'll be hard 
to manage in a 
fight. By regu
larly slapping, 
training, and 

torturing your forces, you'll achieve the 
best results and hear less grumbling 
from your vile crew. 

Few creatures are exempt from 
these forms of harsh discipline, and even 
the lowly imp can benefit from a dose of 
loving torment from their keeper. Regu
larly slap your imps around to achieve 
greater productivity and train them to 
increase their speed and efficiency. For 
more orderly behavior from the rest of 
your crew, simply torture a unit from 
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each creature class to increase their loy
alty, and to lower the cost of each unit. 
But there are exceptions to the brutal dis
cipline route; the horned reaper doesn't 
respond to any form of abuse, and if you 
mistakenly slap one, chances are you' ll 
lose the level. 

While torture is an effective means 
of control, there are other means at your 
disposal as well that are just as effective. 
When you receive a report of an angry 
creature, press T to jump to your trea
sure room, pick up some gold, then 
press A to jump to the angry creature 
and lavish them with a bonus. 

Know Your Dungeon 

DUNGEON HEART 
The dungeon heart is the source of your 
power, and without it, all is lost. Your 
dungeon design should always reflect 
the importance of this vital component 
by surrounding it with a protective ring 
of rooms. Training rooms are extremely 
effective rooms to place near a dungeon 
heart since the bulk of your creatures will 
congregate there. If you have a work
shop working, make heavy use of traps 
and doors to slow the enemy's entry to 
the dungeon heart. 

The portal is the point of entry for crea
tures who want to join your ranks, but if 

, PC GAMER September 1997 

".-
t. • t '.fl -• 1' .•. '"1; 
J. ~ t " .., -

:1 11a 1 11· ,·1 1 r1; r1 •J ~i' (l ,·:, _.., ~-

We've said it before and we'll say it again, monsters love chickens. In order to ensure your baddies get 
their daily allowance of poultry build a large hatchery near your lairs and training rooms. 

you find your dungeon overcrowded 
with weak, unruly creatures, it's impor
tant to remember that it's also an exit. By 
picking up any creatures you find unde
sirable and dropping them back into the 
portal, you'll be able to banish all crea
tures of that type from entering your 
dungeon. This trick is especially effective 
during multi -player games to gain more 
powerful creatures quickly. 

Obviously, the treasure room is impor
tant to every keeper simply because it 
stores gold for future use, but if poorly 
designed or defended, an invading army 
of adventurers will use it as their one
stop shop for instant riches. If you' re 
using a single treasure room to store 
your gold, you'll want your treasure 
room to be near the lair and hatchery for 
ease of use, but the design should reflect 
security as well. Don't expose the room 
to easy invasion by tunneling hallways 
from all sides; instead, try to limit access 
to one entrance. When available, place 
traps and doors for defense. 

In multi-player mode (especially 
when facing more than one player), 
you'll want to have multiple treasure 
rooms scattered throughout your dun
geon, and protected by a ring of traps 
and creature filled rooms. 

LAIR 
The primary habitat of your creatures, a 
successful lair will have room to grow 
and be situated near the training room 
and hatchery. Multiple lairs may be nec
essary to segregate natural enemies like 
spiders and flies. 

HATCHERY 
Hatcheries serve as the source of food for 
all of your creatures and is one of the first 
rooms you should build. Though a small 
hatchery can serve an entire dungeon 
with little maintenance, you'll want to be 
careful in placement of this room. Build 
the hatchery close to your lair to achieve 
maximum efficiency and high morale. 
Chickens produced can also can be used 
to strengthen units during battle, training, 
or torture by simply picking up a chicken 
and dropping it on a creature. Chickens 
are also good for a laugh when used in 
conjunction with the prison - drop one 
in and you'll see what we mean. 

TRAINING ROOM 
In order to gain an edge over your oppo
nents, you'll need a fairly large area 
(preferably near lairs and hatcheries) for 
an effective training room, and one that's 
easily accessible by all creatures. 
Though most creatures will train auto
matically, in order to run your dungeon 
at maximum efficiency, you'll need to 
train imps and other units manually. 
Once you have a few spells and rooms 
researched, valuable units such as War
locks and Dragons can become 
extremely deadly by training - improv
ing their combat skills and research 
times with great effect. 

In order to keep costs down when 
gold supplies are short, reduce the size 
of your training room by selling off por
tions of the room which will limit the 
number of creatures training at a time. 
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The focal point for researching new 
rooms and spells, libraries are a neces
sary feature of every dungeon. The basic 
demand of the library is that of size. 
You'll need to build a library large 
enough to create at least one bookshelf, 
otherwise research will progress slowly. 
As spells are added to your spellbook 
additions may be needed to add extra 
storage space. 

WORKSHOP 
Need traps, doors, and other decor for 
your dungeon? The workshop will turn 
these out in abundance, but you'll need a 
fairly substantial amount of room to 
store and create the variety of items in 
later missions. 

BARRACKS 
A more attractive version of the lair, the 
barracks attracts higher quality creatures. 
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This simple ' room' is 
exactly as it sounds. Put 
monsters in it and leave it 
alone. If the enemy comes 
looking for trouble a cou
ple of these in place 
stocked with bile demons 
is all it takes to to intercept 
them before they locate 
your dungeon heart. 

If you 've set your crea
tures to capture enemy 
units the prison room will 
serve to contain them, and 
as a bonus the bones of 
the dead may rise up and 
join your army as power
ful skeletons, but there are 
hazards when keeping 
these captured units inside 
your dungeon. If your 

prison is too small and overcrowded, 
breakouts are inevitable, and if the room 
was filled with enemy imps you may lose 
control of important dungeon rooms 
before you can react. 

But when deployed properly the 
prison can be secure from breakouts and 
even save you money in training costs 
by providing free combatants for your 
creatures. Build a prison with only one 
entry point away from your main dun
geon - usually far enough away from 
the dungeon heart and vital rooms to 
diminish any threat from a breakout -
and place a locked door at the entrance 
(to slow any escape attempts). Now 
build a room nearby in similar fashion, 
one with a heavy locked door away from 
the main dungeon and place captured 
heroes in this room. Grab creatures from 
the training room and drop them into 
this newly formed 'practice' room to gain 
experience in battle without cost. 

TORTURE CHAMBER 
In order to keep creatures in line and 
payments from getting out of hand, reg
ular torture of each class of creature can 
bring the most unruly characters under 
your control. Torture Chambers are also 
useful in attracting Mistresses, who fre
quent the chamber willingly as part of 
their training. 

GRAVEYARD 
The graveyard helps tidy up your dun
geon by taking the role as final resting 
place for your fallen enemies and com
rades (apparently your creatures feel a 
bit nervous when they see their friends' 
bodies lying around). Even though it 
doesn't generate creatures on its own, 
once you have access to the graveyard 
you'll be able to attract vampires. To use 
it to its fullest, you'll want to place this 
room near a battle, close enough for 
your imps to collect and carry the bodies 
of the fallen before they decompose. 

SCAVENGER ROOM 
The psychic abilities of the odd eyeball 
plants in the scavenger room allow you 
to temp creatures to join your side or to 
flee the enemy's camp. And by placing a 
creature in the scavenger room you'll be 
able to attract creatures of the same type 
to enter your dungeon. There are really 
no requirements for using the room, but 
you'll may want to experiment with loca
tions and sizes to get the best effect. 

TEMPLE 
A defense against the effects of the scav
enger room, build these to keep your 
creatures under your control. 
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'STAR TREK FLEET ACADEMY' Before Captain Kirk, Commander 
Chekov and Captain Sulu were legends, they were cadets at the most 
celebrated school in the universe, the Star Fleet Academy. Test your 
ingenuity, leadership and courage and detenmine rr you have what ij 

takes to graduate 1st in your class. 
Interplay (Adventure) 

Release Oate:NOW PC CD $55 

'BETRAYAL IN ANTARA' An empire over time has 
fallen pry to corruption and decay. Today a well· 
meaning Emperor faces a crumbling infrastructure 
where bribery, intrigue, nepotism, deceit and 
assassination run rampant. 

Sierra (Roleplaying) 
Release Date: NOW PC CO $48 

'PACIAC GENERAL' You will command the Pacific as no other 
general has. Victory conditions are based on capturing enemy 
hexes, losses to your own forces and enemy casualties. Night 
scenarios reflect the Japanese penchant for surprise night attacks. 

SSI (War) 
Release Date: NOW PC CO $45 

'THRUSTMASTER MILLENNIUM 30' Raise shields, 
identify your target, and with the exclusive 3D pitch
over grip, swing around and wipe out your opponent, 
as you watch the explosions rip through your 
enemy's hull. 

Thrustmaster (Hardware) 
Release Date: 10/97 PC $79 

'THRUSTMASTER NASCAR PRO STEERING WHEEL' fea
tures wheel mounted buttons used for shitting, rev limiting or 
other racing functions, separate gas and brake pedals, posi
tive-throw shift lever with tactile/audible feedback and more. 

Thrustmaster (Hardware) 
Release Date: NOW PC $108 

'ARMORED FIST 2' Experience ground combat as 
the Army's newest tanks tear across 3D Voxel 
Space where the sense of realism and accuracy 
will not be duplicated. Sit in on live action mission 
briefings and actual footage of armored vehicles. 

Novalogic (Simulation) 
Release Date: NOW PC CO $49 

'FORMULA 1 '97' You can race as any driver or 
team on any of the world 's Formula 1 courses, 
with each track modeled from life in inch-perfect 
detail. 

Psygnosis (Simulation) 
Release Date: NOW PC CO $48 

'ULTIMA ONLINE' allows literally thousands of peo
ple to exist simultaneously in the same fantasy 
game world over the Internet. Engage in battles 
with other players, take on perilous quests or chat 
in a tavern over a goblet of virtual wine. Pre-order 
now and receive tree map print and keychain. 

Origin (Roleplaying) 
Release Date: NOW PC co $45 

'STARCRAFT' Wasteful, short sighted and quarrelsome 
humans pillage world after world. You must gather your 
resources to accomplish your goals, either freedom or 
galactic domination. 

Bliuard (Strategy) 
Release Date: NOW CD $46 

'GIRLFRIEND DONNA' With your new girlfriend 
game, you can get to talk to one of the cutest 
women in the world IN PLAIN ENGLISH' Our 
game features and artificial intelligence break
through. Watch her respond like a real woman. 

Treasure Chest 
(Adult) 

Release Date: NOW PC CO $49 

'DIVA X:REBECCA'"Do you know how to get to the Avalon Agency?", 
She asks in a sexy French accent.You ~ndly offer her a ride to her des
tination. Her eyes engage in silent conversation with yours. From 
there - the adventure begins! 

Pixis (Adult) 
Release Date: NOW PC CD $39 

RELEASE PRICE 

t 943 Euro Air War NOW $44 
688i Hunter Killer NOW $46 
AH. 98 NOW $46 
AH-640 longbow 2 10/97 $48 
AH-640 Longbow Gld NOW $46 
AHX-1 NOW S47 
Aces: X-fighters 11/97 $49 
Air Cmbt Nvy Ftrs 97 NOW S45 
Air Warrior 2 NOW S43 
Andretti Racing 10/97 $46 
Armored Fist 2 NOW $49 
Army Air Corps 42 11 /97 $48 
Big Red Racing NOW $29 
Carmageddon NOW $45 
Comanche 3 NOW S39 
Daytona USA Dix NOW $42 
Destruction Derby 2 NOW $43 
Earthsiege 3 11/97 S49 
Extreme Assault NOW $45 
F-15 11/97 $48 
F-22 lightning 2 NOW S39 
FIA 18 Korea NOW $46 

ACT Powerramp Cont NOW $36 
ACT Psychopd jr Cont NOW S19 
Altc ACS55 Spker Sys NOW $152 
Assassin 30 Cont11r NOW S59 
Assassn 30 + Wngmn NOW $99 
CH f16 Combatstick NOW $60 
CH f16 fighlerstick NOW $100 
CH Force fX NOW S169 
CH Game Card 3 Auto NOW S26 
CH Jane's Combl StckNOW $71 

Blood NOW $43 
Bugriders 11/97 $45 
C & C Sole Survivor 10/97 $46 
Chasm NOW $44 
Chromoform 11/97 $46 
Oaikalana 12/97 $48 
Dark frees 2 Jedi NOW S53 
Defiance 10/97 $40 
Dreams 10/97 $48 
Duke Nukem 30 Atmc NOW $46 

30 Ultra Mini Goll NOW $42 
APBA Pro Boxing NOW $38 
Aaron vs Rulh W95 NOW $39 
All Star Baseball 98 10/97 S44 
Bass Mstrs Clssc Pro 04/98 $42 
Extreme Street Hocky NOW $42 
FIFA Road Wrld Cp 98 NOW $46 
FIFA Soccer 98 10/97 $46 
FPS Baseball 98 
f PS Football 98 

NOW S28 
NOW $29 

10th Planet 11/97 S48 
Abe's Odysee NOW S42 
Aden Quest 01 /98 $43 
Adrenix Crisis 01 /98 $45 
Advntres on Lego Isle NOW $35 
Alien Earth 03/98 $45 
Armed and Delirious NOW $46 
Badlands 02/98 $48 

TITLE 

f15 Strike Eagle 3 NOW S25 
f16 fightng Falcon NOW $48 
FA 18 Hornet 3 NOW $44 
FPS Fly Fishing 10/97 $48 
falcon 4.0 NOW S52 
falcon Gold NOW $29 
fghtng Flcn Bek Bgdd NOW $36 
fighler Duel 2 W95 NOW $39 
flight Unlimited 2 NOW $44 
flying Corp NOW $41 
Flying Nightmares 2 NOW $42 
flying Tigers 09/98 $48 
Forced Alliance 10/97 $45 
Formula 1 NOW $48 
Heavy Gear 10/97 $48 
Hind Helicopter NOW $44 
Interstate 77 10/97 $48 
Interstate 76 NOW $39 
Jet Fighter 3 NOW $39 

Jtfghtr Lghtning Strk 11/97 $43 
M1A2 Abrams W95 NOW $35 
MW Mercenaries 3Dfx NOW $48 
Manx TT NOW $42 
MechWarrior 3 12/97 $52 
Mechwrrior Mercnries NOW $48 
Microsolt FS 6 NOW $53 
Mig Alley 11/97 $46 
Mwarrior 2 Battlepk NOW $42 
Nascar Racing 2 Mngr 11/97 S25 
Nscr Reg 2 Bsch Srs 11/97 S30 
Outlaw Racers 12/97 $39 
Prolileer 03/98 S45 
Racing Days NOW $44 
Red Baron 2 W95 NOW $52 
Redline 12/97 $46 
SODA Off-Road Racng NOW $48 
SU-27 flanker 2 11/97 $46 
SWIV NOW $44 

Jetfighter 3 Mission NOW $25 SabrAce NOW $48 
NOW S38 
NOW $46 

Jetfighter full Burn 11/97 $44 Sail 2000 
Joint Strike Fighter 10/97 $44 Sand Warriors 

COMPUTER GAMES: HARDWARE 
CH Mach 3 Joystick NOW $25 
CH PC Gamepad NOW S19 
CH Pro Pedals NOW $80 
CH Pro Throttle NOW S102 
CH Virtual Pilot Pro NOW S75 
Gravis GrlP Controllr NOW $85 
Gravis GrlP Pad 2 Pak NOW $24 
Gravis Grp Stnd Alne NOW $69 
Gravis PC Gmepd Pro NOW $27 
Joyswitch NOW S42 

labtec LCS 2612 Spkr NOW $112 
Lgitch WngMn Wrrior NOW $85 
Logitech Cyberman 2 NOW $85 
MS Sedwnder Pro NOW $85 
MS Sidewinder FF Pro NOW $99 
MS Sidwndr Pro Pad NOW S39 
Saitek X35 Wpns Cont NOW $60 
Saitek X36 Fight Cont NOW $75 
Sound Blaster 64 Vat NOW $149 
Space Orb 360 NOW $75 

COMPUTER GAMES: 30 ACTION 
Enigma 
G-Police 
Gatherer 
Golgotha 
Hammer Strike 
Hexen 2 
Invasion 
Jungle Bots 
MOK 
Meat Puppets 

11/97 S39 
NOW $46 
10/97 $42 
NOW $48 

04/98 $46 
NOW $52 
10/97 $44 
11/97 $38 
NOW $45 
NOW $42 

Montezumas Return 12/97 $45 
Mortal Revenge 11/97 $44 
Nightfall 11/97 $44 
Normandy 97 NOW $36 
Poslal 10/97 $48 
Quake 2 11/97 S52 
Quake Mssn Pk 1-2 ea NOW $29 
Requiem 04/98 $46 
Shadow Warrior NOW $47 
Space Bunnies 03/98 $48 

COMPUTER GAMES: SPORTS 
frnt Pge Sprts Skiing 10/97 $47 
frnt Pge Spts GIi Bnd NOW $48 
Grand Slam 97 NOW $43 
Hardball 6 NOW $46 
Jack Nicklaus Goll 97 NOW $46 
Kick Off 97 NOW $44 
links LS NOW S46 
links LS 98 NOW $46 
Links LS Davis Love NOW $25 
Links LS Valderrama NOW S19 

Madden FB 98 
NBA Jam 98 

10/97 $46 
10/98 $44 

NBA live 98 10/97 $46 
NCAA Bball Final 4 97 NOW $40 
NCAA Football 98 NOW $46 
NFL OB Club 98 NOW $46 
NHL Breakaway 98 10/97 S44 
NHL Hockey 98 10/97 S47 
NHL Power Play 98 NOW $48 
PBA Bowling 2 NOW S35 

COMPUTER GAMES: ADVENTURE 

Screamer 2 NOW S24 
Scrmn Dmns Ovr Erp 11/97 $52 
Sierra Pro Pilot W95 NOW $48 
Silent Hunter 2 09/98 $46 
Silent Hunter CE NOW $43 
Slnt Hntr Ptrl 1-2 ea NOW $15 
Spearhead 11/97 $49 
Spearhead Exp Pack 12/97 $29 
TFX: X-22 AOF 10/97 $46 
TNN Mtor Sprts HdcreNOW $38 
Touring Car NOW $42 
Trophy Bass Rivers NOW $49 
Virus 10/97 $48 
Warhawk NOW $42 
Wing Commander 5 NOW $55 
Wings of Destiny 02/98 $49 
Wrecking Crew NOW $48 
X-Car Exprmntl Ren NOW $44 
X-Wng V ne fghter NOW S50 
if-16 Viper NOW $48 
if-22 Raplor NOW $49 
iPanzer 44 12/97 $48 

TM Driving Control T2 NOW $108 
TM f16 TOS NOW S108 
TM f22 Pro NOW S128 
TM FLC f16 System NOW $108 
TM GP1 NOW $74 
TM Game Card NOW S25 
TM Millm 30 lntrcptor 10/97 $79 
TM Nascar Rcng Whl NOW $108 
TM Rudder Contr Sys NOW $98 
Verbal Commander NOW S85 

Space Mrine Ambush 09/98 $46 
Star Trk Frst Contact 11/97 $48 
Terra Victus 02/98 $48 
Tomb Raider NOW $42 
Tomb Raider 2 11/97 $48 
Trespassr Jrssic Park 12/97 $48 
Turok Oinosr Huntr 2 12/97 $48 
Unreal 10/97 $48 
Vigilance 11/97 $42 
qEO forOuake NOW $19 

PGA Tour Goll 96 , NOW $37 
PGA Tour Pro NOW $50 
Phoenx Soccr Arcd 
Tony laRussa 4 
Triple Play 98 
VA Baseball 97 
W.I.l.O. 

NOW 
NOW 
NOW 

$40 
$42 
$45 

NOW $44 
10/97 $42 

World Series BBall 98 NOW $42 
Worldwide Soccer 98 NOW $39 
Wrld Cup GIi Dor Bch NOW $19 

Curse of Monkey Isle NOW $48 
Death Trap Dungeon 10/97 $48 

Plague 10/97 S42 Space Quest 3000 NOW $45 
Quesl !or Glory 5 10/97 $48 Star Trk Slr Fil Acad NOW S55 

Ecstalica 2 NOW S47 Redguard 10/97 S54 Starship ntanic 10/97 $46 
Evidence 10/97 $42 Return to Krondor 01 /98 $45 The last Express NOW $39 
Excalibur 2555 NOW S48 SWAT 2 10/97 $48 Tone Rebellion NOW S52 
Extracters NOW $29 Secret Mission 10/97 $44 Twinsen·s Odyssey NOW $47 
Hall Lile 10/97 S48 Secret ol Black Onyx 10/97 S46 Ubik 10/97 $42 
Kings Quest 8 12/97 S48 Secret ol Vulcan fury 12/97 $48 Warcralt Lord ol Clns 11/97 $46 

Black Dahlia 10/97 $43 Myst 2 NOW $52 Siege ol Stormhaven 10/98 $48 Zombieville NOW $40 
Blade Runner 10/97 $48 Overseer 12/97 $54 Sign of the Sun 11/97 $34 Zork: Grnd Inquisitor 10/97 $48 

._I _________ H_IN_T_BO_O_K_S _________ I 
Abe's Odyssey NOW S16 Earthsiege 3 11/97 $16 Mechcommander 11/97 $16 Shivers 2 NOW $16 
Age of Empire 10/97 $16 Elder Scrolls 2 NOW $13 Mechwarrior 3 11/97 $16 Simcily 3000 NOW $16 
Agentsol Justice NOW $16 f-22 Raptor NOW $18 Might & Magic 6 10/97 $16 Starcralt NOW $16 
Betrayal in Antara NOW $16 Falcon 4.0 11/97 $16 Myst 2: Riven NOW $16 Steel Panthers 3 11/97 $16 
Black Dahlia 10/97 $16 Fallout NOW S16 Myth 11/97 $16 Tomb Raider 2 11/97 $10 
Curse of Monkey Isle NOW $16 Heavy Gear 11/97 S18 Pax lmperia 2 NOW $16 Ullima Online NOW $16 
Dark Forces 2 NOW $16 
Dark Reign 
Dlablo 
Dungeon Keeper 

NOW 
NOW 
NOW 

$16 
$16 
$13 

101 Sex Positions NOW $24 
2069 Orienlal Sex Otlys NOW S50 
Adult Image 2 Plus NOW S25 
Asian Pearls 3 NOW S24 
Busty Babes 3 NOW S38 
Busty Babes 4 NOW $39 
Celebrity Nudes NOW S26 
Crystal fantasy NOW $34 
Deep Throat Girls 5 NOW S25 
Deep Thrt Gris 4Pk NOW $49 

King 's Quest 8 12/97 $16 Populous 3 11/97 $16 Unreal 10/97 $16 
land Lore 2 NOW $16 Quake Game NOW $16 Warlords 3 NOW S16 
Lords of Magic 10/97 $16 Quest !or Glory 5 10/97 $16 X-COM: Apocalypse NOW S16 
Mask of Eternity 12/97 $16 Return to Krondor 11/97 $16 Zork: Grand lnquisitr 10/97 $18 

COMPUTER GAMES: AOUL T 
Diva X Ariana NOW S38 
Diva X NJ NOW S39 
Diva X Rebecca NOW $39 
Dream Machine 2 NOW $49 
Duke Screw'em NOW $46 
Elite Euro Models 4 NOW S19 
Erotic Playground NOW S9 
Fantascenes 3 NOW $39 
Girlfriend Donna NOW $49 
Jade Palace NOW S19 

la Blue Grl Scrn Svr NOW $25 
New Machine 6 Pk 2 NOW $44 
Nightwatch Int 3 NOW $46 
Pandra's Pokr Palace NOW $35 
Sex With Jena NOW $49 
Strip fighter NOW $40 
Tabloid Beauties NOW $19 
Thai Bondage 
Tokyo Nymphs 
Twin Angels 2 

NOW $26 
NOW $19 
NOW $28 

Ullimate Tokyo NOW S29 
Ultra Vixen NOW $49 
Vampire's Kiss NOW $36 
Venus Playhouse NOW S29 
Virtual Sex 2 NOW $39 
Virtual Valerie 2 NOW $36 
Virtual Veronica NOW $48 
Virtual Victor NOW $42 
Virtually Yours 2 NOW $39 
You Don 't Know Dick NOW S35 

C1997 CHIPS & BITS, INC. 



REWSE PRM:E 
11/97 $35 

7th legion NOW $48 
Achtung Spitfire NOW $40 
Admiral Anclenl Ships NOW $44 
Admlral Sea Battles NOW $41 
Advancd Civilization NOW $39 
Aftert ife NOW $46 
Age ol Empires NOW $48 
Age of Wonders NOW $47 
Agents of Justice NOW $48 
Ares Rising 11/97 $46 
Army Men 11/97 $46 
Birthright NOW $29 
Blood & Magic NOW $46 
Bndt Kngs Anc Chn 2 11/97 $39 
C & C RA Cnlr Strl<e NOW $21 
C & C Red Alert W95 NOW $48 
Caesar 2 NOW $48 
Capitalism Plus NOW $43 
Cave Wars NOW $39 
Civilization 2 NOW $40 
Civilization 2 Seen NOW $26 
Civilization Network NOW $25 
Clay Warfare 12/97 $45 
Close Combat 2 NOW $44 
Colonization NOW S22 
Comm Cnq Covrt Ops NOW $22 
Command & Conquer NOW $29 
Command & Conqr 2 11/97 $48 
Commnd & Cnqr W95 NOW $40 
Conq of New Wrtd Dix NOW $48 
Conquest Earth NOW $44 
Constructor NOW $44 
Corsairs 10/97 $43 

Age of Sail NOW $42 
Aide de Camp 2 12/97 $44 
Battle of Bulge 03/98 $42 
Battlegmd Gettysburg NOW S32 
Battleground Antietam NOW $41 
Battleground Bulge NOW $28 
Battleground Bull Run NOW $42 
Battleground Shiloh NOW $30 
Battleground Waterloo NOW $32 
Close Combat NOW $38 

Advanced Civilization NOW S25 
Advanced Squad ldr NOW $38 
ASL Beyond Valor NOW $33 
ASL Jatkosota NOW $10 
ASL Kampgrp Peiper NOW S27 
ASL Leatherneck NOW $9 
ASL Paratrooper NOW $15 
ASL Pegasus Bridge NOW $24 
Air Baron NOW $27 
Ancient Empires NOW $29 
Axis & Allles NOW $35 
Axis & Allies Cntr Pwr NOW $30 
Axis & Ally WW2 Exp NOW $14 
BTech Compendium NOW $16 
Battles Forgotten War NOW $42 
Battlespace NOW S26 
Battletech 4th Ed. NOW S19 
Blue & Gray NOW $25 
Bobby Lee Amer CW NOW $37 
Britannia NOW S19 
Car Wars Deluxe NOW S21 
Circus Max:imus NOW SIi 

AO&O Core Rules NOW $36 
AO&O Supplmnll Rule NOW $59 
AO&O Combat & Tact NOW S17 
AO&O OM Guide NOW S16 
AO&O Monstrs Mani NOW S20 
AO&O Players Handbk NOW $20 
AO&O Skill & Power NOW $17 
AO&O S ell & Ma ic NOW $19 

Arena Deluxe NOW $47 
Baldure·s Gate 11197 $48 
Battlesplre NOW $49 
Betrayal in Antara NOW $47 
Broken Sword 11/97 $45 
Buccaneer NOW $46 
Dark Project 11197 $49 
Oiablo NOW $37 

01997 CHIPS & BITS, tNC. 

Tau RELLW: PRICE T"u RELWf f'lllCf 

Creatures NOW $34 Jaggd Aline Odly Gme NOW $19 
0-0ay 99 NOW $38 Jagged Alliance 2 NOW $48 
Dark Colony NOW $43 Koumeiden 02/98 $45 
Dark Reign Future Wr NOW $48 Lords Realm 2 Ex Pk NOW $28 
Dark Reign MP 1 NOW $29 Lords of Magic 10/97 $47 
Deadlock 2 12/97 $46 Lords of the Realm 2 NOW $39 
Destiny NOW $29 M Gathmg BattlemageNOW $35 
Dominion NOW S40 M.A.X. NOW $48 
Dune 2 NOW $22 Master of Magic NOW $41 
Dungeon Keeper NOW $46 Master of Orion NOW $19 
Emperor Fadng Suns NOW $29 Master of Orion 2 NOW $24 
Empire 2 NOW $24 Mechcommander 10/97 $48 
Empire Dix Mstr Ed NOW $24 Mighty Machines NOW $32 
Empire of the Ants 03/98 $43 Mission to Nxus Prm 12/97 $48 
Enemy Nations NOW $29 Mssn Frce:Cybrstrm 2 NOW $42 
Evolution NOW $40 Ou1pos1 2 NOW S47 
Extreme Tactics 12/97 $49 Pax lmperia 2 W95 NOW $48 
Fallen Haven NOW $44 Populous 3 NOW $48 
Fallen Heroes NOW $46 Ragged Earth 11/97 $34 
Flight Commander 2 NOW $39 Reach !or Stars 2 NOW $48 
Fragile Allegiance NOW $46 Rebellion 10/97 $52 
Frenzy 12/97 $44 Respect Inc NOW $45 
Front lines NOW $34 Rising Lands 10/97 $44 
Galactic Mirage NOW $41 Risk NOW $41 
Galtactic Challenge NOW $19 Semper Fi NOW $46 
Grt Bttls of Hannibal 11 /97 $48 Sentinel Returns 03/98 $45 
Heist 02/98 $44 Settlers 2 NOW $33 
Hroes M & M 2 Ex Pk NOW $25 Settlers 2 Gold NOW $38 
Heroes M&M W95 NOW $19 Settlers 2 Missions NOW $12 
Heroes Might & Mgic NOW $32 Shattered Nations NOW $46 
Heroes of M & M 2 NOW $35 SimCty 2000 W95 Nel NOW $47 
Hidden Wars 10/97 $48 SimParl< W95/W3 NOW $34 
History of World NOW $39 SimTower NOW $31 
Incubation 11/97 $44 Simcity 2000 Spec Ed NOW $40 

COMPUTER GAMES: WAR 
D·Day Amer Invades NOW $39 Pacific General W95 NOW $43 
Oecsve Battis of WWII NOW $48 Paclllc Tide 10/97 $45 
East Front 10/97 $42 Panthers in Shadows NOW $42 
Greal Battles Alexndr NOW $44 Panzer Commander 06/98 $45 
Harpoon 97 W95 NOW $44 Panzer General NOW $19 
Man of War NOW $42 Panzer General 2 10/97 $42 
Mylh 10/97 $48 Panzerblitz 03/98 $42 
Napoleon in Russia NOW $42 Sid Meier's Gettysbrg 11/97 $48 
Operation Crusader NOW $39 Stalingrad NOW S39 
Over the Reich NOW $39 Steel Panthers NOW S29 

BOARD GAMES 
Civilization NOW $29 Harpoon Box Set NOW $41 
Colonial Diplomacy NOW $42 History of the World NOW $27 
Crisis Sinai 1973 NOW $25 Hobbit Adventure NOW $29 
Days of Decision 2 NOW $42 Ironclads NOW $32 
Decision in France NOW $15 Ironclads Exp Set NOW $30 
Deluxe Diplomacy NOW $42 Jena NOW $38 
Desert Fox Deluxe NOW $30 Knightmare Chess NOW $13 
Die Hanse NOW $55 La Bata de OuatreBrasNOW $31 
Dragon Lords NOW $29 Longstreet's Assault NOW $22 
Emperors First Battis NOW $25 Lords of Sierra Madre NOW $34 
Empire Builder NOW $25 Lunch Money NOW $15 
Empire ol Rising Sun NOW $41 Magic Realm NOW S23 
Federation & Empire NOW $38 Mustangs NOW S17 
Feudal NOW SIB NATO NOW S13 
Field Command NOW $30 Napoleaon at Leiplig NOW $30 
Geronimo NOW $32 Napoleon on Danube NOW S19 
Gettysburg 3 Oays Jul NOW $39 Napoleon's First BattleNOW $24 
Go NOW $22 Outdoor Survival NOW $17 
Grand Prix NOW $19 Over the Reich NOW $30 
Great War at Sea 1 NOW $32 Pain Doctor NOW S25 
Hallowed Ground NOW $42 Panzerblitz 2 NOW $25 
Hannibal NOW $32 Piercing the Reich NOW $29 

ROLE PLAYING GAMES 
Ars Magica 4th Ed NOW $26 GURPS Au1oduel NOW $15 
Call of C1hulhu NOW $18 GURPS Compe"dium IINOW SIB 
Cthulhu live NOW $15 GURPS Rulebook NOW $20 
Conspiracy X NOW $20 GURPS Mecha NOW $15 
Cyberpunk 2020 NOW $17 GURPS Vehicles NOW $16 
Dragonlance 5th Age NOW $21 GURPS Warehouse 23 NOW $15 
Earthdawn NOW SIB Heavy Gear NOW $25 
Fadin Suns NOW S22 Mechwarrior NOW $13 

COMPUTER GAMES: ROLE PLAYING 
Dragon Lore 2 NOW $39 Legcy of Kn Bid Omn NOW $40 
Elder Scrolls 2 NOW $56 Mageslayer NOW $39 
Elder Scrolls Mrrwnd 02/98 $54 Might & Magic 6 11 /97 $47 
Elric 11/97 $45 Of Light & Oarl<ness NOW $48 
EverOuest NOW $44 Realms of the Hnting NOW $44 
FR Descent Undermtnl0/97 $46 Redemption 02/98 $43 
Fallout NOW $48 Sacred Pools NOW $48 
Lands Lore Grdns Ost NOW $48 Serpent's Kiss NOW $43 

Tau RELEASE 
Simcity 3000 11/97 
Soldiers at War 02/98 
Space Trading 11/97 
Spaceward Ho! 4 NOW 
Speed Tribes 04/98 
Star General NOW 
Star Nations 11/97 
Starcraft Expansion 12/97 
Starcraft NOW 
Stars NOW 
Starship Troopers 10/97 
Steel Legions 11/97 
Submarine ntans NOW 
Syndicate Wars NOW 
Theme Hospital NOW 
Theme Park NOW 
Total Annihilation NOW 
Total Mayhem NOW 
Transport Tycoon NOW 
Tycho Rising 10/97 
Uprising 10/97 
WarBreeds NOW 
Warcraft 2 NOW 
Wrhmmr 2 Dark Omn 11/97 
Warlords 2 Dix NOW 
Warlords 3 NOW 
Wheel of Time 10/97 
Wisdom of the Kings 10/97 
Wooden Ship Iron Mn NOW 
Worms 2 11/97 
X·Com Apocalypse NOW 
X·Com Terr frm Deep NOW 
X·Fire 01/98 
z NOW 

Steel Panthers 3 11/97 
Steel Pnthrs 2 Cmpn 1 NOW 
Steel Pnthrs 2 NOW 
TACOPS NOW 
Third Reich NOW 
Tigers on the Prowl 2 NOW 
V Victory Bundle NOW 
War Inc NOW 
Wargame CS3 NOW 
Zulu War NOW 

Platoon NOW 
Quebec 1759 NOW 
Raid on Richmond NOW 
Rail Baron NOW 
Rats NOW 
Rebels & Redcoats 1 NOW 
Rebels & Redcoats 2 NOW 
Risk NOW 
Robo Ral~ NOW 
Sam Grant NOW 
Settlers of Catan NOW 
Sherlock Holmes NOW 
Space Chess 30 NOW 
Spices of the World NOW 
Stratego NOW 
Texas Revolution NOW 
The 45 NOW 
Third Reich NOW 
We the People NOW 
World War One NOW 
World in Flames Dix NOW 
Zorndorf NOW 

Once Upon a Time NOW 
Pendragon 4th Ed. NOW 
Rifts NOW 
Robotech NOW 
Shadowrun 2nd Ed. NOW 
StarWars Revised NOW 
Traveller NOW 
Varn ire 2nd Ed. NOW 

Shadows of Death 03/98 
Star Tri< TNG fnl Unity NOW 
Swords of Heroes 10/98 
Ultima 7 Series NOW 
Ultima 8 Pagan NOW 
Ultima Online NOW 
Ultima Undrwld 1 & 2 NOW 
Wizardry Gold NOW 

S54 
$43 
$46 
$24 
$48 
$43 
$46 
$30 
$46 
S38 
$46 
$42 
$44 
$46 
$42 
$15 

S47 
$14 
$24 
$44 
$48 
$48 
$37 
$46 
$41 
$48 
$46 
$46 
S39 
$44 
$46 
$19 
$48 
$33 

$45 
$15 
$43 
$44 
$39 
$42 
$28 
$46 
$19 
$29 

$15 
$22 
S21 
$19 
$24 
$25 
S25 
$27 
S33 
$42 
$30 
$20 
S3S 
$18 
S14 
SIB 
$25 
$19 
$29 
$11 
$90 
S36 

$14 
S19 
$21 
$11 
$20 
S25 
$24 
$24 

$45 
$32 
$46 
$15 
S15 
$45 
S15 
$25 

'IF16' contains an easy to use quick start mode as well as 
detailed missions and campaigns. Jump into combat and 
experience incredible graphics and high energy explosions 
without ever opening the manual. 
Interactive Magic (Simulation) 
Release Date: NOW PC CD $48 

'FALLOUT' Set in the attermath of a world-wide 
nuclear war, it is your challenge to survive, in a 
secluded, underground survival vault. 
Circumstances force you outside, to a strange 
world of mutants, radiation, gangs and violence. 
Interplay (Roleplaying) 
Release Date: NOW PC CD $48 

'DARK REIGN' In the 27th century, the lmperium with control 
of precious water resources commands the fate of a 1,000 
worlds. Played in real time, the Freedom Guard attempts to 
break the lmperium's grip on the galaxy and the water supply. 
Activision (Strategy) 
Release Date: NOW PC CD $48 

'WAR INC.' In the 21st Century, private security forces 
have evolved into powerful armies under corporate 
control. Take command of your own corporation and ils 
armies, assume control of R&D, production, and 
strategic and tactical combat. 
Interactive Magic (War) 
Release Date: NOW PC CD $46 

'CONQUEST EARlH' You must fight for the Earth, warding off 
the unexpected attack by a superior alien race, on land, sea and 
air and deploy them into combat, launching missi~. satellites 
and sir purifiers to dissolve the poisonous sulphur clouds 
threatening to pollute your land. 
Eidos (Strategy) 
Release Date: NOW PC CD $44 

'LANDS OF LORE II ' You are Luther, cursed son 
of the Sorceress of Darkness, exploring treacher
ous lands in search of ancient magic, a super 
power that will release you from your vile 
birthright. 
Virgin (Roleplaylng) 
Release Date: 08/97 CD $48 

'ABES ODYSEE ODDWORLD' Take on the ugliest bunch 
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clolh butt and claim your destiny. 
GT Interactive (Adventure) 
Release Date: NOW PC CD $42 

'ADVANCED CIVILIZATION' retains the essential 
elements of civilization, and can be learned 
quickly. The additional cards ensure a greater 
diversity of cultures, while the new Calam-ities 
make the game even more challenging. 
Avalon Hill 
Release Date: NOW BG $25 

'X-CDM APOCALYPSE' You command lhe elrte X-COM troops as 
they inwstigate and repel an alien invasion of Earth. You research and 
manufacture weapons, annor and vehicles. Destroy the aliens before 
it is too late. 
Microprose (Strategy) 
Release Date: NOW PC CD $46 

'MAGIC THE GATHERING 5TH EDITION' This deck 
contains 60 tradable game cards, randomly assort
ed, plus a rule book. Each player must have a deck. 
This deck may be enhanced with more cards sold in 
booster packs. 
Wizards of the Coast 
Release Date: NOW CG $7 

'ADVANCED DUNGEONS & DRAGONS MASTER GUIDE 
REVISED' The essential manual for all information you 
need to create and run thrilling sword and sorcery 
adventures. Learn all there is to know about magic 
spells, hundreds of devices and treasures, battle, travel, 
and more. 
TSR 
Release Date: NOW RPG $16 
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The Last Express, Part 2 
Once again, the developers have come through with the complete 
solution to the second CD of this mystery adventure! 

Jordan Mechner, the designer/director of The Last Express from Smok
ing Car Productions, is back with a complete walk-through for the sec
ond CD of the game. If you're just starting Last Express, you'll find Part 
One of Mechner's excellent guide in our August issue. And don't forget: 
these walk-throughs are just one way to get through the game. Many 
paths are possible, and exploration is encouraged! 

Saturday 25 July 1914 
Ulm to Munich 

Exit your compartment and walk uptrain 
to the Red Sleeping Car. Stop in the Red 
Car and eavesdrop while the Trainmaster 
tells the Conductor about a lost master 
key. Continue uptrain to the restaurant. If 
you arrive in time, you can overhear the 
French family 's conversation . Click to 
talk to Tatiana. She w ill give you back 
the translated scroll (only if you gave it 
to her the night before - see Part One of 
the walk-through in the August issue). 
Stay in your seat and watch while 
Tatiana goes to talk to Alexei. Before 
leaving the restaurant, you can also click 
to talk to August Schmidt. 

On the way back, pause in the salon 
to overhear Sophie and Rebecca's con
versation about a journal. Then go visit 
Milos and Vesna in Compartment G in the 
Red Car. Milos tells you about a Firebird. 

Go downtrain to Kronos' Private 

Car and knock. Kahina keeps you waiting 
for a minute, then lets you in. After your 
conversation with Kronos, you are left 
alone in his sa lon. Take a minute to 
explore. You can overhear Kronos and 
Kahina 's conversation behind the closed 
door. Read the book on the couch; it con-

tains a story about the Firebird . When 
you are through exploring, exit Kronos' 
car and return to the Salon. 

CAPTURE THE BEETLE 
Sit down in the salon. You ca n overhear 
August try to hit on Soph ie and Rebecca. 
This might be a good time to look down 
at the table in front of you. Every now 
and then a beetle scuttles across the 
table. Take the matchbox from your 
inventory and remove the matches. Use 
the empty matchbox to click on the bee
tle. It's a quick little bug; be patient. 

If you get frustrated, it's okay to 
give up; you will have more chances to 
catch the beetle later. 

Return to the sleeping car. August 
will come and talk to you. This conversa
tion signals your arrival in Munich, 
where August supervises the loading of 
some crates. 

NOTE: This part of the game has so much 
going on that you can't possibly catch it 
all in one play-through. Fortunately, 
there's no need to - none of it is essen
tial. The following walk-through is one 
way to play, but if any of the conversa
tions happen to bore you, feel free to walk 
out on them and go somewhere else. 

After the Munich stop, you find yourself 
sitting in the salon. To your left, Tatiana 
and Alexei are playing chess. Follow the 

Trainmaster into the restau
rant, and eavesdrop on his 
conversation with an 
unseen passenger on the 
other side of the curtain. 
During their conversation, 
August will come into the 
restaurant and sit down. 
You can click to speak to 
him. After the conversation 
behind the curtain ends, 
return to the salon . The 
Trainmaster will pass 
through, followed a 
moment later by the myste
rious English passenger. 
You could follow the 
Engl ishman back to his 
compartment ... but instead, 

wait a moment longer in the salon until 
Anna shows up. Follow Anna into the 
restaurant, and listen to her join August 
for lunch. Return to the Red Sleeping Car 
in time to catch the tail end of the 
Englishman's conversation with his 
bunkmate, the Frenchman in Compart-
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ment C. You can glance into the open 
compartment and see them reading 
newspapers together. 

Meanwhile, also in the Red Car, the 
conductors are discussing the tipping 
habits ofthe passengers, including you . 
Get close enough to read the subtitles. 
While they are talking, the French family 
leaves for lunch, followed by the English
man. Go to the restaurant; it is filling up 
with people, all talking at once. Click on 
the Englishman; he is quite a chatty fel 
low. Shortly thereafter, August and Anna 
move to the Salon. Do the same. Seated 
in your corner, you can overhear August 
and Anna chatting, and Tatiana and 
Alexei playing chess and talking politics. 
If you didn't catch the beetle earlier, this 
might be a convenient time to try again. 
Kronos enters the Salon and invites Anna 
to play a concert with him at 3 o'clock. 

After that, people start to leave: first 
the French family, then Anna, then 
Tatiana and Alexei, and finally August. 
Go to the Red Car; August will stop you in 
the corridor and give you an ultimatum -
he wants to see the gold before Vienna. 

Then return to the restaurant where 
you can eavesdrop on Sophie and Rebec
ca's somewhat racy lunch conversation . 

Go back to the Red Car just in time 
to see Madame B. complain to the Con
ductor about Anna's dog. Note: This is an 
excellent time to enter Sophie and Rebec
ca's Compartment E and read Rebecca 's 
journal - it is in the trunk by the window. 

You can also climb out their win
dow and peep in at Anna through her 
window. Following Madame B.'s com
plaint, the Trainmaster shows up to dis
cuss the dog problem with Conductor. 
Finally, the Conductor knocks at Com-

partment F and takes Max away. 
During all this, if you see Francois 

in the corridor, click on him with the 
matchbox. You might need to talk to him 
a couple of times before he will trade the 
beetle for his whistle, which is what you 
wanted all along. After the trade, you can 
loiter in the corridor and eavesdrop on 
Francois playing with the beetle. Ouch! 

It is about 2:1 5; siesta time. If you 
are interested in current events (circa 
July 1914), you might go to the salon 
and read the newspaper. It is the Satur
day edition, with all new articles. Sophie 
and Rebecca will arrive and liven things 
up with a little conversation. When 
Rebecca leaves, you can try asking 
Sophie for a light, but she rebuffs you. 
Around 2:30, the train stops in Weis. Go 
to the Red Car and see Anna leave her 
compartment; the conductor locks the 
door for her. When the conductor gives 
you a chance, slip into Compartment E. 
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Don't linger (Sophie and Rebecca will be 
back at 2:50) - climb out the window 
and into Anna's open window. Close the 
window behind you; now you can search 
Anna's compartment. The stolen master 
key is in a secret drawer in the bottom of 
the jewel box (click the center one of the 
three red gem stones to open it) . In the 
bottom drawer of the chest is a letter to 
Anna from her employer; read it! There 
are other items to explore in the com
partment, but you can 't take them. 

While you are in Anna's compart
ment, Sophie and Rebecca may return to 
the compartment next door (you can hear 
them arguing through the wall), so don't 
climb back out the window the way you 
came in - instead, exit into the corridor. 

THE CONCERT 
It should now be close to 3 p.m. and time 
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to go to the concert. Go downtrain to 
Kronos' Private Car. (On the way, the 
Green Car conductor w ill inform you that 
you are expected.) 

Kronos and Anna play a duet. You 
can sit there and listen to the music if 
you like ... but don 't linger too long; you 
have things to do! 

STEAL THE 
FIREBIRD 
Once the music is 
under way, slip out 
of the concert and 
go to the Red Car. 
When the conduc
tor's not looking, 
use the key to let 
yourself into 
Tatiana's Compart
ment B. You can 
search the compart
ment and find a few 
items, but you can't 
take anything. Enter 
the washroom and 
open the small door 
under the sink
there's the Firebird 
egg! Take it. 

Meanwhile, 
Tatiana has returned 
unexpectedly from 
the concert. What
ever you do, don 't 
exit the washroom 
through Tatiana 's 

compartment - she will catch you, and 
that's bad news. Instead, use the opposite 
door to exit through Vassili 's compart
ment. You will have a scary moment, but 
escape with the Firebird egg. 

Tatiana, unaware of the theft, heads 
back to the concert. The concert won't 
end until about 4:25, so you have time to 
take the Firebird egg back to your com
partment and play with it. Press the gem 
stones in the following order (as pre
scribed, elliptically, by the Firebird 
poem): Ayers Rock, Australia (turquoise); 
Stonehenge, England (blue); Mt. Everest, 
Nepal (red); Easter Island, off the South 
American coast (purple); Jerusalem 
(green). Stick your index finger in the 
hole that opens up. The Firebird 
emerges. Take the whistle from your 
inventory and blow it to make the Fire
bird sing. Click on the Firebird to make it 
close up into the egg again . Note that the 
Firebird and the whistle fit nicely into the 





two velvet spaces in the chest in your 
compartment. But, don't leave them 
there! If you leave the Firebird in the 
compartment, Kahina will steal it. 

HIDE THE FIREBIRD 
The safest place for the Firebird is Max's 
cage in the baggage car. Wait for the 
Trainmaster (in the blue uniform) to pass 
through announcing a station stop. Con
veniently, he will do so at around 3:40. 
(NOTE: Around this time in the salon, you 
can overhear a conversation between 
Abbot and Alexei .) When the Trainmaster 
comes through announcing Amstetten, go 
uptrain through the Kitchen to the far end 
of the Baggage Car. Open Max's cage, let 
the dog out and hide the Firebird in the 
back of the cage. Then, return to Kronos' 
car - the concert is still under way. 

GET THE BRIEFCASE 
You still have one more thing to do 
before the concert ends. Go to the rear 
platform of the Green Car. Use the key to 
exit onto the platform. Climb the ladder 
to the top of the train. Face the rear of 
the train and go to the skylight over Kro
nos' car. Smash the skylight and climb 
down into Kronos' bedroom. You can 
hear the music going on next door. 

Explore the room. In particular, you 
may wish to read the portfolio of letters 
on the bedside table, including reports 
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from a private 
detective hired by 
Kronos to follow 
Tyler. Look at the 
left part of the 
large Klimt paint
ing on the wall 
(the painting is of 
three nude 
women and a 
gorilla) . At the 
very left edge of 
the pa inting is a 
button. Push it. A 
wall safe opens 
up behind you . 
Take the brief
case; it contains 
the gold August 
Schmidt is after. 
(Optional time
waster: Just for 
fun, try exiting 

through the skylight. You make it 
back onto the roof, but you have 
to leave the briefcase behind. 
Okay, so that won 't work. Jump 
back down into the car and 
retrieve the briefcase.) 

Briefcase in hand, exit the 
room. Turn left and go into the 
concert salon. Brazenly walk on 
through with the briefcase - they 
see you, but they can't stop you. 
Return to your Compartment 1 in 
the Green Car and slide the brief
case under the bed to hide it (for 
now) . If you happen to be in the 
Green Car and notice that 
the Conductor isn't look
ing, use the key to let 
yourself into August's 
compartment and search 

his stuff. Read the letter in the 
top pouch of his suitcase. (Note: 
You can also do this earlier, if 
you wish - August is away for 
the duration of the concert.) 

If you still have time to kill, 
you can return to the concert 
(sans Firebird and briefcase, of 
course!) and take your seat for the 
rousing finale. (Don't be surprised 
if Cath dozes off.) After the concert 
ends, head for the Red Car -
stopping on the way to retrieve 
the briefcase from your compart
ment. In the Red Car, August 
stops Anna outside her door and 
invites her for a drink. A minute 
later, Tatiana comes crying to tell 
Anna about the theft of the Fire
bird. Kahina then comes and 
threatens you. 

Now, you have not much 
time to waste. (If you don't get to 
Kronos' car before the music 
stops, Kahina will kill you.) First, 
bring the briefcase to August's 
Compartment 3 in the Green Car. 
He will be pleased that you have 
the gold. 

Then, hightail it down to Kro
nos' car and return the "bor
rowed" briefcase. Kronos will give 
you a mild threat and take the 
scarf you found near Tyler's body 

way back at the beginning of the game. 
After leaving Kronos' car, return to 

the Green Car. You will run into Milos 
who expresses his gratitude. Optionally, 
you may want to take this opportunity to 
visit Milos in Compartment G and ques
tion him further about Tyler's death. 

Then , go talk to August in the 
Salon. Abbot w ill arrive shortly there
after and strike up a conversation with 
August; you can eavesdrop on their long 
chat. While they are talking, the Train
master will come through announcing 
Vienna in one hour; then you'll see Anna 
on her way to the Baggage Car. You can 
follow her at your leisure. (When both 
Abbot and August have left the salon, it's 
probably a good time to go.) 

EXPLORE THE BAGGAGE CAR 
In the Baggage Car, note that the big 
sliding door on the right just before you 
get to Max's cage is now open. Enter this 
room, turn right, and open the crate at 
the far end of the room. A series of 
events ensues which leads to your being 
attacked with a knife by Milos' nastier 
cohort, Vesna . Watch her knife arm; 
when she starts to move, click at the bot
tom of the screen to jump back. When 
you have successfully dodged three or 
four times, Anna will rescue you. 

Following this episode, the train 
arrives in Vienna, bringing you to the 
successful conclusion of the second CD 
of the game. 

Next month , we'll bring you the 
exciting conclusion of The Last Express! 
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Comanche 3 
Take to the skies with these tips from the developers! 

Is Novalogic's state-of-the-art helicopter sim giving you trouble? These 
mission-by-mission hints, direct from the game's designers, should give 
you a big hand. 

··············---------------------------
Mission C1M1 
"Fort Rucker" 
This first mission consists 
of just a basic flight for 
you to get familiarized 
with Comanche naviga
tion. All you need to do 
to complete this opening 
mission is fly to Way
point Nine. 

Mission C1 M2 
"Ground Attack" 
Your first firefight against 
armored ground targets. 
Do not, repeat do not 
overfly your targets -
you ' ll be a sitting duck. 
Hang back and lob your 
Hellfire missiles at them 
as you approach to finish 
the job. 

Mission C1 M3 
"Air Combat" 
Air-to-air engagement is 
the name of the game in 
this mission. To finish the mission in the 
fastest time, use your Stinter missiles 
against the enemy helos. For maximum 
cover, stay low to the ground. Switch 
your targeting mode to "target priority" 
for the best offensive capability. 

Mission C1M4 "Artillery Spotting" 
Use one artillery strike against the first 
BMP that you come across. This strike 
should take out two other units near it on 
the valley floor. Use your mission map 
when targeting the base and call for 
artillery fire against the center units of 
the targets. 

Mission C1M5 "Graduation Day" 

The first thing you must do in this mis
sion is take out the SA-9s in the armored 
column. Next up, use Griffon 2 against 
the T-80 tanks and the BMP. Targeting 
mode "hold" is very effective against all 
enemies in this mission. 

Mission C1M6 "Free Flight" 

Take a little R&R in this free-flight mis
sion with no set objectives. After taking 
in the scenery, you can end the mission 
at any time with the drop-down menu to 
progess to the next mission. 

Mission C2M1 "Haystack" 
First up, target and destroy the SA-9s near 
Objective Pawn. The BMPs at the base are 
passive and will not fire unless fired upon. 
Don't sweat the enemy Hinds on this mis
sion too much - they're easy kills. Guns 
are extremely effective against them. 

Mission C2M2 "Triple Play" 
Switch your targeting mode to " hold " in 
order to take out the first armored pla
toon. Use Griffon 2-7 against the second 
group. If Griffon 2-7 survives the attack 

on the second group, 
team up with him to 
destroy the third 
armored platoon. 

Mission C2M3 
~_. ...... ..,..,.,.,~ "Hamel Lane" 

Take out the two BRDMs 
and the two Hinds on 
your way to Objective 
Knight. Make sure that 
you are no higher than 20 
feet above the ground -
any higher, and the SA-9 
at the objective will make 
short work of you. 

Mission C2M4 
"Showdown" 
Use your Stinger missile 
against the three groups 
of enemy helos - there 
are six in all that you 
have to shoot down. Try 
to keep your speed above 
120mph - this will really 
help your chances with 
this mission. 
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Keep to the right of Waypoint Alpha. 
Destroy the first two helos that come at 
you from dead ahead. Once the air threat 
is neutralized, go to work on the armored 
groups, attacking them from behind. Most 
of the units will never even know what hit 
them until it's too late, as only some units 
have "360 degree awareness." 

Mission C2M6 "Nightwing" 
Use targeting mode "hold" in combina
tion with Griffon 2-7 and some good 
artillery strikes to wipe out the two 
enemy armored columns. Be careful of 
the second group of Havoc helos that are 
lying in wait for you near objective King . 
If you have to engage, take them out as 
quickly as possible. 

Mission C2M7 "Onslaught" 

Assign Griffon 2-7 to attack the enemy 
helos first. Take cover behind the hilly 
terrain and wait until your wingman gets 
shot down. Now charge into the fray and 
wipe out the remaining enemy helos. 
Then, destroy the two BRDMs that come 
into your base. 

Mission C2M8 "Checkmate" 

The enemy headquarters is to be found 
on the island on this mission map, but 
stay well away. Instead, use your tactical 
display map to plot and assign artillery 
strikes to wipe out the HQ. 

Mission C3M1 "Ambush Alley" 

This mission is a straightforward land 
armor battle. Hang out behind your 
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friendly tanks and knock out the enemy 
targets from behind the cover of the ridge. 

Mission C3M2 "Stormfront" 

Your mission here is to prosecute an 
enemy communications center. Stay low 
at all times and do your best to avoid 
any kind of contact with the patrolling 
enemy helos. If you are forced to engage 

an enemy helo, you must knock it out 
within 15 seconds or it will radio for 
re-inforcements, making your life consid
erably more complicated. 

Mission C3M3 "Ice Box" 

This one is simple enough - take out the 
bridge. Keep your distance to avoid the sur
rounding ground defenses and knock out 
the structure with your Hellfire missiles. 

Mission C3M4 "Ghost Train" 

Your objective in this mission is to fly 
escort for a friendly supply train. Keep 
close to it while it's in the open, and once 
it enters the tunnel, accelerate ahead of it 
to clear out the enemy targets up ahead. 

Mission C3M5 "Scalpel" 

Your two objectives here require you to 
take out both an enemy air base and a 
refinery. Both installations have heavy 
ground-to-air fire support. Fly to Way
point Four, find the small ridge located 
there and, using it for cover, peel off 
some Hellfires to take out the refinery. 
The explosion from the refinery will be 
big enough to set off a chain reaction and 
destroy the air base as well. 

Mission C3M6 "Spetsnaz" 

You must destroy the enemy marina and 
Nanuchkas. Keep your distance and take 
out the boats from long range, then call in 
artillery to knock out the marina itself and 
the dockyard. The secondary marina build
ings aren't part of the objective, to com
plete the mission you must take out the 
enemy encampment, dockyard, lighthouse 
and all enemy ground units. The ridge by 
the lighthouse provides good terrain cover. 

Use your Hellfire missiles to destroy the bridge in Mission C3M3 "Ice Box." Keep an eye out for the 
ground defenses because they can take you down if you get too close. 
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300 301 302 303 304 305 306 307 308 309 310 31 1 312 313 314 315 316 317 318 319 300 301 302 303 304 305 306 307 308 309 310 31 1 312 313 314 315 316 317 318 319 
320 321 322 323 324 325 326 327 328 329 330 331 332 333 334 335 336 337 338 339 320 321 322 323 324 325 326 327 328 329 330 331 332 333 334 335 336 337 338 339 
340 341 342 343 344 345 346 347 348 349 350 351 352 353 354 355 356 357 358 359 340 341 342 343 344 345 346 347 348 349 350 351 352 353 354 355 356 357 358 359 
360 361 362 363 364 365 366 367 368 369 370 371 372 373 374 375 376 377 378 379 360 361 362 363 364 365 366 367 368 369 370 371 372 373 374 375 376 377 378 379 

A. From which sources do you purchase games C. Which PC do you own? (Check all that apply.) A. From which sources do you purchase games C. Which PC do you own? (Check all that apply.) 
most frequently? (Check all that apply.) 486 011 Pentium 90 012 Pentium 133 013 most frequently? (Check all that apply.) 486 011 Pentium 90 012 Pentium 133 013 
Software Specialty Store 001 Pentium 160 or faster 014 Software Specialty Store 001 Pentium 160 or faster 014 
Consumer Electronic Store 002 D. Do you use or do you plan to use an Consumer Electronic Store 002 D. Do you use or do you plan to use an 
Direct from Vendor 003 online service within the next 6 months? Direct from Vendor 003 online service within the next 6 months? 
Mass MerchanVNon-Computer Store 004 Use □ 15 Plan to Use □ 16 Mass MerchanVNon-Computer Store 004 Use □ 15 Plan to Use □ 16 
Mail Order 005 Mail Order 005 

E. If you use the internet, how do you spend your 
Computer Store 006 E. If you use the internet, how do you spend your Computer Store 006 

time online? (Check all that apply.) time online? (Check all that apply.) 
B. Hdw often do you buy computer games? Games & related activrties □ 17 Communication/social □ 19 B. How often do you buy computer games? Games & related activrties □ 17 Communcation/social □ 19 
Every Week 007 Muttiplayer/networx games □ 18 Product research/shop □ 20 Every Week 007 Muttiplayer/networx games □ 18 PrO<Juct research/shop □ 20 
2-3 Times per Month □OB "' 2-3 Times per Month □OB "' F. Are you a subscriber to PC Game(! > F. Are you a subscriber to PC Game(! > 
Once per Month 009 c:, Once per Month 009 ~ 

Yes□ 21 No□ 22 
N Yes□ 21 No□ 22 

Every 2-6 Months 010 
..,. 

Every 2-6 Months 010 ..,. 
Issue Date: Sept. 1997 Expiration Date: Oct. 31, 1997 Issue Date: Sept. 1997 Expiration Date: Oct. 31, 1997 
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COMPANY PHONE # INTERNET ADDRESS PAGE# PRODUCT INFO# 
Jurx Interactive ..... www.3dtx.com 168-169 372 
ABC Interactive ..... www.abcinteractive.com 147, 149, 151 , 153 80, 81 , 85, 86 
Acclaim 516) 759-7900 www.acclaimnation.com 186-187 87 
Accolade 800) 245-7744 www.accolade.com C3, 4-5 97, 82 
ACT Labratorv Ltd . 800) 980-9997 www.actlab.com 66 88 
Activision (800) 477-3650 www.activision.com C2-1 , 36-37, 91, 84, 

60-61, 138-139 83, 89 
American Inst. for Computer Science 800 767-AICS www.aics.com 281 ... 
Amplicom Computers ..... ..... 285 93 
ATI Technoloaies, Inc. 9051 882-2600 www.atitech.com 216 90 
Bethesda Softworks 3011 926-8300 www.bethsoft.com 122-123 100 
Bliuard Entertainment (800) 953-SNOW www.blizzard.com 40-41 331 
Blue Bvte Software 8471 995-9981 www.bluebvte.com / 50, 232-233 101, 107 
Bunaie Software (800) 295-0600 www.bunaie.com 176 104 
CD-ROM Access 408 366-6700 www.cdaccess.com 284 110 
CH Products 619 598-2518 www.chproducts.com 270 118 
Chips & Bits 800 699-4263 www.cdmaa.com/cai-bin/arder.cbi-hame 260-261 112 
Columbia Hause (800 792-1000 www.calumbiahause.com 265 ... 
Compu Experts (714) 367-1040 ..... 282 111 
Creative Labs 800 998-5227 www.creativelabs.com C4 113 
Crvo Interactive Entertainment ..... www.crva-interactive.fr 62, 259 117, 115 
Cvbermedia ..... ..... 175 116 
Cvclone Studios 415) 261-3454 www.3do.com 158-159 370 
Data Processing Independent (515) 280-1144 www.dice.com 281 127 
Consultants Exchanae (DICE) 
Diamond Multimedia 800 380-0030 www.diamondmm.com 30 ..... 
Discoverv Communications Inc. ..... www.planetexpolorer.com 205, 207, 209 120, 121, 122 
Edutainment Group 818) 338-5189 www.etcd.com 282 137 
Eidos Interactive 4151616-2022 www.eidosinteractive.com 20-21,25.144-145, 180 135, 134, 130, 132 
EMC Marketinq (412) 562-0143 www.aii.edu 281 133 
Falcon Northwest Comouter Svstems 8881 FALCON1 www.falcon-nw.com 202 140 
Game Trader ..... . .... 282 150 
Goosebumo Graohics (2161 254-2609 ..... 287 152 
GT Interactive (800) 305-3390 www.gtinteractive.com 6-7, 101-103, 153, 155, 

172-173, 252-253 151, 154 
lmoact Interactive Publishina ..... www.imoact.com.au/doadav 225 180 
Interactive Maaic (888 746-2442 www.imaaicaames.com 214-215 181 
lnteraraoh Comouter Svstems 800 692-8089 www.interaraoh.com 220-221, 240-241 183, 197 
Interplay Productions, Inc. (800) 969-GAME www.interplay.com 35, 58-59, 104-105, 185, 189, 184, 

112-113, 129, 131, 133, 198, 187, 188, 190, 
160, 200-201, 230-231, 245 191 , 182, 192, 193 

Just CD's 714 634-3823 www.iustcds.com 283 200 
LucasArts Entertainment Company ..... www.lucasarts.com 56-57, 166-167, 268-, 269 224, 222, 220 
Maxis (800) 33-maxis www.maxis.com 28, 126 ..... 
Media On 888 U-GAME-IT ..... 226-227 230 
MGM/UA Interactive ..... www.machinehunter.com 88 231 
Micron Electronics ..... www.micron.com 46-47 232 
MicroProse (800) 695-GAME www.holobvte.com/www.microprose.com 140, 198-199 245, 233 
Microsoft 800l 429-9400 www.microsoft.com 11, 74 ..... 
Mind Sprinq ..... ..... ..... . .... 
MPS Multimedia !8881 CDROM-88 www.rhoinc.com/dc 285 238 
Multiservice (9131451-3400 www.soaceoirate.com 282 240 
New World Comoutina 1415) 261-3454 www.3do.com 194-195 371 
Nova Looic 18181 878-0325 www.novaloaic.com 121 252 
Oriain 800) 245-4525 www.oriain.ea.com 189, 191, 193 ..... 
Panasonic ..... www.panasonic.com 33, 136-137 274,270 
Price Shooper (800 183-1555 www.top7 284 271 
Psvanosis 1415 655-8000 www.osvanosis.com 43, 45,274 272, 273, 278 
Quarterdeck Corn. 800 354-3222 www.auarterdeck.com 108 280 
R & G Games 800 525-4263 ..... 285 290 
Red Orb Entertainment ..... www.redorb.com 77, 78-79, 80-81, 82-83, 102, 108, 105, 103, 

84-85, 86, 87 99, 109, 106 
Red Storm 19191 460-1776 www.redstorm.com 281 291 
RPN Comouters 972) 2 48-4646 ..... 283 292 
Seaasoft 415 442-5000 www.seqasoft.com 26, 96, 114-1 15, 236-237 304, 307, 303, 323 
Ship Sea Software (512)916-1196 www.shiosea.com 281 308 
Sierra On-Line (800) 757-7707 www.sierra.com 38-39, 69-71, 94-95, 328, 309, 327, 

134-135, 154-155, 182-183, • • • • • , • • • • , 319 
204, 249, 267 312,308,310 

Simon & Schuster Interactive 800 910-0099 www.ssitrek.com 27, 29, 31 ···••. ···••, 332 
Simutronics ..... www.draqonrealms.net 53,242 ···••.•···· SirTech Software 800 447-1230 www.sir-tech.com 22, 118 333,329 
Software Safari (713) 528-6670 www.softwaresafari.com 282 318 
Software Source 402 398-0110 ..... 284 313 
Sound Source Interactive www.soundsourceinteractive.com 15 311 
SouthPeak Interactive ..... www.southpeak.com 55, 111 324, 314 
Soacetec (800) JUK-N-JIVE www.spacetec.com 208 325 
SSI -Strategic Simulations, Inc. (800) 601-7529 www.ssionline.com 124-125, 162-163, 321, 302, 

210-211, 247 330, 317 
Strateav First ..... www.strateavtirst.com 219 320 
Svncronvs 888 777-5600 www.svncronvs.com 206 306 
TalonSoft 800 221-6504 www.talonsoft.com 12 335 
THO 818 591-1310 www.oaximoeria.com 19 326 
United CD-ROM 800 United-4 www.unitedcdrom.com 277 334 
Virqin Interactive Entertainment 800 874-4607 www.vie.com 16, 93, 250-251 340, 353, 360 
Wizards of the Coast (206) 624-5818 www.wizards.com 156 362 
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Readers· Requests 
It's a long, hard road to gaming success, but never fear - the Strategy 
Central Crew is here to help! 

While the Strategy Central crew works to bring you the best in tips and 
tactics for the new games of summer, our readers send in some great 
suggestions on how to wipe out the rats in Theme Hospital, scavenge 
parts in Interstate '76, and pull nasty tricks on the enemy in WarCraft II. 

··············---------------------------
Theme Hospital 
Having played Theme Hospital for many 
hours every day since I bought it, I have 
come across some pretty cool hints, 
some of which scored me a whopping 
500 rats on a Super Secret Mission. 
1. Shoot the slower rats first. This may 
seem pretty obvious, but it is a very effi
cient method. 
2. Use the shotgun and uzi, the first two 
weapons highlighted, to shoot the 
slower rats. Use the bazooka and nuclear 
bomb to wipe out those faster ones. 
3. Try to shoot the rats so they are dis
tanced from the others. Th is prevents the 
handymen from cleaning up too fast. 
4. When playing in hospital mode, turn 
the speed to "slowest" to help slow down 
the rats, making them easier to shoot. 
This won't work in rat shoot missions. 
5. Try not to place benches in front of 
holes the rats make. This makes it easier 
to see where the rats went. 

Finally, when an epidemic happens 
in your hospital, choose to try to cover 
up the epidemic and then save your 
game. When you load the game again, 

the epidemic should disappear without 
any problems. 

- James Michael Moore, 
Freeport, OH 

Well, James, rat-hunters ofTheme Hos
pital will certainly thank you for your 
words of wisdom. A hospital with rats is 
never a successful house of healing, so 
keeping those rodents under control is 
an invaluable skill. Unless, of course, 
you 're in the mood for some rat tart. 

Interstate '76 
I have some tips for Interstate '76. My first 
tip is for when the creepers are crashed, 
shot, or wrecked (but not dead yet) . There 
are two good ways to kill them. One is if 
they are stopped, drive around slowly, fir
ing oil slicks. Then shoot him as much as 
you can. When he starts to move again, 
he will go through the oil and stop again. 
Repeat th is process as much as you need 
to kill him (or you run out of oil slicks). 
When you do run out of oil slicks, you can 
use my second t ip. 

Again, when the creeper is stopped, 
go up to the driver's side of the car. You 
must be in the cockpit view (F1 ). Push 
the side button (the one that makes you 
look sideways) and stop when the gun is 
pointed at the driver's w indow. Fire the 
gun until you hear the sound of a man 
dying. That means you've killed the 
driver. The car is harmless, don't destroy 
it. You 've just saved Skeeter a lot of 
work. The parts on the car are in good 
shape, so instead of having Skeeter fix it, 
you can use it in your next mission. 

- Jonathan Kremer, 
Goose Creek, SC 

Those are some nice tactics for taking 
out creepers, Jonathan. Of course, 
instead of using oil slicks, you can lay a 
few mines down in front of the stopped 
creeper so that when it starts moving 
after you shoot at it, it'll take even more 
damage. But the key is using that pistol 
to kill the driver and salvage the car. 
There 's nothing like some fresh parts to 
keep your automobile running! 

Oiablo 
In the game Diab/a, there are all sorts of 
shrines that do different things when you 
click on them. Could you tell me what 
shrines do what so that I don't take fate 
into my hands when I click on one? 

- Patrick Donovan, Dallas, TX 

Okay, Patrick. Your wish is our command. 
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STRATEGY 

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

Here's a list of what many of the mysteri
ous shrines do when you click on them in 
a game ofDiablo. May your battle against 
the Lord of Terror be successful! 

Abandoned Shrine 
+2 Dexterity 

Creepy Shrine 
+2 Strength 

Cryptic Shrine 
Nova Spell trap 

Divine Shrine 
Receive one potion full of health and 
one potion of mana or one potion of 

full rejuvenation 

Eerie Shrine 
Decreases life, increases mana 

Eldritch Shrine 
All potions in inventory are changed 

to rejuvenat ion 

Enchanted Shrine 
Increases the level of fall spel ls 

Fascinating Shrine 
Decreases Mana 

Glimmering Shrine 
Identifies all unknown items in your 

inventory 

Goat Shrine 
Random effect from this list 

Holy Shrine 
Teleport to a random location in the 

dungeon 

Magical Shrine 
Casts mana shield upon you 

Mysterious Shrine 
Decreases some random attributes 

Ornate Shrine 
Lowers mana 

Quiet Shrine 
Receive one full potion 

Religious Shrine 
Makes current armor and weapons more 

durable 
Sacred Shrine 

Increases hit points, decreases mana 

Secluded Shrine 
Learn the complete map of level 

Spiritual Shrine 
Receive Gold 

Stone Shrine 
Reduces Mag ic 
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Murky Pool 
Receive lnfravision for a short period 

of time 

Purifying Spring 
Returns one mana point for each drink 

Blood Fountain 
Heals one hit point for each drink 

WarCraff II 
I thought I would share a little qu irk of 
WarCraft //with you and your readers. 
This tip works for both the original 
game, and (as far as I can remember) 
Beyond the Dark Portal. It only works for 
the ore side, in any scenario or .PUD 
level where the player has control of a 
Death Knight. Everyone who has played 
the ore side knows that Death Knights 
create living skeletal warriors of slain 
bodies upon the battlefield. 

The key to using skeletons for this tip 
is time. Anyone who has ever used skele-

tons knows they 
survive only a 
short time 
before crum
bling once again to 
useless dust. To use 
this tip, you must 
have a transport ship, a 
Death Knight capable of raising the dead, 
and an average-strength computer oppo
nent. Create six skeletons. Now, before 
they are destroyed or die, place them on 
your transport. Take them off-shore, 
where it will be safe from enemy ships. 

Even in the confines of your trans
port, time marches on. As the skeletons 
die, when their time limits for life are 
reached, the new units the computer still 
produces will end up in the empty spots 
in your transport. That could mean you'll 
end up with a ship-load of enemy Pal
adins, or a mix of whatever else the com
puter was building. 

Seeing as how you still have control 
of your transport ship, you couldn't possi
bly think of something as evil as off-load
ing the computer's troops to a wel l-defen
ded shore, could you? Or, perhaps you're 
rich enough to just sink your own trans
port? Or maybe you could let the computer 
destroy his own troops that way? 

- Travis Lee Clark, Wells, NV 

That is truly a devilish little move, Travis. 
Stealing enemy troops could drive the 
computer wild! This is yet another exam
ple of players utilizing a loophole in a 
game to create new and improved strate
gies. You never know when Blizzard will 
come out with a patch to fix that particu
lar feature, though, so you better enjoy 
the effects while you can! 

And since your tip is so inventive, 
you're the lucky winner of this month 's 
Tip of the Month contest. Congratula
tions! We promise we won't re-direct 
your package of Gaming Goodness like 
you can the enemy's troops! 



WEBSITE AT 

CALL US NOW 

FOR A FREE CATALOG! 

1•800• 864• 8334 

INTERNET PHONE 
lets you talk for free 

over the Internet, 
using your Internet 

free to anyone with connection to route 

VOCAL TEC long distance -p calls. Offers all 
'\'11"',I the features of o 

regular phone. 

5930 1 $41 
AVERY URDOZA'S USINO 
by Sirra, & Schm 
learn and play with 
master gambler Avery 
Cardoza. Includes 
video poker, slots, 
roulette, blackjack, 
keno, craps & more. 

60 162 $35 

LED WARS 
The world is dominated 
by mighty multinationals 

who each have their 
commercial empire. own private army. You 
If you're smart, you have been given a very 
win. If not, look simple task by your 
for a new OI CEO: Eliminate 
occupation! lrlllI•tl the enemy. 

$ 29 58720 $ 29 
• While supplies lost. Shipping charges apply la free offers. 
.. Orders recei,ed as late as 6:00 pm ((IT) for 2nd day air. 

Coll for other deadline limes. 
Special offers, item o,oilobilily and prices may ,ory 

occardinglo formal and ore subjecllachongewithoul nalice. 
All prices in U.S. dollars. Nol responsible for inadvertent 

Au. MAJoR CRexr CARDs 

B E ·· IEl 
CODE P09 ACCB'l'B> 

Covering over 40 
sites in four countries, 
you can explore the 
history, evolution, cuf 
lure & demise of the 

WILD AFRICA 2 
Visit Africa's national 

parks & the endan
gered animals that 
inhabit them. See 

Botswana, Zimbabwe 
& beautiful national 

•c•s•u•M-E•R•1•-,- parks. 

$24 59494 s24 

FRONT PAGE SPORTS GOLF 
Two championship golf 
courses included: The 
Prince course in Kauai, 
Hawaii & the Pete Dye 
Goll Club in 
Bridgeport, West 
Virginia. 

55704 $47 

F/A 18 HORNET 3.0 
byGqn;SimCap. 
Features rolling terrain, 
highly realistic atmos
pheric effects, multime
dia classroom, virtual 
cockpit, commendable 
wingmen & more. 

50602 $44 

BIRTHRIGHT 
Set in a 3D 

medieval world of 
political intrigue, 

strange alien races, 
magic & sword-

swinging, armored 
battle 

heroes. 

51911 $29 

SAT & ACT BUNDLE 
Kaplan, # 1 in Test Prep 
for 60 years, guaran
tees lo raise your SAT 
and ACT score with the 
most personal 
ized & focused 
study plan avai( 
able. 

BRAIN FooD GAMES 
Feed your brain what 
it craves! Smart 
Games Word Puzzles, 
Wheel of Fortune, 
Jeopardy!, 
Othello, Zoop, 

GRE/GMAT/LSAT 
BUNDLE 

Higher GRE, GMAT 
or LSAT scores: 

That's your goal and 
ours. Kaplan is 

the Test Prep 
Industry's leader 

for 60 years. 

$25 

y GT lnterocti 
ou carved your soul 
hreds in servitude to 
ark god, but betray 
as your on~ rewar 
ow you've got a 
ore to settle. 

Discover how to 
master the art of win-

ning. 26 exciting, 
games include: 

Texas Hold 'em, 
Keno, Slots, 

and You Don't Ill Roulette, Poker 
Know Jack. & more! 

59285 $35 60094 $27 

Business Hours: Mon 8am-8pm, Tues-Fri 9am-8pm; Sat 11 am-5pm; Sun 12pm-5pm. 

Mail Orders to: 800 United CD ROM Drive, Urbana, IL 61802 

CONTACT us! 
lnt' I orders 1-217-337-8532 
http://www.unitedcdrom.com 

Phone Orders 1-800-864-8334 
Fax orders l -2 17-337-853 l 

UGO 15 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 

C The Walt Disney Company 

HERCULES PRINT STUOIO HERCULES ANIMATED 
Filled with heroic STORYBOOK 
images of Hercules plus Hercules must prove 
larger-than-life charac- himself a true hero 
ters and mythological to regain his rightful 
monsters, this place among the 
new Print Studio ~f~ '. gods on Mount 
will make your ~~ Olympus. 
creations shine. ~ 

$23 57592 $36 

EVE BY PETER GABRIEL 
Adam & Eve have 
been parted. Paradise 
has been lost. Solve 
puules, create music 
& explore rela
tionships as you 
attempt to sove 
the world! 

UBIN FEVER 
Sizzling full-motion video 
opponents with an 
award-winning poker 
engine, interactive story 
elements & a "point-01-
view" interface that 
puts you 
into the 

HALLS OF THE DEAD: 
FAIRY TALE ADVENTURE 2 

Battle medieval 
creatures including 

goblins & dark elves 
using weapons, 

wit & magical 
spells in this 

fantasy RPG. 

44741 $39 

Wilh lour gorgeous 
opponents who are 

willing & able to bet 
it all for the chance 

to "beat the pants 
off you.' 



----------······························································································· 
e think that 

PC Gamer 

readers are 

the best in 

the vvorld ! Where else 

could you find refer

ences to U2's Pop Mart 

concert tour, colon 

surgery, and Jo-Jo the 

Idiot Circus Boy in 

one place? PC Gamer's 

Letters section, that's 

vvhere! You guys are the 

greatest! (To those of 

you vvho haven't vvritten 

in, take this as a creative 

challenge: can your 

letters top these?) 

Let's Hear From You! 
Write to: 

PC Gamer Letters 
Imagine Publishing 
150 North Hill Dr., 

Brisbane, CA 94005 

or E-mail to: 
peeceegee@aol.com 
www.pcgamer.com 
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LucasArts has never substituted flash for gameplay in its graphic adventures. so we're not worried 
about The Curse of Mon/cey Island. 

I agree with Reynold Wong's letter, pub
lished in the June 1997 issue, about real
time play in massive strategy games. 
Real-time play in strategy games isn't 
necessarily a good idea. Massive strat
egy games with lots of micro-manage
ment are not really suited to real-time 
play. And usually the type of gamer who 
likes strategy games isn't sold on real
time play. I know, because I'm one. I 
tried playing Caesar 2 and finally gave up 
on it. 

Here's my solution to the problem 
of real-time play: Let the gamer have a 
choice of turn lengths for the human 
player. And, of course, the game should 
have a special turn length optimized for 
Internet play. This way, everyone can 
have what they want. 

- Larry Trueblood, Shelburn, IN 

A reasonable suggestion, Larry. It's true; 
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real-time is great for tactical-level games 
like Red Alert or Close Combat, but as 
games approach the strategic level, it 
can be a problem. Interplay's M.A.X. is a 
good example of a game that offers the 
kind of compromise you're talking about; 
it lets you choose from a wide range of 
time limits for turns - or no time 
limit at all - so you can take as long 
as you want to make your moves, or 
give the game a sense of urgency 
approaching that of real-time games. 

Dear Mr. Lucas 
I am ecstatic that the Monkey Island 
series is finally going to continue. But 
I do have one complaint. Why do we 
need SVGA graphics and full voice 
acting? It does add a lot of atmos
phere, but at what cost? The original 
Monkey Island game was only four 
megabytes, and it didn't look half bad 

(I thought) . You could fit 125 Monkey 
Islands on one CD-ROM! You could make 
a game 125 times more complex than 
Monkey Island! With that kind of size, 
you could make a truly great, detailed, 
involved adventure. 

What makes a great roleplaying 
game? Not flashy graphics, but plot and 
depth. Why should adventure games be 
any different? I realize that my opinion 
probably won't be terribly popular, but I 
have had more fun playing games like 
Monkey Island and the Zork series than 
most of today's graphic bonanzas. Surely 
I can't be completely alone. 

- Aaron van Dorn, via the Internet 

Aaron, we 're right with you on the issue 
of flash over substance, but a few excel
lent graphic adventures - The Beast 
Within and The Pandora Directive, for 
example - have shown that multimedia 
chrome and great gameplay can exist in 
the same package. And since even 
LucasArts' worst adventure is still head 
and shoulders above most of the compe
tition, we expect The Curse of Monkey 
Island to be, first and foremost, a great 
game that just happens to have high-res 
graphics and full speech. 

LucasArts obviously knows what they 
are doing, what with Monkey Island 3 
and a whole slew of Star Wars games 
coming out soon. But here is the one 
important question: Where is Sam and 
Max Hit the Road 2? This is the funniest, 



most enjoyable adventure game ever 
made, and LucasArts hasn 't capitalized 
on it yet? What are they thinking? 

- Jeff Stephens, via the Internet 

We loved Sam and Max Hit the Road, 
too, Jeff - and you can rest assured that 
we ask about a sequel every time we 
visit the LucasArts offices. There 's still 
nothing on the game company's sched
ule, but we may yet wear 'em down. 

She Moves in 
M~sterious Wa~s 
Here's a question for you: I was at the U2 
Pop Mart concert in Oakland, CA, and 
they had these big monitors showing 
what looked to be images of Lara Croft 
from Tomb Raider. 

It looked like some of the same pic
tures you ran in your cover story last 
month. Was it her? 

- Luis Sanchez, via the Internet 

Yep, that was PC gaming's current star 
cavorting on the big screen at the U2 
concert. Seems lead singer Bono played 
Tomb Raider and thought Lara was 
pretty nifty, so she became part of the 
tour. And to think we knew her when she 
was in beta testing ... . 

The Name Game 
I was cleaning out my basement the 
other day and found some really old 
copies of PC Entertainment. I really 
enjoyed that magazine in its day. A 
friend told me that your very own little 
magazine, PC Gamer, used to be called 
PC Entertainment. Is that true? Is it the 
same magazine? 

- Julie Bennett, New York, NY 

It's true that Game Player's PC Entertain
ment found new life as PC Gamer a little 
more than three years ago. But don't 
confuse it with a magazine from another 

LETTERS 

publisher, JOG, that wore the name PC 
Entertainment more recently. Believe it 
or not, that magazine is now known as 
PC Games. Most peculiar, no? 

Doctor Doom 
The other day I was watching a documen
tary on colon surgery (and yes, I do watch 
documentaries fairly often).The lead sur
geon commented on the fact that younger 
doctors, ones who had been playing 
games most of their lives, had much bet
ter hand-to-eye coordination, and there
fore they made better surgeons. Not only 
is this a respectable and well paying job, 
but the number of doctors needed for 
microsurgery like this is going to dramati
cally increase over the next decade or so. 
So next time you worry about playing 
those "stupid" games, just remember -
it's handy training for future surgeons! 

- Caleb Harris, via the Internet 
ll!CG 
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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 b.\MIIEl!.(J[UN/ 
• New courses in Java, ms, 11 llll tlJ1I Ill 

Networking, HTML, MIS 
• Approved by more t<OiM!ll'11/l! E.R 

than 275 companies S,U lllli#(CE.S: 
• Follows ACM/IEEE 

guidelines 
• Thousands of students 

throughout U.S. 

ACCRED!lID 
MEMBER 
WorldA~ 
ofUn.hfflities 
IWColkSCS 

COMMERCIAL GAME SOURCE CODE 
WATCOM C AND ASM 
HIGH SPEED ACTION 
DOS,WIN3.11& WIN95 
640x480 GRAPHICS 

SOUND & MUSIC 
WITH THE MILES 
SOUND SYSTEM 

(SOLD SEPARATELY 
FROM RAD LABS) 

$495 
FULL DEMO AND INFO ON WWW.SHI PSEA.COM 

(888)486-8088 OR (512)444-8676 TO ORDER 
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Product Informati on Number 133 

Busy looking for a new 
contract or full-time 
position? Why don't 
you check out DICE? 
We have the hottest 
jobs the WEB has to 

offer! DICE is the 
original online high tech 

recruiting service. We make 
• your job search easy, with thou-

sands of listings for Programmers, Analysts and 
Technical professionals - for all areas of expertise 
and all levels of experience. 
What's even better - we're FREE, providing 
detailed information so you can find the right 
contract or full-time position for YOU! Take a 
look for yourself! 

www.dice.com 
DATA PROCESSING 
I NDEPENDENT ~ 
CONSULTANT'S. 
EXCHANGE~~ 

Don·t gamble with qour job search. Use DICE. 

Product Information Number 127 



LC>C>KING FC>R CASH? 
We Pay Top Dollar for Used Video Games & Systems 

N64 system 
Blast Corps 
Cruisin USA 
Doom 64 
Hexen 64 
Mario Kart 
Super Mario 64 
NBA Hangtime 
Star Fox 64 
Star Wars 
Turok 
Wave Race 

SNES SYSTEM Romance of the 
Bass Master Pro 3 Kingdom 2 
Breath ofFire 2 3 Kingdom 3 
Final Fantasy II 3 Kingdom 4 
Final Fantasy III Secret of Mana 
Lufia Side Pocket 
Lufia II Civilization 
Mega Man 7 P.T.O. 
Mega Man x2 P.T.O. II 
Mega Man x3 Monopoly 
Ogre Battle Wheel of Fortune 
New Horizons Vegas Stakes 

Game Trader 

Sony PlayStation 
Big Bass World 
Jet Mato 
Resident Evil 
Suikoden 
Tekken 2 
Twisted Metal 2 
Tomb Raider 
Vandal Hearts 
Wild Arms 
Killing Field 2 
Soul Blade 

10004 SE Washington St. , Portland, OR 97216 (503)254-4 11 3 Fax(503)254-3766 
3225 SW Cedar Hills Blvd Beaverton, OR 97005 (503)641-551 1 Fax(503)626-1934 

Product Information Number 150 

You have a shipload of contraband. Your crew's on the verge of 
mutiny. The IRS is hot on your trail and the entire Imperial 
Galactic Empire wants you vaporized. But HEY ... there's always 
time for a little plundering before you hit the next spaceport bar! 

www.spacepirate.com 

Product Information Number 240 

Product Information Number 318 

eoU"tAINMENT GROUP 
WORLDWIDE DISTRIBUTING 

The World's finest sources of all CD-ROM titles and DVD's
ultimate future home of multimedia world. If you're seeking the 
Hottest, Newest Games. And the most competitive prices. Look no 
further. CONTACT US NOW!!!!!!!! 
Tel :(818) 338 -5189 Fax :(818) 338-9589 
Coming soon .... ... .. . 
- X wing vs. Tie fighter - MIA2 
-GNome - Star Craft 
- Dark Force 2-Jedi Knight - 7th Legion 
- X-Com: Apocalypse - Dark Reign 
You also can visit our WEBSIDE at: http://www.etcd.com 

Product Information Number 137 

WO~Ll)WII)~ Cl)-~OM 
l)l~T~ll3UTO~ 

* BEST PRICES 
* FAST OELIUERY 
* DIRECT FROM USA 
* TOP SELLING GAMES 
* CALL FOR A PRICE LIST 

TEL:(714)367-1090 
FAX:(714)367-1045 

E.MAIL:COMPU@FIA.NET 
(DEALER & DISTRIBUTOR INQUIRIES ONLY, PLEASE) 
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• 
JUST CDS, INC. 

E-MAIL SALES@JUSTCDS.COM 
THE LEADER IN CD ROM DISTRIBUTION 

OVER 1500 TITLES IN STOCK 
NEW GAMES! 

REFERENCE 1131tl)~ATltt■AL 
GUARANTEED LOW PRICES! 
CALL US FOR A PRICE LIST 

OO~A..OT ""U"S SOON"'! 

TEL: 114-634-3823 
· - - 111 

Product Information Number 200 

Best Gaming Systems... Best Prices... Best Service 

UPGRADE OPTIONS 
MEMORY 
16MB RAM EDO 72plns $65.99 
32MB RAM EDO 72plns $129.00 
64MB RAM EDO 72plns $355.00 

DIMMS (EDO) 16MB $105.00 
DIMMS (EDO) 32MB $155.00 
DIMMS (EDO) 64MB $285.00 
DIMMS (RAM) 16MB $85.00 
DIMMS (RAM) 32MB $155.00 
DIMMS (RAM) 64MB $375.00 

HARD DISK 
EIDE 3 GB 
EIDE 4 GB 
EIDE 5 GB 

$235.00 
$285.00 
$375.00 

Prices ond configurations subject to change without notice. 

1-800-717-9711 ~E• • http://www.rpm-computer.com 
Home Gaming Series 
Intel Pentium® or AMD K6 w/ 512K Pipeline 
Mid Tower Case w/ 250W P/S 
32MB RAM DIMMS Modules 
High Intensity 1.44 Floppy Disk Drive 
EIDE 1.3 GB Hard Drive 
104 Win95 Keyboard • Mouse 
15" SVGA .28 NI Low Rad Monitor 
4MB Diamond Stealth 3D 2000 DRAM 
20X CD-ROM • AWE 64 Value Creative Labs 
Altec Lansing ACS-55 Speakers 
US Robotics 56K w/ Voice Modem Internal 
Windows 95 w/ Applications CD 
Assembled & Burn Tested 

Intel Pentium® 200 MMX $1855 
Intel Pentium® 233 MMX $2085 
Intel Pentium II 233 MHz $2345 
Intel Pentium II 266 MHz $2620 
AMO K6-200 MHz $1800 
AMO K6-233 MHz $2099 

Product Information Number 292 

Super Gaming Series 
Intel Pentium® or AMD K6 CPU 
64MB SDRAM • Mid Tower Case w/ 250W P/S 
High Speed 1.44 FDD • EIDE 4.0 GB HDD 
104 Win95 Keyboard • MS Mouse 
17" SVGA .28 NI Low Rad Monitor 
4MB Matrox Millennium Video Graphic 
20X CD-ROM • AWE 64 Value Sound Card 
Diamond Monster Sound 3D Audio 
Altec Lansing ACS-45 Speakers 
US Robotics 56K w/ Voice/Data/Fax Modem 
MS Windows 95 w/ Applications CD 
MS Side Winder Pro 3D Joysticks 
Assembled & Burn Tested 

Intel Pentium® 200 MMX $2301 
Intel Pentium® 233 MMX $2405 
Intel Pentium II 233 MHz $3299 
Intel Pentium II 266 MHz $3520 
AMO K6-200 MHz $2250 
AMO K6-233 MHz $2685 



co-ROM AccEss 
12201 Saratoga-Sunnyvale Rd. 
Saratoga, CA 95070 

TEL: (408) 366-6700 
FAX: (408) 366-9066 

r o ver 3,000 title; ' in~;~~k.~ C~II for a free catalog 
I or for more info, visit http://www.cdaccess.com. 

Aces of the Deep . . . . . . . . DOS $19 
Apache . . . . . . . . DOS $19 
Bad Mojo . . ............ W3.1/95 $39 
Buried in Time ..... .. . W3.1/95 $19 
Civilization II. . . . W3.1/95 $39 
C&C: Red Alert. . DOS/W95 $39 
Daggerfall . . . . . . . . . . . . . . . DOS $39 
Deadly Games . . . . . . . . . DOS $39 
Diablo ...... . . . ... . . .. . . . . W95 $39 
Duke Nukem 3D Atomic . DOS $39 
Heroes Might & Magic II . DOS $37 
The Hive . ................ W95 $19 
Lords of the Realm II . DOS/W95 $39 
Magic the Gathering .... . W95 $39 
Masters of Orion II .. DOS/W95 $39 
Mechwarrior II Mere . DOS/W95 $39 

Monopoly . . . . . W3.1/95 $39 
Nascar Racing II . DOS $39 
Phantasmagoria II ..... W95 $39 
Pirates! Gold ......... . . . W3.1 $15 
Privateer II . . . . . . . . . . . . . DOS $39 
Quake . . . . . . . . . . . . . . . . DOS $39 
Sim Copter . ..... . . ....... W95 $39 
Steel Panthers II ........ DOS $39 
Timelapse ........... W3.1/95 $39 
Titanic . . . . . . . . . . . W3.1/95 $39 
Tomb Raider . . . . . . . . . . . DOS $39 
US Navy Fighters 97 ... . . . W95 $39 
Wizardry Nemesis . DOS $39 
Z ........ . ..... . ...... DOS $39 
Sound Blaster Sound Cards . . $Call 
Toshiba 12X CD-ROM Drives $Call 

All Software Listed Above is NEW in Retail Boxes. 
2 Day Ai r Shipping : Flat Rate $5.95 Per Order within 

US 48 States. Worldwide Shipping at Low Rates. 

I 

Orders: 1-800-959-5260 8-7 M-F 9-5 Sat PST 
VISA/MC/DISC/AMEX/Checks/Money Orders 

Product Information Number 110 

Software Source 
3003 Sou1h 83rd Street • Omaha, NE 68124 

Receive 15% More in Credit For Your Games Now! ! 

= = = 11TH HOUR 17.95 MIA2ABRAMS 29.25 ANORETTI 32.25 
1942 PACIFIC AIR WAR 24.95 MECH 2 MERCENARIES 24.95 BEYOND/BEY 32.25 
AGE OF RIFLES 24.95 MYST JS.25 BUSTMOVE 2 32.25 
AGE OF SAIL 24.95 MYST 2 32.95 COM/CONQR 32.95 
A-10 2 24.95 NASCAR 19.95 CRASH BAN 29.95 
ALLIED GENERAL 18.95 NASCAR 2 28.95 DESTDERBY 29.95 
BETRAYAL IN ANTARA 33.25 NBA LIVE 97 26.95 DOOM 33.2S 
BEASTWITH IN 16.9S NEED4SPEED2 27.9S JETMOTO 33.2S 
BLOOD 29.9S NHL 97 26.9S LEGCY KAIN 33.2S 
CLOSE COMBAT 18.9S /',,'EW HOR IZONS 23.95 MECHWOR 2 33.2S 
CIVILIZATION 2 27.95 PAN'OORA DIREcnVE 28.95 NAMCO 1-4 29.95 
C AND CONQ RED ALERT 28.25 PANZER GENERAL 14.95 NASCAR 33.25 
CONQUEST NEW WORLD 19.95 PHANTASMAGOR IA 2 28.95 NBA LI VE 97 33.25 
DIABLO 29.95 PR IVAITER 2 28.95 ND4SPEED2 33.25 
DEADLOCK 19.95 QUAKE 29.95 PANZER GEN 29.95 
DAGGERFALL 27.95 REl\JRN TO KRONOOR 29.95 POA 97 33.25 
DARK FORCES 2 33 .95 REBELLION/STAR WARS 33 .95 RES EVIL 3•U5 
DUNGEON MASITR 2 14.95 ROMANCE 3 KNGDOM4 28.95 SOUL BLADE 31.95 
DESCENT 2 19.95 SHIVERS 2 22 .25 SUIKODEN 31.95 
DUKE 3D 23.95 SIMCITY 2000 19.95 TEKKEN2 31.95 
EF2000 18.95 STEEL PANTHERS 2 27.95 TOMB RAIDER 34.25 
F22 LIGHTNING 2 28.95 STONEKEEP 17.95 TNN BASS97 39.95 
RJLL THROTTLE IJ.95 sun FLANKER 2J .95 VANDAL HRT 33.25 
GRAND PRIX 2 23.95 TFX 3 ' 24.95 VR POOL 3J.25 
HEROS M&MAGIC 2 28.95 TOMB RAIDER 27.95 WARHAMMER 3J 25 
INDY CAR 2 24.95 TROPHY BASS 2 29.95 WILD ARMS 33.95 
JAf\.'ES ATF GOLD 32 .25 US NAVY FTR 97 29.95 ~ 
LONGBOW GOLD 32 .25 WARCRAFT 2 27.95 MAR IO 6-' 47.95 
J0HNMADDEN97 24.95 WARHAMMER 19.95 MARIO KART 49.95 
LEISURE SUIT LARRY 7 29.95 X COM TERROR 19.95 l\JROK 6-1 53.2 5 
LORDS OFTHE REALM 2 28.25 WING COMM J 27.95 WAVE RACE J 9.95 
MASTER OFORION2 27.25 X COM: APOCALYPSE 29.95 BLAST CORP J9.95 

r-------------------~-------------------, I SEND US 4 GAMES FOR TRADE I BUY l T ITLES BY MAI L ANO GET I 
I AND GET AN AOO ITI ONALSI0.00 I FREE SHI PPING ON YOUR ENTIRE I 
I INCREDITW ITHTHISCOUPON I ORDER ! I 
I EXPIRES 9/3\/97 I EXPIRES9(31/97 1 
'---------------------'--- SENOUSYOURORDERTODAY! ____ ., 

THOUSA NDS OF OTHER T ITLES CALL NOW! 
TO BUY: Please fill out your order on:i regular piece of paper. include any previous or current credit. total 
shipping charges and method of payment. We accept check/money orders/credit cards. Please send telephone 
number. 
TO SELL: Please fill out a list of the games you arc sending, all games must include original retail box, all 
packing ond original ins1ruc tions. Send to above address. All defec1ive or unboxed games will be returned at 
customer's expense. Please include your telephone number when buying or selling. 

SHIPPING CHARCES $7.00 FIRST T ITLE $1.00 EA ADDITIONAL 
ALL PRICES C OOD THRO UGH SEPTEMBE R 30TH, 1997 

Product Information Number 313 
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What Is 
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[1il R&G GAMESQ 
PO INJX 5008 - Hta, ll 60139 

We Buy & .Sell New & Used IBM Games & Hlnlbooks Call 1-800-525-GAME 
Canada 630-980-9995 Fox 630-980-9996 Email rggomes@ool.com More 

games call for prices: 
"'Used Titles"' FrontPageFoolball 97CO $28 Star Trek Borg CD $30 
30 Creepnight Pinball CD $26 Gabriel Knight 2CD $22 Stooekeep CO $20 
Albion CD $28 Gene Wars CD $15 SU 27 Flanker CD $20 
Amber CD $24 Grand Prix 2 CO $22 Tie Fighter Collector CO $26 
Apache CD $20 Heroes Might & MagicCO $22 TH1l8 Commando CO $20 
Anvil of Dawn CD $18 Heroes Might&Magic $30 T,melapse CD $24 

2CD 
Ascendancy CD $16 Hyper 30 Pinball CD $26 T oonstruck CD $22 
Battleground Shiloh CD $30 lmperium Galactica CD $28 Torrin's Passage CD $22 
Bioforge CD $18 Iron Helix CD $14 Under Killing Moon CD $15 
Caesar2 CD $22 Las1 Express CO $30 US Navy Fighter Gold CO $18 
Close Combat CD $17 Links 386 CD $22 VA Soccer 96 CD $20 
Command&ConquerCD $27 MAX CD $29 Wages of War CD $25 
Com&Con Red Alert CO $30 MOKCD $29 Warcraft2CD $27 
Conqueror 1086AD $22 Mechwarrior 2 CD $17 War Wind CD $23 
Conquest NewWorld CD $22 Mechwarriro 2 Mere CD $24 Wing Commander 4 CD $24 
CrusaderNoRemorseCD $18 MystCD $18 Woodruff & Schnibble CD $20 
Crusader No Regret CD $22 NHL Hockey 97 CO $20 X-Wing Collector CO $21 
DCD $22 Panzer General CD $20 zco $21 
DaggerfallCO $30 Phantasmagoria 2 CD $25 Zork Nemesis CD $22 0 

0) 
Dark Forces $22 Police Quest 5 CD $26 "'New Titles"' C\J 
Descent2 CO $24 Qin CD $26 AfterMe CD SALE $29 ,._ 
Dig CD $22 QuakeCO $30 CrusaderRegretCD SALE $29 (I) 

Oiscworfd CD $24 Realms of Haunting CD $30 lndependenceDayCOSALf $33 ..0 

Oiscworfd 2 CD $30 Rebel Assault 2 CD $20 KKNDCD $35 E 
Doom2 CD $25 Ripper CO $24 M1A2CD $38 

::::, 

EF2000CO $20 Shadows Over Riva CD $30 Madden 97 CD SALE $27 z 
Eraaicator CD $20 Space Quest 6 CO $25 Magic the Gathering CD $38 C 

0 Exploration CD $18 Space Quest Coll CD $25 Megarace 2 CD SALE $29 
~ F·22 Lightening 2 CD $24 Spycraft CD $25 NHL 97CD SALE $27 

Fable CO $28 Star Control 3 CD $20 PowerF1 CD $34 E 
Fantasy General CO $22 Star General CD $22 Redneck Rampage CD $38 

,._ 
Fragile Allegiance CD $30 Star Trek Final Unify CD $22 Time Commando CD SALE$31 Q 
FrontPage Baseball $18 Star Trek Klingon CD $26 Triple Play 97 CD SALE $27 .f: 
96CD 

FrM UPS SHIPPtlG with~ ol $75 or more 
http://members.aol.com/RGGAMES/index.html 

Shipping UPS $5 Airborne $11 Visa/MC/Discover/Cashier Check/Money Order 

Attention all CD-ROM Dealers! Looking for the best pri,es and fastest delivery of top CD-ROM titles? Multimedia Integrated is 

YOUR SOURCE FOR WHOLESALE CD·ROM TITLES 
5 Years in the CD-ROM Distribution Business ... and still going STRONG. Source from the most reliable Distributor in the West. We ship anywhere on the planet!* 

Worldwide Distributor for the Top Selling CD-ROM Games , 

CALL NOW FOR A DEALER APPLICATION FORM 
To qualify for dealer pricing you must hove o resole license & be able to place o $500 initial order 

t e 
379 Oyster Point Blvd. #7 TEL No: 1 ·4 l 5·872·7100 Hours: Mon·Fri 9:30·6 PST 
South S.F., CA 94080 USA FAX No: 1 ·415·872-7133 emai l: MMinteg@ool.com 

1-415-872-7100 
Dealer and Distributar Inquires only please. International Dealers welcome. We ship via any carrier. 



~ PC Gamer Exclusive T-shirt Off en > 

Method of Paqment: 
0 Check or money order made payable 
to "Jack Nadel, Inc." (Sorry, no CODs) 

0 Mastercard O AmEx 

Account number ______ _ 

Expiration date _______ _ 

(YOUR ACCOUNT WILL BE CHARGED BY JACK NADEL, INC.) 



ADI/LT C!l>-ROHSI OW:R 100 TITLES fN STOC!KI ivru rEAT ANY PRJ(!E/ 
FREE SHf PPfNG, AfRHAfL, WORLl>WfDE! VISA l-1ASTERCAR'D,Al-1EX, CHECK COD 

liOO) 304-rmo 2~ HRSnl>AVS ,m 'ZS//--WJII INTERNATfONAL Im 'ZS//--fZV. HIX 
GOOSro.Jl-1P GRAPHICS, gox '>167, l-1EN101<, OH 1/1/061 (1111ST gf OVER 21) 

AC!reESSES ~ (QFSJ ... .. .... ... m 11-J(!OqN(TO ({,W1AN EDM>A<;EJ •..... m 
A!>UtT STORMOOK (TEXT Fa..J •••..•. . $31 JAPANESE PfA(S 1 OR 2. ................ m 
AMATEIJR DEMANTES /Qf5} ............ m UFE CN Tf/E FAT IANE 11'1/0TOSS ••.... . J'I 
AMATEIJR Pl/OTO c;Atiru .. ..... .... ... .. m UIST (a,ff) ........ .. ..... .... ........... m 
AMATEI/R ~ /t;IFSJ. .•• .. ..••.... $3'1 MAI(£ VOi/i: O\IIN 0 ... lc;Al1E.l. ...•. .S3'1 
•••• J/DH ..•..•••••..........•••.•••.. .. ••..• m MAN/>O\IIER (c;AV) ...... ••.. .. .. ..•••• ..• m 
ASIAN PEARCS1,20Rl ................... .S3'1 MISSM/DEl!ml> CQIFSJ ...... ..... ..... .S3'1 
AWARZ> IICN/,JINQ )00( 1'1/0TOS ... .•. ... .. m NASTY Nl/l!SES. .. .••.••• .. .••• .•••• ....... m 
iAN~ rEAI/IIES (l;lfS) ••. .. ....•••...•.. $31 t,Jtc;ffT\VATOO 1,2, OR 3 lc;AMESJ .. •.. .S3'1 
J0 f 1,2,3 OR PRIME lc;AY.l ..••...•••.... m f,JI)( /ltX 1-/0T FIX 1,2,3,~ OR L .. •.. .S3'1 
JEST OF <!MWSW/QS .................. m MJDE CJ€18S ......... .................. .. m 
BI/SIV IADIES IQFSJ ... ........ .... ... .. .... $3'1 ONLY THE JEST OF A•!! ....... ......... m 
MTl!ml>.1.. .................. ........... S3'1 ONLY THE JEST Of o•~! ..... ... ... .... .$3'1 
l'ffflV /JOPPERS 1 OR 2 .. ......... ... ... m /lEEl1'Wa PflE (a,ff) ..... ........... ... m 
C!J/lART W'IJ<!A .......................... S3'1 PENTI-/OUSE 1,2,MS, OR L ....... m 
~ EXPEI/JEIJ<!E (StJ!)'SJ ••••••••••••••• m /ltl-JICMSSION (1£SJWJ QFSJ ............ m 
ME11m!l>~ .................... m />ORIJOl>Ol(£R. .•• ... .. ..••.......... ... . S3" 
~IN~ (c;lf5) ... ....••...••••• m PRIVATE m,oo('/llLER;Y ................ m 
ll81IIEDOESDAUAS .... ..... ....... ....... .S3'1 /lRl'JATEt;ltl.'S!amCQIFSJ ...... ..... m 
DEE/) T00T QfRLS 1,2,3 OR.4 ............ m PRl'vATE /JRISOl,J (a,ff) ....... ... ..... .. m 
PfllltAV@fANTASIES1 OR2 ............. m RARE /lt(?SI WJIMl!iS) .•. ..•..... ...•••• .• m 
D€SKTDP l'DVAQER (a,ffl .. .... ......... m Wf /lt(?S2 IWATER~Sl ... ....... m 
!)IE /ltEMIE lc;ERMAN n:!>l ... •••. .. •• .• m RAUN<!f/ lc;AMEl ......••....•.••••....•. .S3'1 
DIRTY DEMANTES 1 OR.2. .... .... ....... m RoP€S ii CWIINES ... .. ..... ... ...... .... $3'1 
!>IRTV tml£ Al)ULT CARTOONS. .... ••..•.. m RUJJER Pl!ANTASIES 11'1/0TOSJ .•...•. . m 
EUTEC!OUEl,ERe/.SIPI/OTOSJ ..•....•.... m SEAIE!>WITI/AKISS10R2. ..•.... •• .... m 
m,oo READER ISTOl!IESJ ......... ........ m SEX\.W DEM ANTES (QFSJ ..••. ..••.. .• m 
FE11Sl/ .•••.. ...... .. •.••.•.•........ .. •.•. .. .. m Sf/A<!IQ.ES, C!IJffS ii TOUQI STl/ff. .... m 
FOR WOMENONLV /r.;tfS) •...... ..•. ... •.. $3'1 STARSiiMODe.S .............. ..... ..... . $3'1 
FOR1tOOEN Sll&/WS ......... .... ........ $3'1 mi,,~ PROFESS/ONlt .•.. ... .••.• $3'1 
FREAK.SI-/OW10R2 ...................... .S3'1 s-•••w~ .......................... S3'1 
FREAK. SI-/OW 1 OR 2 ........ ... .....••.... $3'1 SWEET <l/E£KS CQIFSJ. ••••••• ••• •• ••• •• •• $3'1 
Mi WITI/T0 S ..•••...••......•... •• .... •.. S3'1 SVLT-MAtx!00/10R2 CNUD€Sl .••... m 
c;AV WORLD 1,2 OR 3 .... .. ............... $3'1 "™41 JDNrlA<;f ... .. .....•• ........ •• ..... $3'1 
atffV WORl.l) 1,2,3 OR ~ .. .. ••.•••.. .••.•• m TIFFANY IAMATEIJR NUD€SJ .••• .•. .••.. S3'I 
~ TW OR TEft ................. m TWJ2 (ll/lOO wrTII ... ~!) ... ... .. .. .. m 
HACKER l'HRONt<!1ES 2 ......... ... ... ..... m lltTIMATE mmcA C!OU£(!ff()IJS ••••••• S3'I 
I/ARI> aoe.E 2. •.. •••...••.... .. •.••••.. .... . Sl'I lltTIMATE TOK.VO (c;AMEJ ..••..•. ... .••. m 
l"1Rl> CORE QtFS. •. .•••• ....•.••..•••. ... •.• S3'1 VAMm ~ /a,ffJ .......... .. ........ $3'1 
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NEXT TIME ... 
Phew! Well, now that E3's over, it's 

back to business as usual here at 

PC Ga,ner ... at least it would be if 

the holiday season wasn't fast 

approaching, with all the seasonal gaming may

hem in tow. Here's a sneak peek of what our 

game-packed October issue will be bringing you ... 

············································--------------------
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Rolepla~ing Revivan 
So what's up with roleplaying games all of 
a sudden? After the succeess of DiabJo and 
Daggerfall, RPGs are back in vogue, with 

more new titles 
currently in devel
opment than ever 
before. Next month, 
PC Gamer rounds 
up the hottest con
tenders amongst 
the next generation 
of computer role
playing, including 1....--- previews of Ultima 

IX, Return to Krondor, Might & Magic VI, 
Anachronox, Final Fantasy Seven, The Elder 
Scrolls Adventures, and oodles more! 

PC GRMEA September 1997 

Plus~ 
The latest releases reviewed and rated, 
including ... 

• Twinsen's Odyssey 

• Carmageddon 

• Shadow Warrior •······· · 

• Hexen II 

• NHL Powerplay '98 

• Atomic Bomberman 

... and many more! 









Sound Blaster® A WE64 Value 
The latest Sound Blaster technology is ready to invade your multimedia PC. 

At an our of this world price, $99 .99 (estimated street price), Sound Blaster 

AWE64 Value is your logical upgrade to high-fidelity audio. Hear every eerie 

sound with frightening clarity with up to 64 simultaneous voices of Advanced 

WavEffects"' & WaveGuide Synthesis. 512K onboard RAM for SoundFont® 

samples and high performance, lets you add your own alien sounds. Also 

included, the hottest Internet sofrware. To learn more about the Sound Blaster AWE64 Value, contact us ac: 

www.soundblaster.com/ sound/ AWE. 

C C.opyrigh1 19')7 ~tivc Technology Ltd. Sound Blaster and the Cre:uivc logo :lfC rcgis1crcd 1!':ld~ 2lld Adv-.mctd WJ.vEffcas and Cteur.-c 
W.wcSymh/WG arc 1r:Klcmarks of Crntivc TcchllOlogy Ltd. in the Uni1ai States and/or other countries. Sound Font is a ~1rn:-d trademark of 
E-mu Systems, Inc. in the United ScltcS :1nd/or 01her coumrics. All 01hcr rumcs :llC property of thcir rcspm:ivc owners. All spt:cificuions :an: sub
jca 10 change withou1 prior notice. All rights ICSffl'M. 
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