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Built funk-tough on Windows" 95. 
www.activision.com 

AcliVisioM 

OVer 25 armaments with enough 
flrepow to create your own Deatl'I Valley. 

'lbrg9lfng, systems damage and radar gauges 
help you watdt your rear and bum theirs. CB induded. 

Forward, rear and dropped weaponry - plus a 
Nlnfon:ed chaals for hood-to-hood combat. 

Dead-on vehlc:le dynamics courtesy of all-terrain tires and 
customlzable brake and suspension ~ms. Shocks guaranteed. 
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84 High Sierra 
Sierra Online has had its ups and downs over 

the years, but has remained one of the PC's best

known and most prolific game-makers - and its 

1997 line-up looks set to put the company's good 

reputation over the top. William R. Trotter has 

our inside report. 

Scoops! 

36 Conquest Earth 
After blowing away 3D games with the amazing 

Tomb Raider, Eidos thinks it can give Westwood 

and Blizzard a run for their money with this 

ambitious entry into the real-time strategy arena. 

41 Uprising 
How does a first-person real-time strategy game 

sound? Remember the classic Carrier 

Command? That's the feel Studio 3D0 is trying 

to re-capture with its latest offering. 

46 Extreme Assault 
Blue Byte promises to push back the boundaries 

of PC graphics with this high-tech shoot-'em-up 

that's anything but ordinary. 



Reviews 

Baldies 

DeathDrome 
Deus 
Discworld II 
Dragonheart 

Extreme Chess 
Front Page Sports: Football Pro '97 

Gex 
Huygen's Disclosure 
Iron Man/X-0 Manowar 
in Heavy Metal 
Krazy Ivan 
Leisure Suit Larry in Love for Sail! 
Maui Mallard in Cold Shadow 
M.A.X. 

Microsoft Golf 
Mummy: Tomb of the Pharaoh 
NBA Live 97 

Realms of the Haunting 
Roholluest 
Scorched Planet 
SimGolf 
Stars! 
limelapse 
Toy Story 
WWF In Your House 

Departments 

SO Eyewitness 
Up-to-date happenings from a month in 
the world of PC gaming, plus first word 
on the latest batch of hot new games 
and hardware in development. 

158 Peripheral Visions Daevid Vincent 

Tying in with this month 's online gam
ing cover story, we've got everyth ing 
you need to know about buying the 
best modem. 

163 Extended Play T. Liam McDonald 

Tom is impressed by a hot new bunch of 
add-ons from SSI, and takes the new 
Windows 95 version of Microsoft Flight 
Simulator for a spin. 

167 The Leaming Game Heidi E. H. Aycock 

Two new programs aim to improve kids' 
science fundamentals, but have some 
fundamental flaws of their own. 

171 Multi-Play Jason Bates 

Like the idea of fighting as a superhero 
in an online justice league? Jason has 
some ideas about how it might work. 

172 Alternate Lives Michael Wolf 

The latest on line RPG to enter the fray 
might just have enough originality and 
neat wrinkles to edge it ahead of the 
pack. Wolf offers a preview. 

175 The Desktop General William R. Trotter 

Trotter turns his attention toward a small 
but devoted wargaming company from 
which the larger corporations could learn 
a thing or two. 

176 Sim Column Scott Wolf 

Are those bulky strategy guide books 
really worth the money and effort? Just 
ask a man who writes them ... 

178 Strategy Central 
Playguides for Archimedean Dynasty, 
Circle of Blood and Heroes Of Might & 
Magic /I lead the line, with the usual 
cheats and reader requests. 

205 Letters 
Are you talking to us? Well, there's no
one else here! 

216 Next Issue 
Check out what we've got in store from 
you in just one tantalizingly short month 
from now ... 
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things • Intuitive - pc)lllble. 
This Is your tint look at Coconut 

Monkey's Island Paradise, • world ftlled 
with strange sights and surprises. It 
answers the age-old question, "where do 
Coconut Monkeys come from?" 

One of the .- futures 1s the abirity 
to go straight to the demos without navi
gating through a Ml'I• of screens. You 
can skip the interface entirely and manu
ally run all of the installation commands 
by using the chart on the next page. 

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

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

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

(found under the File Menu in Win
dows 3.1 or Start Menu under Win
dows 95) type X:SETUP31 .EXE or 
X:SETUP95.EXE, depending on your 
version of Windows (where X is the 
letter of your CD-ROM drive) . 

3. This will run The CD. 

A ltdos 1ntaradl'te 

303 saa-1o StrNtOSan Frandsco, CA 
9411 10□Tlp Line: (900) 288-0ME 
C~ : GO GAMEAPUB/AOL: 
K~USGOlO 



Amber: Joume s Be ond* 
led Planet" 

WCAA 
'DEMOS 
\AMBER 

Free Demos! 
Newutancl buyers now have the choice 
of purchasing elth• the CD-ROM Edi
tion of PC Ga,,,., for 17 .99, or PC Gamer 
without a CD-ROM for $3.99. If you pur
chaN the edition wtthout a disc, you 
can still get free game demos because 
all PC Ga,,,., 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'• new look at our World 
Wide Web site at www.pcgamer.com on 
the Int.net. 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 14151 468-2500 (between 
the hours of 9 a.m. and 5 p.m. PST) to 
have The CD mailed to you for only 
S7.95 shipping and handling. 

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

FIFAWIN.EXE (Win95) 13 
FIFADOS.EXE (DOSI 
SE1\JP.EXE 14 
SETUP.EXE 17 
DEMO.EXE 17 

\SPDEMOIINSTALL- SETUP.EXE 18 
'.ININDOWS 
\CAVEWARS XCOPY 18 
\AOS_DEMO SETUP.EXE 20 
'8ANZAI BANZAI.EXE 20 
\ENDEMO SETUPNET.EXE 24 
'8OADEMO SETUP.EXE 24 
\STDEMO INSTALL.BAT 25 
'MERIDIAN SETUP.BAT 2 
WANDEMO KRAZY.EXE 27 
"\XSDEMO XCOPY 27 
'\SHIVERS2 SETUP.EXE 28 
\CHILL SETUP.BAT 28 
',PALACE PAL-201.EXE 31 
\TEN SETUP.EXE 32 
WPLAYER SETUP.EXE 32 
\AOL SETUP.EXE 32 
',PATCHES 164 
'IOARKFORC 
'DUKE3D 
\QUAKE 
'WAR2 



hen the sun's shining and the birds 
are singing, what better pastime to 
partake of than a relaxing game of 
golf? And with Access' new Links 

LS, golf on the PC never looked better. 
Playing the game is simple; master

ing it takes a lot more patience and time. 
But if you hang in there, the birdies will 
drop like flies in a cloud of Raid. Once 
you've installed the game, try the prac
tice rounds to learn how to play. 

When you take to the course, you 
might want to change your aim to 

account for any uneven 
terrain or wind. To do this, 
click anywhere in the main 
window, and you'll see 
your red and white aiming 
stick. Place it where you 
want to aim the ball. To 
swing the club, click and 
hold the left mouse button 
on the big golf ball at the 
bottom of the screen. The 
meter will start moving up. 
The further up the meter 
travels, the harder you'll 
hit the ball. Let go of the 
mouse button when the 
meter goes as far as you 
want, and watch the red 
line as it travels back 
down. Click the mouse but
ton once when the meter 
is near the bottom (six 
o'clock). Try and stop the meter as close 
to the line as possible; if you stop it to 
the right or left of the mark, you'll slice 
or hook the ball. 

Using these basics, you can play 
through the game and get a feel for hit
ting the ball just right. You'll also be able 
to decide which clubs to use, change 
your view of the course, and alter dis
play options like turning on tracers to 
show the path of the ball. To access 
these functions, move the mouse cursor 
to the bottom of the screen until a con
trol panel pops up. Rest the mouse cur-

sor over any of the buttons for a few 
seconds, and a line of text will appear 
that explains what it does (or you can 
just study the handy diagram we've 
worked so hard on). With the control 
panel, you choose a club, change your 
stance, and even bring up a top-down 
map of the field. Also helpful is the hole
finder button, which guides you to the 
exact location of the pin - a nice feature 
when the fairway takes a sharp dogleg. 
For more information on the details of 
the game, press F1 for a comprehensive 
online help system. 



Beware of these Garnesf 

Fellow Canines, 

► Fast 640:x:480 action in 
16-bit color ►st,mningly 

lifelike trUe 3-D world 
► Designed for play on the 
Internet ►Create your own 

worldS with unreal.Ed 

► Fast paced real-tiine 
action/strategy ►Stunning 

SVGA graphics and ren
dered cmematics ►Tons of 

weapons and power-ups 
► :Multi-player modem, 
LAN and internet play 

As you know, life is fl.Ill of petty annoyances: baths, choke collars, the bisc.uit-on-the

nose tric.k, etc.. But the new Only-for-Pentium®, Only-for-Windows q5rr'l games from Epic. 

MegaGames are a greater threat to your quality of life than all these things combined. 

Onc.e your owner brings these totally absorbing, tec.hnologic.ally ground breaking 

games into your home, you'll find yourself waiting longer for food, walks, attention, you 

name it. It's treatment not even fit for a cat! 

Believe me, I'm not just talking about the typical attention you lose to ordinary com

puter games here. If you see an Epic. game in your house, dig a nic.e deep hole and 

bury it immediately. Once your owner starts playing, it will already be too late. 

~ 
Dobbs 

P..S. Do NOf let your owners visit www.epic.gatnes.c.otn/newgornes 





- A Sport• h11 already aecured I place 
among the very bt1t publl1h1r1 of 
1port1 1lmuletlon1, and FIFA Soccer 
97 aim ply provt1 once again that no 

one can compete with their 1uperlor tech• 
nology. U1lng 1 1lmll1r engine to the one 
that helped NHL 97 earn our award 11 
lilt year'• beat 1ports game, FIFA Soccer 
97 put, you on the playlng fleld with 30 
players and environ• 
mente. You can change 
the camera anglea, con• 
trol every movement of 
your players, and play 
soccer llke you never 
have on the PC, Even the 
geme commentary will 
Impress the most cynlcel 
of soccer fans. 

In the demo, you'll 
play either Garmany or 
England for a single half 
of two minutes and flf. 
teen seconds. Scoring 
on your opponent within 
that time Isn't easy, but 
it can be dona. Whan you start the 
demo, simply choose a Friendly gama 
(you can't choose anything else). You 
can select an indoor or outdoor game 
and cycle through all the teams, but the 
selections you make will have no bear
ing on the demo itself until you reach 
the control screen. If you're using a 
gamepad or joystick, move the direc
tional controller to the left or right to 
choose Germany or England. You (or a 
second player) can also use the key
board; just press the left or right arrow 
key to choose a team. Hit Enter or press 
Button 1 to start the game. 

The player currently under your con
trol is designated by a yellow circle around 
his feet. To learn what keys and gamepad 

buttons perform 
which actions, 
take a look at the 
control box hara. 
The longer you 
hold down the 
button to kick the 
ball, the harder 
you'll hit It. That 

means you need to watch both your team
mate, and how long the button is pressed 
-it does no good to kick the ball toward 
the goal to have it only sail over the top. 
It'll take soma practice to learn ail the ins 
and outs of FIFA 97, but you should be 
able to score at least a couple of goals In 
the time the demo gives you. But if it 
doesn't happen immeditately, don't give 
up. Even Pele didn't score consistently 
when he first stated playing. 



Company: Mtndscape 
Tech Support: (415) 898-5157 
Release Date. Available Now 
Category: Sports 
Required: W111dows 95; Pentium, 8MB RAM, 
29MB hard-drive space, SVGA 

Install : \NCAA\SETUP.EXE 

hat would our sports demo extrav
aganza be without some good old 
basketball? Mindscape has put 
together a package that should 

thrill any NCAA fan, with tons of teams 
and all the fast action that makes basket
ball such a great game. 

Look at the con
trols listed on this 
page for a quick sum
mary of how to play. 
Although you can 
cycle through the 
teams, the demo 
defaults to the Kansas 
Jayhawks and Wake 
Forest's Demon Dea
cons. As with any 
good basketball game, the secret to stay
ing ahead of the computer resides in 
mastering your defense. The computer is 
good - give it the chance, and it'll score 
on you. The trick, of course, is keeping it 

from shooting the ball. To help you in 
this task, you can assign different 
defenses to your players, with the func
tion keys: F1 sets up a quarter-court man
to-man defense; F2 assigns a 2-1-2 zone; 
F3 switches to full-court man-to-man; 
and F4 calls a 2-3 zone. These calls will 
save you a lot of running back and forth; 
if you can stop your opponent at his own 
basket, you've nearly won the game. 

When you play, you'll know which 
player you control by the circle under
neath his feet. What happens when you 
press a given action button or key 
depends on where your players are and 

what they' re 
doing. For 
example, if 

you're at half-court and press the shoot 
button, your player will throw the ball 
toward the hoop with all he's got. But if 
you're running down the middle with an 
open lane, you'll jump up for a dunk or a 
lay-up. You won't always know what 
your player's going to do, so keep your 
wits about you . Pass often, or you're 
likely to get stuck with three men cover
ing you and nowhere to go. Although 
you can play the game with the key
board or joystick, we recommend using 
a gamepad. 
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Company: Maxis 
Tech Support: (5101927-3905 
Release Date: Available Now 
Category: Sports 
Required: Windows 95; 486/66; 12MB RAM; 50MB 
hard-drive space; SVGA; Mouse 

Install: \DEMOS\SETUP.EXE 

o you've ruled over SimCity, learned 
about nature in SimEsrth, SimAnt, 
and SimFsrm, and protected your 
precious citizens in SimCopter. But 

do you have what it takes to be a cham
pion at SimGotn The demo gives you a 
chance to find out, with two holes on 

two ~lfferent courses. You 
can also check out the fea
tures of the course 
designer, which lets you 
create your own dream 
courses (although you can't 
save your creations in the 
demo version). 

SimGolfis controlled 
differently from most golf 
simulations, which gener
ally have you clicking on 
some kind of power bar. In 
SimGolf, you move the mouse to 
directly control the power and angle of ...,,...,...-=..,,,--------------------, your swing. When you 

get into the demo, you' ll 
see the MouseSwing 
Indicator in the top right 
corner. To use it, put the 
cursor on the club and 

I~'....._--=====----------==...!...---'-"'=.!.c..cc====="-'-'----t click the left mouse but-

Company. Graphic Simulations Corp. 
Tech Support· (972) 386-7575 
Release Date. Available Now 
Category: Puzzle 
Required: Windows 95; 486, 8MB RAM; 16-bit 
Video Card 

Install: \AMBER\DEMO EXE 

S 
ith its beautiful, high-resolution back
grounds, a haunting story, and some 
mind-bending puzzles to solve, 
Amber aims to please any adventure 

fan. A brilliant scientist disappears, and 

HINT 
For a particularly creepy moment, find the 
stairs that lead up to the loft above the office. 
Pick up the PeeK device and play with some 
buttons. Continue adventuring. After a few 
moments, you'll see the PeeK in your inven
tory flash. Clicl< on it, and it will tell you 
activity has been detected and will zoom in 
on an event. If you 're playing alone at night, it 
might be a good idea io turn on some lights. 

ton. Pull the mouse 
toward you, and 
the onscreen golfer will 
begin his backswing. To 
hit the ball, move the 
mouse away from you 
quickly, making contact 
with the ball in the swing 
grid. The faster you 
move the mouse, the 
more power you put 
behind your swing. 

If the MouseSwing 

it's up to you to unravel the 
mysteries she was worki ng 
on. You're in a haunted 
house with high-tech para
normal tracking devices, 
and what doesn't scare you 
outright will send shivers up 
and down your spine. 

The demo includes the 
office, where you can locate 
a draft of the manual for the 
tracking devices scattered 
throughout the house, as 
well as some odds and ends 
that will clue you in to the 
personality of the woman 
you seek. Wander around 
using the mouse - when 
the icon changes to an 
arrow, you'll move in that direction. 
When it changes to a question mark, 
you ' ll take a closer look at something. 
And when it's a default Windows pointer, 
a click should perform some action. If it's 
an empty diamond, then you ' ll move for
ward. To exit the game, press Control-Q 

isn't your cup of tea, try clicking and 
holding the mouse button on the small 
uon in the bottom corner of the window. 
Drag it up up to the MouseSwing Indica
tor, and let go. The meter will turn into a 
PowerSwing meter, similar to those 
used in other golf games. To initiate a 
swing, click and hold the button on the 
club. Let go when the swing reaches its 
apex (if it goes into the red zone, it's an 
over-swing). When the club comes back 
down, click again as it reaches the bot
tom. Stop too far to the right or left of 
the six o'clock position, and you'll either 
slice or hook the ball, respectively. 

For more information on playing 
SimGolf, consult the online help avail
able in the demo. You'll receive helpful 
tips on how to set up your swing, how 
to override the clubs chosen for you by 
the auto-caddy, and how to use the vari
ous cameras to your benefit. 

The full version of Amber: Jour
neys Beyond contains more than 250 
animations, plenty of full -motion video, 
and a story line that could creep out 
Wes Craven. Death is not something to 
be taken lightly, especially since, in this 
game, it's not necessarily the end. 



Company· Avalon Hill 
Tech Support· (410) 254-9200 
Release Date: Available Now 
Category: Strategy 
Required 486: 8MB RAM: 17MB hard-dnve space: 

SVGA; Mouse 
Install. See Below 

A
valon Hill, long known for its table
top strategy games, brings us a new 
type of colonization/strategy game. 
In charge of an army of men deep 

underground, you must overtake the 
enemy and reign supreme in the caves. 
To accomplish this, you must create 
cities, build troops, mine resources, and 
battle the opposition. 

The demo starts at turn 30 and con
tinues until turn 70. You'll have several 
units scattered over the map and in dif
ferent levels, so use the Cycle button to 
find and move them all. Initially, you'll 
want to mine some metal, so use the 
Engineers (the units that look like giant 
drills) to start digging. If there's a city 
nearby, (within three squares) it will take 
over the harvesting of the metal, freeing 
your Engineer for another task. 

Use the diagrams here as a guide 
to the game's interface. It's a bit com
plex, but you'll get the hang of it in a 
few moves. The full version of Cave 

nee again, those marauding aliens 
have decided to attack helpless 
humans, and only brave pilots in 
morphing spaceships can save them. 

Those Voraxians have really made a mess 
of things - you need to land your Type 
16 Morphing Vehicle at various points on 

a planet called Dator 
5, pick up the humans, 
and make sure they 
get beamed up to 
the relative safety of 
a cargo ship orbiting 
the planet 

It may sound 
simple, but it'll take all 
your skill to keep the 
humans from harm. 
The Voraxians are 
quick and vicious. To 
rescue the humans, 
land near them and 
press Home to open 
your hatch. You can 
carry as many as five 
at a time, and you 
beam them to the 
cargo ship by flying 
through the floating 

Wars gives you access to multi-player 
games, difficulty settings, and a whole 
host of other races to play. 

INSTALLATION NOTE: To install Cave 
Wars, you'll need to copy the 
\CAVEDEMO directory on The CD onto 
your hard drive. The easiest way to do 

space gate (ifs a line of hoops hanging in 
the air; you can't miss it). 

The most important keyboard com
mands appear here. For more details, be 
sure to read the MANUAL.DOC file, 
accessible through the Start-Programs 
menu on your Win 95 task bar. 

this is to open the File Manager in Win
dows 3.1 or Explorer in Windows 95, 
locate the \CAVEWARS directory on The 
CD, and drag onto the icon representing 
your hard drive. 

Then run SETUP.EXE to configure 
your sound card options and CAVE.BAT, 
to run the demo. 
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ourney back to the age of high-seas 
combat in ships that sank or sailed 
according to a captain's decisions. 
TalonSoft, creator of the award

w inning Battleground series of 
wargames, has developed a game that 
brings into play all the strategies of the 
days when names like Constitution, Con
stellation, and Bonhomme Richard ruled 
the waves. 

The extensive online help will get 
you started in the game. The scenario 
included in the demo - the Indefatiga
ble and Amazon vs. the Droits 'homme, 
is a simple, all-out battle of two-on-one. 
But the fact that the English vessels out
number the French doesn't mean the 
battle will go easily. The demo gives you 
15 minutes of play; if one side doesn't 
manage to beat the other, it's a draw. 

The full version contains much 
more, including more than 100 scenar-

ios, a scenario editor, and four campaign 
games covering the American Revolu
tion (1775-1783), the rise of the British 

Navy (1784-1795), the Napoleonic Wars 
(1796-1820), and the general Age of Sail 
(1775-1820). 

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

Company. Grolier Interactive 
Tech Support. 203-796-2536 
Release Date: Available Now 
Category· Action/Arcade 
Required. Windows 95, Pentium 90, 8MB RAM, 

7MB hard-drive space; SVGA w/ 1 MB RAM 
Install· \BANZAI\BANZAI.EXE 

I 
t's tough being a bug - especially if 
you live in the home of an extermina
tor! But Banzai is no ordina ry insect, 
and when he decides to get out of 

Dodge, you can rest assured he' ll suc
ceed (with your help, of course). 

Grolier's interesting "flight" sim 
with a twist is simple to play, and the 
pretty graphics will impress you with 
their smoothness. The demo contains 
the first two levels of the game. In the 
first, you ' ll have to find five bits of food 
while avoid ing the nasty bugs trying to 
chase you down. Once you find all the 
food, head for the vent near the ceiling 
in one corner of the room. 

There, you'll meet Poolio. He'll tell 
Banzai he needs to 
talk to Sluggo to 
escape. Level two, 
then, involves flying 
through the ducts of 
the house, avoidi ng 
other bugs, and out
foxi ng the sentries 
the exterminator has 
set up in his house to 
fi ght against insectoid 
invaders li ke you rsel f. 
When you reach the 
end of the ducts, 
you' ll encounter a 
hole in the fl oor sur
rou nded by four tur
rets. In order to 
escape and end the 
level, you' ll have to 

destroy the turrets by spitting at them. 
The keyboard commands here wi ll 

get you started, but keep in mind you 
can fi nd more details by consult ing the 
online help when you ' re in the game -
just hit Escape and choose Help from the 
menu. The full version of Banzai Bug! 
contains many more levels fi lled w ith all 
sorts of enemies, puzzles, and hazards. 
Perhaps by putting us in their shoes, 
Grolier hopes to teach us compassion for 
the common insect. Put down that ca n of 
Black Flag - can't we all just get along? 
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syour 
s victories in 

wargame m Interactive 
When you first load up _the demo 

Company: Head Games 
Tech Su11port. www.w10dward.net/support 
Release Date: Available Now 
Category: Real -time Strategy 
Required. Windows 95; 486/66; 8MB RAM; 31MB 

HOspace; PCI or VLB SVGA Video, Mouse 
Install: \ENOEMO\SETUPNET EXE 

-~* few~ 
ofl;ii~on 

of~,Jh 
Whfch Alexander took on the 
natives of India. Watch out 
for those elephants - they 
can plow a trough through 
your unltsl The demo con
tains online help to explain 
those tricky commands that 
make all the difference in a 
battle like this. You control 
your units with the mouse: 
when you click on a mov
able unit, the locations it can 
move to will be highlighted; 
simply click in the destina
tion hex you want. You can 
also change the direction a 
unit faces, helpful for making lateral 
moves or moving a Macedonian phalanx 
into position. When combat takes place, 
the screen will zoom in on the action, 
giving you a good view of what's hap
pening. You'll also receive a battle report, 
which will highlight the area where the 
fight took place (things get pretty crowed 
on the field sometimes). 

I 
t always ends up this way for 
advanced societies like the human 
race. Just when you manage to invent 
a way to explore the galaxy, you dis

cover that all the other intelligent races 
in the galaxy have managed to beat you 
all the best planets. In Enemy Nations, 

however, the few 
humans who refused to 
give up managed to find 
a single uninhabited 
planet - probably the 
only one left in the uni
verse - and now it's an 
all-out battle between 
races to colonize and 
claim the last remaining 
new world. 

The real-time strat
egy of Enemy Nations 
might remind you of 
WarCraft II or Command 
& Conquer, but most 
similarities end as soon 
as you start building 
your colony. Your first 
task is to launch your 
rocket and build an 
economy. For some 
really good tips on what 
to build first and how to 
beat the other races in 

To continue conquering the world 
as Alexander the Great, you'll have to 
get the full version of the game. The 
demo only gives you the one battle to 
fight, but once you get the hang of the 
game, you might very well do what 
Alexander never quite managed - join 
the empires of Asia and Europe into one 
mighty whole . 

•••••••••• 

creating your colony, read the MAN
UAL.DOC file the demo copies to your 
hard drive (in the \WINWARD STU
DIOS\ENEMY NATIONS directory). It's 
the text of the entire game manual, 
minus the pictures, so it'll tell you every
thing you need to know to play. 

Try out all five levels in the demo to 
get a good feel for the game. Although 
you can use the demo to play network 
games, any player who has the full ver
sion can see all of your buildings right 
from the start - a distinct disadvantage 
in any strategist's book. The save-game 
feature works in the demo, but the load
game feature doesn't (of course, you can 
finish the saved scenario if you buy the 
game). Also, be aware that the demo has 
an expiration date - it'll stop working a 
month after you first install it. 



l 
he online world keeps getting bigger 
and bigger, and online roleplaying 
games have become a huge part of 
that. Meridian 59 came along right at 

the beginning of the online RPG revolu
tion, and it has time and experience on 
its side. With its large user base, tested 
and proven software, and competitive 
rates, it's a strong contender in the 
online market. It's worth a look. 

Here's the nitty-gritty: Once you 
sign up, you've got five days to check 
out Meridian 59 for free. After that, you 
can go to the registration web site 
(meridian.3do.com/registration) and reg
ister as a paying user. The fees are sub
ject to change, but at press ti me the 
charge was $14.95 for a one-time activa
tion fee and $9.95 a month for unlimited 
playing time. 

In order to connect to Meridian 59, 
you ' ll need to have a SLIP/PPP connec
tion to the Internet - the kind of connec
tion you get through an Internet service 

'P80Pfe of Earth from 
Gfomavine, the 

cure fora 
disease. It may 

ntrlved, but how 
{8880n do you really 

~ to go around blowing 
thlngaup? 

The demo contains 
qulte a bit of online·help -
Just hit F1 to access it. Your 
arrow keys control the 
view of your ship, and A 
and Z accelerate and decel
erate, respectively. To fire 
your guns, press the space
bar. If you want to launch a missile, lock 
it onto the enemy with the Alt key, and 
fire it off with Crtl. Also at your command 
is a •smart" probe (it's more smart
alecky than anything else). To use it, stop 
your forward movement and press the + 
key on the number pad to sink to the 
ground. When you're as far as you can 
go, press I to release the probe. You'll 
see the probe's view of your surround
ings. With the probe, you can grab any 
power-ups laying around and even sneak 
up on some enemies. To pick up an 
object with the probe, hit Enter. To bring 

LS .. . besilevet no~io ... doodis doodandit'1 all mine" 
1/1111 Unico was just killed by• spiler. 
Youwov.yourhand. 
You can't ,eoch Lancer with your pw,ch. 
Nekdar broadcasts, •tyran whom .,. you?" 

provider (ISP). When you set up the pro
gram, you'll need to visit 
meridian.3do.com/trial/pcgamer (note 
that there's no "www" at the beginning 
of the address) and sign up for the trial. 
Your account information will be sent to 
you via E-mail. 

Meridian 59 is a land filled with pos-

it back into the ship, drive underneath 
the ship and press L. You can jump back 
to your ship's perspective at any time by 
pressing I. To take off again, press the -
key on the number pad. 

The demo contains a single flight 
with three different missions. You'll see 
some of the full-motion video that goes 
into the mission briefings and get an 
idea of what it's like to be chased down 
by a variety of air- and ground-based 
enemies. If the game's a little choppy on 
your machine, try hitting F7 to switch 
between screen modes. 

sibilities, with thousands of people logging 
on every day. The social interaction means 
just as much as fighting various monsters, 
so smile, and expect to meet more people 
than you ever thought you could without 
leaving your computer desk! [Ed. Note: For 
more on Meridian 59, see our Online Gam
ing feature, starting on page 65.J 
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I 
fs gaming's most ancient plot, but 
one that often makes for good gam
ing: Aliens have invaded Earth, and 
only you, in your trusty mechanized 

assault vehicle, can stop them from 
destroying humanity. 

All of the controls for your vehicle 
are conf igurable from the options menu 
of the demo. Using a joystick greatly 
enhances gameplay, but it's not neces
sary. Choose your input device or follow 
the keyboard commands listed here to 
get going immediately. 

Your mission in the demo w ill take 
a little skill to complete; you've got to 
destroy three powerful alien robots, then 
take out the shield generator that's cov
ering the battlefield. You' ll need quick 
reflexes to win - and some.self-control; 
don't go too heavy on that trigger, since 
you'll need all the firepower you can 
spare to take out the shield. 

If you manage to make it to the 

shield generator, keep an eye peeled for 
openings as they appear. The protect ive 
barrier will only drop for a few seconds 
at a time, and only to fire projectiles at 
you, so keep moving. In addition, plenty 
of smaller enemy units will use you for 
target practice - watch your back. Use 
the side-stepping keys liberally, or you'll 
find you' re the main course at an alien 
barbecue. Once you destroy one of the 
three enemies, you'll notice pesky little 
aliens running around dropping m ines 
and firing at you from the sky. We rec
ommend ignoring them and concentrat
ing your fire on the big bad guys. 

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

Company: GT Interactive 
Tech Support: (716) 871 -6646 
Release Date: Available Now 
Category: Action 
Required. Pentium. 8MB RAM; 20MB hard drive 

space; SVGA with 1 MB RAM 
Install: See Below 

I 
n the arena, no one is safe - espe
cially w hen the tools of the trade 
incl ude grenades, shotguns, and 
machine guns. You've got to deal with 

th ree opponents in an enclosed area, all 
of w hich w ill shoot on sight and aim to 
kill. Hesitation can be fatal. 

You have several handy devices at 
your disposal in XS. Probably the most 
useful - besides your weapons, of 
course - is the radar. Keep an eye on 
your enem ies; if you lose track and end 
up between two of them, you won't sur
vive for long. Also, the window at the 
top right of the screen will let you know 
which enemy you ' re facing and how 
close it is. After you 've played a bit, 
you'll become familiar with the icons 
and what they correspond to. Lots of 
keyboard commands make fighting eas
ier, so be sure you examine the key
board layout shown here. The game 

uses a combination of the mouse and 
keyboard - use the arrow keys to move 
forward and backward and step side to 
side; use the mouse to look around and 
aim your weapon. The left mouse button 
fires your weapon, and you throw 
grenades with the right button. 

INSTALLATION NOTE: To install XS, you 
must copy the contents of the \XSDEMO 
directory on The CD to your hard-drive. 
To do this, you can either use the Win-

dows 3.1 File Manager, or Explorer in 
Windows 95. In either case, drag the 
\XS DEMO directory from The CD to you r 
hard drive, then run SETSOUND.EXE 
from the new directory on your hard 
drive to configure your sound card . The 
demo shou ld run under Windows 95, but 
it's meant for DOS; if you have trouble, 
try runn ing from a DOS prompt outside 
of Windows. Consult your Windows doc
umentation for directions on how to 
reboot to an MS-DOS session . 



W
ho said you could only learn by sit
ting through boring lectures in 
uncomfortable chairs with tiny desks 
bolted to them? Simon & Schuster's 

Chill Manor teaches players all about 
world history, from the creation of the 
wheel by the Sumerians to Columbus' 
famous discovery of the New World. 

The game plays very much like 
Doom, although it's not quite as bloody. 
As you explore the two-level demo of Chill 
Manor, you have to find pages from the 
Book of Ages. Ophelia Chill can change 
history by rewriting the pages, and your 
job is to find and correct the changes she's 
made. When you start the demo, you'll 
see a page on a pedestal not far from the 
door. Walk up to it and press the spacebar. 
For a description of what to do and how to 
correct the errors in history, click on the 
large question-mark button. 

You'll need to keep your eyes open 
for secret passages and hidden switches 

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

Company: Sierra 
Tech Support· (206) 644-4343 
Release Date: Spring 1997 
Category. Puzzle 
Required: 486; 8MB RAM; SVGA; Windows 3.1 
or higher; Mouse 

Install: \SHIVERS2\SETUP.EXE 

S 
ierra's Shivers returns in another 
incarnation, but this time it has noth
ing to do with haunted houses and 
high-school kids. All the people in 

the town of Cyclone have mysteriously 

vanished, leaving hardly a clue. 
You have to explore the aban
doned town, uncover the mystery 
of the citizens' disappearance, and 
link it to a similar disappearance 
of a tribe of Native Americans cen
turies before. 

As in most adventure games, 
you use the mouse to control all 
your movements. But Shivers II 
has a twist: at virtually any point in 
your exploration, you have the 
option to rotate your view a full 
360 degrees, so you can see every
thing around you; you can even tilt 
your view up and down to see the 
ceiling and the floor. The demo 
begins in the Cyclone police sta
tion. Your task involves finding a 
Native American prayer stick hid
den somewhere in the office. To get it, 
you'll need to work though a puzzle set in 
your way by the mastermind behind the 
disappearances. It's not easy, but if you 
pay attention and jot down some quick 
notes, it's not impossible to solve. 

To move around, simply move the 
mouse. The closer the pointer is to the 
edges of the screen, the faster you ' ll 
travel. To move ahead, simply click 

when the cursor turns into an arrow 
pointing forward. When the circle in the 
center of the cursor lights up, you can 
perform an action on the selected item. 

Between the -new graphics engine 
and the chilling story line, Shivers II 
looks like it'll make an even bigger 
impact among horror adventure fans 
than the first game did . Look for it some
time this Spring. 



Be cool and in control as you challenge 

car-crushing tourneys and rallies for the checkered flag, repel 

alien invaders beneath the waves, gain victory "in the hedgerows 

of Hell," take to the sky in a 737, or face relentless space combat 

action. The Microsoft Press-a Inside Moves series arms you with 

hints, strategies, and secretHOme straight from the developers

that aren't available anywhere else. 

Microsoft" Monster Truck Madness'": Inside Moves 
1-57231-530-X $16.99 ($22.99 Canada) 

Close Combat: Inside Moves 
1-57231-308-0 $16.95 ($22.95 Canada) 

Microsoft" Deadly Tide'": Inside Moves 
1-57231-306-4 $16.95 ($22.95 Canada) 

Microsoft" Hellbender'": Inside Moves 
1-57231-363-3 $16.95 ($22.95 Canada) 

Microsoft"Flight Simulator for Windows" 95: Inside Moves 
1-57231-362-5 $16.95 ($22.95 Canada) 

Aficrosott®Press 
Available in quality bookstores and computer stores worldwide. 
To locate your nearest source for Microsoft Pres~• products, r~_ih us at 
1-800-MSPRESS in the U.S., or WWW.fflfCr0S0rf.C0ffl/fflSpreSS/ 





hat could make a gamer's experi
ence on the Internet even better 
than the typical web-surfing and 
newsgroup browsing? Online chat 

with other gamers, of course! We've 
promised it for quite a while, and now 
we've finally delivered. It's chatting at its 
finest, using The Palace lnc.'s incredible 
chat program as the client for our very 
own PC Gamer Chat Spot. 

To use the Palace software, you' ll 
need a SLIP/PPP connection to the Inter
net. Most Internet service providers 
(ISPs) provide connections of th is type. 
When you install and run the program, 
you connect to the PC Gamer Chat Spot 
by following these steps: Go to the File 
menu, and choose Connect. In the box 
where it says "Palace Server Address, • 
type in "www.pcgamer.com. " In the box 
directly to the right, change the number 
to 9996. Then click "OK, " and you'll 
arrive at the PC Gamer Chat Spot. It will 
take a few minutes to download the ini
tial image, but you'll only have to down
load each background once. 

There's a whole world of action 
available to you on our Chat Spot. Type 
a message and hit Enter to see what you 
typed appear near your avatar (the icon 
that represents your presence in Palace). 
You can change your expression, make 
sounds, and change the shape of the · 
word balloon. By registering the soft
ware (a one-time $25 fee, payable by 
credit card to The Palace, Inc.; ca ll 800-
PALACE2 (725-2232]), you ca n change 
your name, run scripts (automated 
actions), and configu re the " look" of 
your avatar by creating custom props. 
To f ind out what else you can do on The 
Palace, go to the web site www.the 
palace.com, where you'll find a list of 
frequently asked questions (FAQs) and 
online manuals for using the cl ient soft-

wa re. Many other Pa lace sites exist, 
as well, and you'll find a list of most 
of them at the site. 

We recommend you use a few 
tricks to make your stay on The 
Palace more pleasurable. First of all, 
go to the Opt ions menu and select Log 
Window (or press Crtl-L). The w indow 
that opens will keep a record of all con
versation, so when there are a lot of 
people talking at once, it's easier to keep 
track of what's going on. A lso, when 
using the log window on The Pa lace, we 
recommend that you change your screen 
resolution to 800x600 or higher, so you 
can see both the log window and all of 
the chat window. 

The PC Gamer Chat Spot is 
designed to be a place where you talk to 
other gamers about games. New titles, 
old titles, hints, and tips - anything you 
can think of. And you might just find a 
PC Gamer staffer hanging out there, too. 
In addition, we'll be hosting special 
events, such as scheduled on line confer
ences with staff members and important 

Connect ~ 

[User Name 
Guest 

Type this information in the Connect box. and 
you're on your way to online chat in the PC 
Gamer Palace! 

figures in the gaming industry. Log on 
periodical ly to see if anyth ing is sched
uled; we'd love to chat with you! 



Tech Support. (800) 8040-TEN 
Re11111red· Wmdows 95. SVGA; 14.4 baud Modem 
Install. \TEN\SETUP.EXE 

he Total Entertainment Network is 
just that: Total Entertainment. Hook 
up to this service via modem or 
direct TCP/IP connection, and you'll 

go head-to-head with people all across 
the country in games like Duke Nukem 
3D, Command & Conquer, and Dark Sun 
Online, a multi-user roleplaying game 
from SSI. 

All you need to hook up is a com
puter that runs the game you want to 
play, a 14.4Kbps modem, and Windows 
95. You can reach TEN through your cur
rent Internet provider (as long as it runs 
the Windows 95 32-bit Winsock pro
gram), or you can connect directly to a 
local TEN access number. If you're 
one of the lucky few with a direct 
Internet connection through work or 
school, then you can simply hop on and 
start gaming. 

TEN's price structure works on 
either an hourly or flat-rate plan. Hourly 
charges are $9.95 a month for five hours 
and $1 .95 for each additional hour. The 
flat-rate plan is $29.95 a month for 
unlimited access. Under either plan, 
you'll be charged an additional 95 cents 
per hour if you connect through a local 
TEN access number, provided by the 
Concentric Network. 

Tech Support. (408) 342-8844 
Required: Windows 95, 486/l00MHz; 8MB RAM, 
3MB hard-drive space, SVGA; Mouse, 14.4Kbps or 
higher modem, Internet service provider account 

Install. \MPLAYER\SETUP.EXE 

path's Mplayer (www.mplayer.com) 
promises online gaming at its best. 
With features like real voice trans
mission between players in chat 

rooms and some of today's hottest 
games, like Warcraft, MechWarrior 
2, Quake, and Command & Conquer: 
Red Alert, it'll blow your modem 
apart if you're not careful. 

To connect to the service, you'll 
have to have an existing Internet 
provider; because of the way they 
access the Internet, providers such 
as America Online, GNN, and 
Prodigy will not work with Mplayer_ 
If you don't have a direct Internet 
service provider (ISP), you might 
choose to sign up with PSINet -
the introductory software is pro
vided with Mplayer on The CD. 
When you install the Mplayer soft
ware, it will also install the pro
grams that will make your games 

compatible with Mplayer. 
Three pay rates exist (as of press 

time). The Welcome service is $7.95 for 
five hours a month, and each additional 
hour is $.99. The Value plan is $19.95 a 
month for unlimited time, or you can go 
the Super Value route at $199.95 prepaid 
for a year of unlimited time. Mplayer may 
be planning to change their rates, so 
check out their web site for the latest info. 

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

Tech Support: (800) 827-3338 
Required· 486; 4MB RAM; 6MB hard-drive space, 

VGA; Wmdows 3.1 or higher 
Install. \AOL\SETUP EXE 

A
merica Online, one of the most pop
ular online services, is now even 
better. With version 3.0 of the AOL 
software, you'll have even more 

resources to access, and 
it's even easier to use! 

To get started, 
execute the WELCOME. 
EXE file in the root direc
tory of The CD, and fol 
low the prompts to 
install it. Once installed, 
you can simply tell it 
you're a new user, and 
you ' ll receive your first 
15 hours completely 
free. After that, the stan
dard service fee is only 
$19.95 a month for 
unlimited use. 

You can use Amer
ica Online for a variety of 
tasks, from making air
line reservations to 
checking out the latest 
sports scores. 

And with its Internet 

capabilities, you can browse the World 
Wide Web, download files via FTP (file 
transfer protocol), and scan the libraries 
of hundreds of universities. If for some 
reason you don't like the default web 
browser, you can always configure it to 
use the latest version of Netscape Navi
gator - just use the keyword "Netscape" 
to learn how. 
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Enter a severely fractured fairy tale. Discworld"' II: on holiday. And the hapless . magician Rincewind 

Mortality Bytes is the graphic adventure with cheek. must find a way to restore order in the world. You'll 

Over 100 hours of be dazzled by 25,000 cells of hand-drawn 

hilarious game- animation. You'll be delighted by the fiendishly 

play immerse you clever puzzles. You'll be deeply offended 

in a bizarre realm where dozens of bawdy by the vocal stylings of Eric Idle. Discworld II: 

characters face life without Mortality Bytes. It's magical. 

Death. Yes, Death has gone It's enchanting. It' s sick. 

[D iscwor lJ U features the voice of Eric Ule, 
former star of Monty-something-or-other.] 

Discworld II 01996 Perfect Entertainment limited all rights reserved. Published under exclusive license by Psygnosis ltd. Psygnosis ™ and the PsygnosJs logo are trademarks of Psygnosls ltd. The ratings Icon is a trademark of the Interactive Digital Software Association. 
Any and all original and / or distinctive characters, features, likenesses and element appearing in the Discworld series on which this product is based are trademarks and ©Terry and Lyn Pratchett. · rnscworld" is a trademark registered by Terry Pratchett. 
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EXCLUSIVE! BEHIND-THE-SCENES O F THE HOTTEST GAMES 

You've played Red Alert, now battle the Red Planet! 
. •----------
You'll get your chance to 

defend our planet from 

Jupiter's gaseous invaders 

in Eidos Interactive's 

sentry into the increas

ingly competetive real

time strategy field. 

- Steve Poole 

, PC GHNER Hpril 1997 

t wasn't that long ago that 
Eidos Interactive was essen
tially Domark Software - a 
name that didn't exactly 
inspire enthusiasm amongst 
computer gamers. While 
Domark titles such as Tank 
Commander, Absolute Zero, 
and The Orion Conspiracy 
weren't quite awful, they 

weren't quite good, either. And when 
Domark released the dismal roleplaying 
game Lords of Midnight - a product 
that had been maniacally hyped for at 
least a year before it shipped - it 
appeared that things couldn't get much 
worse for the company: LOM was 
received with as much disbelief as deri
sion because it looked and played as if it 
were four or five years old. 

But when Eidos Technologies - a 
company specializing in video technol
ogy - acquired Domark, U.S. Gold, 
Simis, Core Design, and Silicon Dreams 
and merged them to form Eidos 
Interactive, things began to change for 
the better almost overnight. The first 
sign was Big Red Racing, a wacky but 
addictive racing game with great multi-

player action. And with the release of 
Tomb Raider, PC Gamer's Action Game 
of the Year, Eidos Interactive sent a 
message to the computer gaming com
munity: we're here, and we're going to 
make the best games we can. 

Now, Eidos Interactive is set to 
make a foray into one of the hottest and 
most competitive markets in PC gam
ing: real-time strategy. After the phe
nomenal success of games such as 
WarCraft II and Command & Conquer, 
there are no fewer than seven such 



titles scheduled to arrive over the next 
year - but Conquest Earth has the kind 
of unique qualities and excellent pro
duction values that could put it right up 
there with the frontrunners . 

The story behind Conquest Earth is 
classic space opera, but grounded on a 
very ironic premise based on actual his
tory. In 1995, Earth sent the Galileo 
probe into Jupiter's atmosphere - and 
in so doing unwittingly awoke a sleep
ing giant (or should I say gas giant?). 
Until our little calling card dropped 
onto their planet, the Jovians hadn't 
given a second thought to the notion of 
life on Earth for the simple reason that 
our atmosphere couldn't support their 
gaseous life-forms. That all changed 
with the arrival of the Galileo probe, of 
course, but unlike the ET-loving people 
of Earth, the Jovians didn't view this as 
a sign of a friendly but inquiring race: 
instead, they took it as an act of war. 

The game opens 200 years after 
our inadvertent "invasion." Earth has 
been at peace for the past 150 years, a 
period during which there's been 
almost no development of military tech
nology. We've begun mining asteroid 
belts near Jupiter, an incursion the 
Jovians take a little more seriously than 
the time we dropped in: with a savage 
first strike they destroy all of Earth' s 
satellites and space-based defenses. 
This opens the way for their forces to 
set up shop on the planet surface and 
begin the process of converting our 
atmosphere to sulphur, making it habit
able for the gaseous Jovians. Fighting 
with land, sea, and naval units, the 
humans' goal is to smash the atmo
sphere conversion stations and repel 
the Jovians from their beachhead. 

There's no doubt that Conquest 
Earth will be compared to Red Alert, 
WarCraft II, and other real-time strat
egy affairs . But Matthew Miller, the 
g~me's producer, is quick to point out 
that while these games do have some 
common features, Eidos Interactive's 
entry is definitely unique. 

"Between battles you're not just 
shown a video briefing for your next 
mission," Miller says. "Instead, you have 
an X-COM-style interface that lets you 
decide what to research and what to 
build in the various combat sectors. 
When the next battle rolls around, you 
only have what you built in that area as 
a resource. Say that on the west coast 

of North America you've only devel
oped 50 tanks up to a certain point in 
the game. Once a battle begins there, 
that's all the tanks you' ll being able to 
throw into the fight ." 

In fact, research and development 
play just as vital a role in your success 
as brilliant tactics and strategy - and 
because we're talking about two vastly 
different adversaries, it also gives the 
game a healthy replay value even in sin
gle-player mode (more on multi-player 
modes later). "Reasearch on the Jovian 
side is kind of fun," says Miller, 
"because they start the game with no 
real abilities; you have to spend silicon 
units - their equivalent of money -
researching various types of powers. 

"There's a Predator-style invisibil
ity you can create for your troops, but it 
takes a lot of silicon to use and you also 
have to research it in the first place. 
Then there's a force field you can 
develop that in its first incarnation just 
protects your units from harm - they 
can't move or fire out of it, but they 
can't get hurt, either. Research it again, 
and you'll develop a higher-level force 

field that you can fire out of; do it 
again, and he's able to move and 
fire out of it - at the cost of a lot 
of the unit's energy, though." 

One of the coolest features 
on the Jovian side is their ability 
to develop morphing techniques: 
initially they'll be able to morph 
into rocks and terrain features, 
then they'll acquire the ability to 
morph into human soldiers and 
even fighting vehicles that look 
just like human units . To detect 
this Fifth Column, the humans 
have to research and develop 
spies who can pick the real 
humans and friendly units from 
the impostors. 

While the interface for con-

trolling human forces will be familiar to 
most players, Miller says, "the alien 
interface is radically different. Instead 
of seeing a bunch of buttons in a 
Technology screen, you see a picture of 
the alien ' hive mind' with five aliens 
standing in front of it. Those are the 
alien advisors, and you just select the 
advisor you want to work with - one 
will be involved with research, another 
helps you spot silicon to be mined on 
the battlefield, and so forth ." 

"You've never seen a 
game look as good as 

this. All the explosions 
use transparencies, 

and when something 
explodes on the 

battlefield, it just looks 
beautiful:' 

-MATnmw MJ::u.HR, 
U.S. PRODUCER 

-------·········· 
Another exciting aspect is the high 

degree of control you have over the 
units you build. "When it comes to the 
AI, you have four options for control
ling your units," Miller says. "If you 
basically leave them alone, they' ll 
defend themselves the best they can . 
Put them in Hunt mode and select an 
enemy unit, and they'll hunt down the 
unit and attempt to destroy it - but 
they' ll also defend themselves if they 
find themselves in trouble along the 
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Building It Right From the Ground Up 

way. Then there's the Seek and 
Destroy mode, which is similar to 
Hunt mode except your units won't 
try to defend themselves: they'll 
just try to destroy the unit you've 
sent them to destroy without any 
regard to their own safety. And in 
Protect mode they' ll try to destroy 
any enemies who come near the 
unit they've been told to protect." 

But sometimes a situation 
demands that you take matters into 
your own hands - and Conquest Earth 
lets you do just that. "One of the cool 
things you can do is take full and direct 
control of a unit," says Miller. "Let's say 
I'm playing as the humans and I've got 
a Harrier I want to strike an enemy tar
get. Using the keyboard for movement, 
I can have him do his air strike any
where I want him to. I can move him 
around just like in a little arcade game 
within the game, dropping bombs and 
avoiding enemy fire. " If that type of 
control doesn't sound like your cup of 
tea but you still want a unit to follow a 
specific path, you can set waypoints for 
your units to help them avoid detection 
and counterfire. 

Realizing that managing many 
units spread over a large area can be 
troublesome, Data Design built in a 
couple of nifty features to help you stay 
on top ofmtich of the action as possi
ble. "During actual gameplay, one of the 
little monitors at the side of the screen 
will display a full-motion video - not a 
green-and-black video, but a full-motion, 
full-color video of representing some
thing that's happening in the battle," 
Miller says. "Let's say you're fighting a 

PC GRMER Rpril 1997 

skirmish and your barracks on the other 
side of the battlefield are destroyed. When 
that happens, you'd see a full-motion 
video of the aliens destroying the bar
racks and a human running out of 
them. Right now we're working on 
FMV sequences to let you know when a 
unit first comes under attack." 

It's fine to know that a unit's being 
attacked, but since these are pre
rendered sequences they wouldn't in 
and of themselves tell you which unit's 
in trouble. That's no problem, though, 
because not only can you view the 
entire battlefield at any time from one 
of four zoom levels, you can also place 
two "cameras" anywhere you wish on 
the battlefield to keep an eye on critical 
locations. Two monitors at the side of 
the screen will show you what' s hap
pening in those spots, and you can 
jump there simply by clicking on the 
appropriate monitor. 

If you're a serious gamer, you 
know that visuals take a backseat to 
gameplay, but that doesn't mean you 
can' t have both - and Conquest Earth 
does. "You've never seen a game look 
as good as this," Miller says. "All the 

explosions· use transparencies, and 
when something explodes on the battle
field, it just looks beautiful." 

A glance at the screen shots here 
will confirm what Miller says, but 
there's more to them than meets the 
eye. "The map of each battle is one 
bitmap image," Miller says, "and as 
explosions happen and tanks roll along 
we alter the bitmap on the fly so the 
battlefield stays scarred throughout the 
entire battle. Vehicles will leave tracks 
as they move, and as soldiers die they 
stay on the ground dead - and if tanks 
roll over the casualties they'll be 
squished and you' ll see that, too." The 
recommended machine specs for what 
Miller calls the "full bells and whistles 
mode" will be a Pentium 133, but he 
says that by tweaking display options 
you can play on a Pentium 75. 

But probably the most important 
element in any real-time strategy game 
is its multi-player options - and some 
players might be slightly disappointed 
to learn that there's no way to set up 
matches pitting the same race against 
each other. "Multi-player games are 
always humans versus the aliens," says 
Miller. "Data Design didn't want to 
allow humans versus humans or aliens 
versus aliens simply because the two 
sides are so well-balanced in terms of 
their abilities and units." 

With support for up to eight play
ers - up to four on each team -
Conquest Earth will be playable over a 
local-area network, and there'll also be 
modem-play as well. But the big ques
tion for multi-player fans is whether or 
not the game will be playable over the 
Internet, and if so how: will it be free a la 
Red Alert and Diablo, or featured on a 
pay-to-play service such as Mplayer or 
TEN? As we go to press, Eidos 
Interactive is currently mulling over the 
various options for Internet play and 
have yet to decide which route to take. 
(Of course, the chances are good that the 
game will be playable over a Kali server, 
since Kali software makes just about any 
game that supports play over a LAN 
playable over the 'net - see this month's 
online gaming feature for more details). 

Regardless of what decision is 
made regarding Internet play, a total of 
60 missions and around 40 different unit 
types comprising naval, land, and aerial 
forces give Conquest Earth all the mak
ings of a winner. But the proof is in the 
pudding, as they say - and come May 
we'll know for sure if this game marks 
another defining step in Eidos Inter-
active' s quest for excellence. IE!CG 





"Ten Pin A.lle:i 
... ~ ..... :tion of 

comu ..... -
-PS Ext:rellle 

is quite s· 
realiSlll and 

a perfect 
y' " 11ness• 

"Ten Pin Alle . 
that' Y is loaded with addicti~ 

s equally i 'un played 1 e 
i 'riends. " v. a one or with 

- ideoGameSpot 

action 

"Ten Pin Alley is a f un, 

"Ten Pin Alley - One 
Ten Best Vi deo of Entertainment 

addicting game" -GamePan 

"Ten Pi n Alley delivers 
~e recQgn;i.zed a s frame to u 

e ough fun per 
th~ k ingpin of 

Games of the Year.,, 
Weekly's 

its sport.,, -GamePro 

"Ten Pin Alley is unquestionably the be st bowling game yet created ••• This game isn't a s 
f un a s real bowling - it's more fun that real bowling ." -VideoGameSpot 

[l@~~til;I!llillffl]) 
}iea d 111e,;.· 

AvarlableMay '97 
Sanctioned by Developed by m· I -b D 

- ,. ™ 
• • ™ Windows® 95 

Screen shots may vary by platform Ten Pin Alley' "' Is a trademark ot American Sottworks Corporation 
0 1995 PEG Limited Partnership. 01996 American Sottworka Corporation. Bowling Hall of Fame and 

BowliHG Museurne Is a registered trademark of Bowling Hall of Fame and Museum, St. Louis, MO. ASC Games™ la 
HAU of FAME Af!lld MuSEUM a trademark of American Softworks Corporation. Ten Pin Alley'"' Is developed by Adrenalin Entertainment. 

St. Louis, Mo. Head Games' "' ls used by permission. Wlndowte 95 Is a registered trademark of Microsoft Corp. 

II™ """------__ ,,._,._, -:-:--:.::: :: = -:::::,::~ 

PlayStatlon'.,. and the PlayStatlon logo are trademarks of Sony Computer Entertainment Inc. Sega Saturn " " Is 
a trademark of Sega Enterprises, Ltd. All rights reserved. 

Product Information Number 99 

------
~~S™ 

http://www.ascgames.com 



Your first look at ... 
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Battlefield command was never like this! 

------------••·································· ···· 
Take the frantic, personal 

combat of Mech Warrior 2 

and mix it with the base 

warfare of Command & 

Conquer, and you'll get a 

taste of Uprising, from 

Cyclone Studios. 

- Jason Bates 

another six to nine 
months, the game's 
been in playable 
form for quite a 
while - almost 
since the project' s 
inception. And for 

those who drop by Cyclone Studios 
in San Mateo, CA, the designers 
are more than happy .to let you sit 
down and see how well it plays, 
crashes and all, in its very early, 
pre-alpha stage. 

This unique approach to game 
development - build the game 
first, than tweak, balance, and 
experiment for months afterwards 
- is pretty rare in an industry dom
inated by a reliance on drawing 
boards, planning meetings, focus 
groups, and rigid design docu
ments. But it's this method of work
ing that Helmut Kobler, President 
of Cyclone, has kept from his early 
days as a developer, when he had 
to have a working model to sell to 
publishers before he could afford to 
put more resources into a game. 

He's kept this model because 
knowing how a game plays is criti
cal to a developer. "I've noticed that 
with big teams at big companies, 
they can work on a game for a 
year, and still not grasp fundamen
tally what the game is," Kobler 
says, "because they've never seen 
the game running." 

At first glance, the game looks like 
a bit like Terra Nova, though the design 
itself is radically different. When you 
first start a game, you begin in a com
mand tank that you use to rove around 
the landscape. You' ll move immediately 
to the nearest empty Citadel (there are 
about half a dozen on each map), and 
begin laying down base structures. 

Your base structures are of two 
basic types: unit production factories 
and defensive turrets. Turrets quite nat
urally shoot at enemy units (some are 
anti-tank, some are anti-air), while fac
tories crank out infantry, tanks, fighters 
or bombers, depending on the type of 
installation you have. 

Although this sounds like 
Command & Conquer, there are two 
fundao,ental differences. Your base can
not just be anywhere, it must be on an 
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empty citadel site. And it cannot con
tinue to grow and sprawl, since each 
citadel location can only fit a handful of 
turrets and factories in pre-determined 
slots, forcing you to make decisions 
about what kind of base you want. 

The importance of the citadel sites 
makes capturing these areas a priority, 
dictating the tactics of the game. As you 
cle;ir out an enemy base, you can use 
his now empty Citadel site to build a 
new base of your own. You'll win your 
mission when you clear out the last 
enemy installation. So in this regard, 
the Citadel locations have a strategic 
value similar to the Mystic Sites of 
Blood & Magic. 

Besides base-building, the other 
fundamental difference between 
Uprising and C&C is that this is all tak
ing place in a first-person perspective. 
You don't switch to an overhead per
spective when you're laying out your 
base, you 're doing it all from the first
person perspective of your command 
tank or your base's command tower 
(you can switch between these POVs at 
the touch of a key). 

Your tank can take a lot of damage, 
but it's not invulnerable - if it gets 
destroyed, you' ll be forced to restart in 
a new tank near your home base. Much 
of your fighting will be carried out by 
the troops you build in your various 
production factories. 

There is no resource-gathering in 
Uprising, no Tiberium to harvest or gold 
to mine. Instead, you'll receive rein
forcements at different intervals, whom 
you call in to your current location with 
one keystroke. The interval between 
reinforcements starts fairly high, but 
decreases as you acquire more bases 
and build more factories. 

That's the basic game design in a 
nutshell, but keep in mind that none of 
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this is set in stone - facility types, unit 
strengths, and defensive structures may 
well be changed as the game continues 
to be developed and changed even as 
the engine is refined and the bugs are 
smoothed out. But the basic game 
design - its base management and 
first-person perspective - are the core 
of the game, and unlikely to change. 

Another feature worth pointing 
out is the TerraTech engine. It can dis
play multiple sets of textures within the 
same level, allowing a great deal ofter
rain variety, and it can show, in real
time, the effects of a raging battle upon 
the landscape - scorching, scarring, 
tread marks and even actual 30 craters 
caused by explosions. The engine is also 
very fast and detailed, allowing you to 
see a good deal of what is going on -
which is crucial in Uprising, since there 
is so much happening all at once. 
Among the terrain types are water and 
lava, which will affect your movement; 
the lava causes damage as well. Steep 
cliffs and ravines form natural tank bar-

"I've noticed that at big 
companies, they can 
work on a game for 
a year, and not grasp 

fundamentally what it is, 
because they've never 

seen the game running:' 
-HELMUT KOBLER, 

PRESIDENT, CYCLONE STUDIOS 

-------·········· 
riers, and hills and rises obscure your 
view but offer protection from turrets. 

You can still switch quickly to an 
overhead map, since you won't be able 
to see the whole level at once. From 
here you can see all the Citadel loca
tions, and plan your tactics accordingly. 
But don't spend too long on the over
head view, as the game doesn't stop 
while you're accessing your map. 

As far as the multi-player options 
go, these are still being hammered out, 
and whether the game will support four 
or eight players is still to be decided. The 
team also intends to try something 
unique and innovative with its campaign 
mode. There are pre-determined scenar
ios, but you're not bound by specific 
paths, nor will you be forced to play the 
same missions over and over. The details 
are still being worked, but it seems with 
the right mix of random elements 
(Citadel sites, terrain type, geography) 
worked into a larger scheme of progres
sively more difficult missions, the game 
will have a high degree of replayability. 

By taking risks and devising a new 
style of gameplay, Cyclone obviously 
has no design to fall back on if all else 
fails. Gamers may not take to specific 
play elements - such as units teleport
ing into battles instead of moving 
across the landscape, or the rapid rate 
at which reinforcements can be called 
upon. Still, however the game turns out, 
no one will call Uprising a clone - but 
it might inspire a few clones of its own. 

ll!CG 
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Take in the gorgeous scenery while you're kickin' alien butt 

-----------••······································ 
Blue Byte unleashes 

one of the most 

beautiful graphic 

engines ever to hit the 

PC in an enormous 3D 

shooter that's sure to be 

-Colin Williamson 

, PC GHHER Hpril 1997 

ven though the gaming 
market has been seem
ingly flooded with too 
many 3D flying-based 
shooters to count, Blue 
Byte believes that it has 
something up its sleeves 
with Extreme Assault, a 
title that brings PC graph
ics to the next level. 

Those nasty alien critters are up to 
their old tricks again, and have a plan to 
convert Earth's atmosphere to some 
extraterrestrial, homo sapien-hostile gas. 
Since the human race would be wiped out 
in the process, it's up to you to deal the 
death blows to their industrial bases and 
underground headquarters, while rescu
ing human scientists aiding the resistance. 

The story may be ordinary, but the 
visuals and gameplay are anything but. 
Blue Byte let us check out an early tech
nology demo, which showed off Extreme 

Assault's engine. We were treated to a 
slew of impressive 3D effects, including 
perspective-correct texture mapping, 
smoke, fogging, real-time lighting, and 
transparencies. The ability to run in high 
color gives Extreme Assault its stunning 
color depth and lighting effects - and 
best of all, it can run in SVGA without 
losing the smooth frame rate. At this 
point, Blue Byte has opted not to support 
the next wave of 3D accelerator cards, 
though the team plans on utilizing Intel's 
MMX technology in the coming months. 

Extreme Assault's attention to detail 
will definitely be turning a few heads. Like 
many other titles in its genre, the game 
manages to create a huge gaming world 
- but by including so many little details 
and tons of graphical diversity, the visuals 
will never grow stale. Each level has a dis
tinct graphical style, and uses plenty of 
custom textures - no two stages look 
alike. Little touches are everywhere -



laser blasts leave blackened scorch marks 
on buildings, which can be set on fire, 
demolished, and then demolished again. 
Trees and bushes can be blown up and 
knocked over, and when you take off, be 
sure to check out the control tower - you 
can see through the transparent glass 
into the control room. Probably most 
impressive of all are the external camera 
modes - judging by the high-resolution 
textures and the real-time lighting, you'll 
be hard-pressed to differentiate between 
a cutscene and an in-game shot in this 
game. You may be tempted to play most 
of the game from an external view, just to 
admire the amazing details Blue Byte has 
put into its vehicles. 

Though there weren't any actual 
enemies in the demo, there will be plenty 
of air and ground-based villains in the 
actual game. Blue Byte reports that some 
alien varmint-swamped stages may look 
virtually impossible to begin with - but 
continues to reassure us that anyone with 
a quick trigger finger can exterminate 
those critters with a little practice. That's 
not to say that your foes will be 
pushovers - they'll need plenty of laser 
fire pumped into them before they join 
the choir invisible. 

B lue Byte is aiming to make 
Extreme Assault's action fast
paced, while clearly directing the 

player where he should go - but still 
provide plenty of exploration and replay 
value. Most missions are flown through 
long, wide valleys, with a few caves and 
tunnels imbedded in the terrain along the 
way. You can either kill your extraterres
trial adversaries and proceed as quickly 
as possible, or adapt a more leisurely 
approach, and just go exploring and tour 
the virtual countryside, visiting tiny 
houses and barns (and blowing them up). 
Some missions will have time restrictions, 
though, so it would be best to carefully 
bide your time. 

Completion of the game will also 
require mastering both a helicopter and a 
tank. Your chopper's control has an 
arcadey, Descent-type feel, and is per
fectly adequate when flying through 
claustrophobic tunnels. Likewise, the tank 
is a bulky but nimble vehicle that can take 
on most types of terrain, but doesn't fare 
well when it comes to 20-story drops off 
mountain faces. Both helicopter and tank 
share the same kind of laser-type 
weapons, though there's a mysterious, 
darkened "mushroom cloud" icon on the 
side of the heads-up-display, that may 
deal out some major damage. 

In one of the tasty sample missions 
we got to try out, the player comes to a 

dead-end in a valley, but sharp-eyed 
gamers will notice a small hole leading 
into a tiny cave. Just carefully fly through, 
land on the helipad, and control is trans
ferred over to the tank. From there, you'll 
drive along a canyon ridge, and cruise 
into an alien-inhabited subterranean 
Incan temple with graphical details that 
puts Tomb Raider to shame. Delving 
deeper into the level, you'll even get to lay 
waste to freaky-lookin' chicken-embryo
type aliens in cryogenic chambers. 

Though tunnels were included in the 
similar title, Terminal Velocity, they were 
linear, quickly completed, and offered lit
tle room for exploration. Hellbender 
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offered complex tunnels, but flopped, 
since navigation and getting oriented was 
damn near impossible. Extreme Assault 
manages to avoid both of these limita
tions by giving you a ground-based tank 
for most of the underground exploration 
- and not making you deal with the 
aspect of hovering upside-down in a dark 
cave where lord knows which way is up. 
In fact, the tunnel and tank sections 
resemble a 3D shooter more than any
thing else, and offer a welcome break 
from the fast-paced flying sequences. 

At this point, Extreme Assault's sen
sational engine is 100 percent complete, 
but the level design has only just begun. 
The Germany-based team is planning on 
including a total of 50 levels - and if each 
of them is up to the standards of the two 
sample stages we got a mouthwatering 
taste of, this game is going to be massive, 
spanning icy glaciers, mountain ranges, 
and lost cities. 

Extreme Assault's fast-paced action 
will require a 486/DX4100 at this 
point, though Blue Byte recom

mends a Pentium 133 and a fast PCI bus 
video card to really get things moving. 
For users of lower-ended systems, vari
able fogging effects can "haze out'' terrain 
in the distance, making the game run 
faster. High-res high color mode on my 
Pentium 200 was smooth as silk, graphi
cally rivaling some games that use 3D 
hardware acceleration. The final game 
will support DOS, but will also be stable 
under Windows 95. 

The creators of Extreme Assault are 
quick to remind us that "This is not a simu
lation - this is pure action at its best." And 
darn it, they're right- Extreme Assault 
may be the biggest hit from Blue Byte yet. 
Keep your eyes peeled for this one. 
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Online Marches On 
Even as we put the finishing touches on this 
month's cover story on online gaming, new stories 

continued to break. Here are the latest exciting 
dispatches from the world of online gaming. 

.......................................................................................................................................................................................................... ______ _ 
Gemstone IIITop Online Game 

S 
imutronics has announced 
that its roleplaying game, 
Gemstone Ill, is the top 

online game in the nation. With 
700,000 paid hours logged by users 
on America Online, Prodigy, and 
CompuServe throughout the month 
of December, Simutronics has 
become one of the industry's top 
online content providers, and Gem
stone /I/has become AOL's most 
popular game. 

AOL's second most popular 
title was the Gemstone Ill spin-off, 
DragonRealms, which logged more 

Interactive Magic, 
IOmerge 

I nteractive Creations, the 
maker of WarBirds and the 
upcoming Planetary Raiders, 

has merged with Interactive 
Magic, creator of such award
winning military simulations as 
Apache and Hind. Under the 
agreement, ICI will be renamed 
I-Magic Online and will become a 
wholly-owned subsidiary of Inter
active Magic. 

"By combining our two com
panies, we will become a dominant 
force in the online/lnternet gaming 
industry," notes I-Magic Chairman 
"Wild Bill" Stealey. "By this time 
next year, we intend to have at 
least six games on the Internet" 
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than 500,000 paid hours in Decem
ber, while the number of individual 
users for Simutronics' games was 
more than 200,000. This success 
has helped increase the company's 
revenues by more than 300 percent 
over the past year. 

Kesmai's ARIES Online 
Games network also announced 
huge numbers, recording more 
than a million paid hours of game 
usage throughout December. 
ARIES claims a core base of 
100,000 paying customers playing 
such long-established titles as Air 
Warrior, Mu/tip/ayer Battletech, 
Solaris, and Online Casino. 
Kesmai's games can be found on 
GEnie, America Online, and other 
onl ine services. 

According to Simutronics 
Executive Vice President Neil Har
ris, "While all the buzz is focused 
on the Internet and game services 
like TEN, we see all the traffic com
ing to the commercial online ser
vices, and to companies like ours 
who are creating titles for the 

online medium." He adds, "Our 
games are like a cross between 
Dungeons & Dragons and 'Cheers.' 
They're social places where people 
go to meet their friends and slay 
dragons together." 

Kesmai's President John 
Taylor was equally pleased. 
"We've heard a lot of hype about 
how many customers online gam-

ing companies expect to attract," 
Taylor says. "Well, we've quietly 
blown their projections out of the 
water, and we're producing a 
growing revenue stream. For us, 
it's not hype, it's real results." 
Numbers for both companies 
dwarf the 10,000 to 20,000 esti
mated to be playing on either TEN 
or Mplayer. 

Free Servers Take Off 
Westwood, Blizzard find success on the 'net 

S
ince its introduction, Dia
blo has been a runaway 
success on Blizzard's 

free Internet service, battle.net. 
According to a Blizzard 
spokesperson, more than 
117,000 different users tried the 
game on battle.net in January, 
with an average of 40,000 play
ing each day. In the first three 
weeks of the game's release, 
more than 1.6 million games of 
Diab/o were been hosted on the 
service, with users spending an 
average of three hours online at 

cuss specific costs related to 
operating battle.net, but accord
ing to their spokesperson, costs 
were "minimal" and easily offset 
by retail sales of the game. 

"Our customers' response 
to battle.net has completely sur-

passed all of our expectations; 
says Allen Adham, Blizzard presi
dent He adds "Internet gaming is 
hugely popular, and we are com
mitted to offering our players as 
many online options as possible.'' 
He notes that besides being avail
able on the free service, Diablo is 
also available on the pay services 
TEN, Mplayer, and Engage. 

Westwood Chat has been 
equally successful, with more 
than 300,000 games of Red Alert 
played on the service in its first 
six weeks of operation. 



------------------------••········· 
New Multi-player 
Network to Launch 
Psygnosis backs Gamers Online 

nother newcomer is poised to jump into 
the online gaming fray: Gamers Online, 
a national dial-up gaming network 

(www.gamers-online.com). The service, still in 
its infancy, should be ready for a public beta 
test within the next month or so. And although 
TEN and Mplayer may have more than a year's 
lead on Gamers Online, co-founder and CEO 
James Riskin isn't worried. 

"The online gaming market is huge, and 
it's only going to get bigger," Riskin says, noting 
that the market is projected to grow to more 
than a billion dollars by the year 2000. "Between 
TEN and Mplayer, they've barely scratched the 
surface of what is out there," he says. 

Riskin also says Gamers Online will be 
faster than its Internet rivals because they're 
using a dial-up network instead of transmitting 
game data across the Internet. 

"There are some things we can do that 
you just can't do over the Internet," says 
Riskin. "We're building a dial-up network, 
which is literally a voice network, not a tradi
tional network. We get the optimum route, 
because we're not sharing bandwidth with 
anyone," explains Riskin. 

Nonetheless, he said Gamers Online will 
connect to the Internet- but only when the 'net 
has improved in terms of bandwidth and latency. 

Psygnosis has already shown early sup
port for the company, as several Psygnosis 
titles, including WipeOut, Assault Rigs, and 
Destruction Derby 2 will be among the first 
titles to be offered on Gamers Online. The pro
grammers are modifying the game code them
selves, adding multi-player support to WipeOut 
and expanding Destruction Oerby 2 to support 
as many as 20 players in a single game. 

The service is also talking to other com
panies, including Activision; the MechWarrior 
series is obviously a desirable license, and 
some of Gamers Online's programming team 
are former Activision employees. 

·········••------------------------
AOL Passes 8 Million Mark 
Busy signals, lawsuit trouble America Online 

T
he world's largest online service has just 
grown a bit larger, surpassing the 8 mil
lion-member mark and continuing to 

grow. Having gained a record 1.2 million new 
members during the last quarter of 1996, Amer
ica Online intends to retrench, retooling its net
work, broadening its content base and working 
to retain current membership. As part of these 
efforts, the service is investing an additional $100 
million in resources, adding 600 customer ser
vice reps. and more than 100,000 new modems. 

Along the same lines, AOL reduced its 
marketing push in late January. Television pro-
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motions will go on hold, and in cities where 
existing users are receiving busy signals, promo
tional mailings of trial disks will be halted. 

"Que to the extraordinary surge in demand 
for AOL, the problems with busies are far greater 
than we anticipated," says AOL's Steve Case. 
"Our highest priority right now is adding system 
capacity so we can improve the AOL experience, 
and we're doing everything possible to expedite 
these efforts." 

Despite these efforts, the flood of new cus
tomers brought in by the service's new flat-rate 
pricing plan (See PCG, January 1997) has 
resulted in many customers getting repeated 
busy signals. This prompted a class action law
suit filed against AOL in California. 

"To the extent that AOL has recently made 
vague promises to add more dial-in access 
capacity by June, customers are still at risk of 
grossly inadequate capacity, and, further, AOL will 
still be wrongfully reaping tens of millions of dol
lars of subscriber's money," says Lionel Glancy, 
one of the plaintiffs' attorneys. So, AOL agreed to 
offer a refund of $40 or a free month's service to 
subscribers who've been getting busy signals. 
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Where is Enemy Nations? 
Ready by Christmas, but no release 

A
fter Virg in Interactive 
absorbed Viacom New 
Media, many of Viacom's 

planned PC projects were 
scrapped. One game Virgin 
declined to publish was Enemy 
Nations, a real-time strategy game 
developed by Windward Studios. 
This cancellation ended months of 
tension and suspicion between the 
game's developer, Windward Stu
dios, and its intended publisher, 
Viacom New Media. 

During the summer months, 
while the game was going through 
its final development stages at 
Windward Studios, bug testing 
began at Viacom. Apparently, no
one in the testing department could 
get the game to run, a fact never 
reported to Windward Studios. 
After a number of miscommunica
tions, frantic phone calls, and tech
nical gaffes, bug testing got under 
way, with bug reports slowly trick
ling back to the developers at the 
rate of one report a week. 

Yet despite this hurdle, the 
Windward team met its deadline, 
and was ready to turn the game 
over on September 13th, well in 

time for the big 
Christmas buying 
season. But 
although the game 
was ready, Via
com was not At 
this point it hadn't 
completed the 
manual, box art or 
finished testing 
network protocols, 
probably assuming 
that the development cycle would 
slip a couple of months. Another 
factor that may have added to the 
confusion was that at about this 
time Virgin and Viacom were going 
through the process of merging 
their game publishing units. 

Another consideration may 
have been Virgin's imminent 
release of Red Alert Since both 
titles are real-time strategy games, 
Enemy Nations may have been 
viewed as a rival. Enemy Nations 
combines elements of SimCity-style 
city building and Transport Tycoon
style economics with the real-time 
combat of Red Alert, and an Inter
net demo had generated some 
strong, positive feedback . 

At any rate, Viacom extended 
the Enemy Nations deadline until 
November 1st, and then on that date 
rejected the game due to a number 
of new bugs found in the product At 
that point, the relationship between 
Viacom and Windward was termi
nated, leaving Windward little time 
to find another publisher before the 
Christmas season. 

For David Thielen, head of 
Windward Studios, bringing this 
game to market has been frustrat
ing, to say the least. But he has at 
least found a publisher, Head 
Games, which has booked pre
orders of 100,000 copies, and 
should have the game in stores by 
the time you read th is. . . . . . . . . . . • ........................................................................................................................................ 

GTE Entertainment Bites The Dust 
Bad management and heavy losses lead to shutdown 

G 
TE is shutting down its 
interactive media division, 
laying off 85 employees in 

the process. GTE says that it no 
longer needs to be developing com
puter entertainment products, and 
will instead focus on its primary 
business, the telephone market 

"GTE has made a strategic 
decision that it does not need to be 
a primary participant in the cre
ation and management of content," 
says Richard Scott, VP of new ven
tures at GTE. "At its inception, GTE 

Interactive Media was viewed as a 
complementary adjunct to GTE's 
plans to develop broadband video 
services networks." 

But sources at GTE's corpo
rate division tell us that the com
pany was shut down because it 
was losing millions of dollars, 
largely as a result of bad manage
ment within the entertainment 
division. Products were shipped 
late after huge sums were spent 
on marketing, large cash 
advances were spent on expen
sive licenses like the Rolling 
Stones, and the executives in 
charge of the division had little to 
no experience in computer 
games, being forced to have their 
playtesters demo their games to 
potential investors. 

For example, the company's 
NCAA Championship Basketball 
was set to ship in March of '96, 
and nearly half a million dollars 

were spent on marketing the 
game at that time. But the game 
ended up slipping until October, a 
costly internal miscommunication. 

GTE published a number of 
games in its short history, includ
ing FX Fighter, EF 2000, Dust, 
Time/apse and its most recent 
title Titanic: Adventures out of 
Time. Titanic was reportedly sell
ing well until news of GTE's 
impending demise panicked 
retailers into returning the game 
in large numbers. 

For ff 2000, the English 
developer DID is looking for 
another publisher. An add-on, 
mission builder disk for the game, 
Tactcom, is out in Europe, but 
with the demise of the Ocean/GTE 
distribution channel, DID is still 
looking for a U.S. publisher. Other 
GTE games under development, 
such as Siege, may still be sold to 
other publishers. 
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Eidos on the Move 
Hot deals for newcomer 

T
here was certainly no bet
ter way for the newly 
formed Eidos Interactive tq 

launch than with Tomb Raider, a 
breath-taking action game with 
incredible graphics that handily 
won PC Gamer's Action Game of 
the Year for 1996. But instead of 
resting on its laurels, the com
pany has aggressively sought out 
new publishing relationships with 
some of the gaming industry's top 
design talent. 

Although its constituent 
companies have been around for 
some time, Eidos Interactive is a 
relative newcomer on the scene. 
Created by U.K. technology com
pany Eidos Technologies, Eidos 
Interactive acquired Domark, 
Simis, Big Red, U.S. Gold and 
Core Design, all former publishing 
and development partners. 

Now Eidos has signed up 
John Romero's new company, ION 

Storm, to a long-term publishing 
deal. The exclusive deal covers 
multiple titles and should give 
strength to Eidos Interactive' 
upcoming line-up. 

"Eidos shares ION Storm's 
vision and offers us everything 
we are looking for in a publisher 
from strong worldwide distribu
tion to creative control over our 
games," says Romero, chairman 
of ION Storm. 

But the deal won't affect 
any of his games under develop
ment. "We don't have any definite 
plans right now to license the 
Tomb Raider engine," says 
Romero, noting he will still be 
using the Quake technology for 
two of his upcoming games. 

Eidos has also signed an 
exclusive, four-year publishing deal 
with Looking Glass Technologies, 
the developer of Flight Unlimited 
and Terra Nova. Prior to that, Look-

Quake Code Stolen 
Hackers hit Crack dot Com 

A 
computer hacker broke 
into Crack dot Com's web 
site and stole the source 

code to Quake and two Crack pro
jects, including its upcoming strat
egy game, Golgotha. The hackers 
then modified the Crack web site to 
allow visitors to download the code 
directly from the web page. 

too hot a title," he says. The 
hacker, Taylor suspects, stole the 
code not to sell it but merely as a 
trophy. "It's the same thing that 
motivates me to make games," he 
says. 'Tm good at it and like to 
show off. " 

After the break-in, the hack
ers went onto the IRC channel 

ing Glass programmers worked at 
Origin, where they created System 
Shock and both Ultima Under
worlds. Among the first titles that 
will be published under the new 
agreement are British Open Cham
pionship Golf, The Dark Project and 
Flight Unlimited 2. 

#quake (an Internet chat room) and 
bragged about their crime. Crack 
dot Com contacted the FBI as soon 
as the crime was discovered, and 
the FBl's Computer Emergency 
Response Team is on the case. 

Although the Quake code 
was stolen, id isn't overly con
cerned. No other company could 
use the code in a commercial prod
uct and get away with it, and by the 
time a rival could reverse engineer 
it and bring something similar to 
market, id will have moved onto its 
next project, code-named "Trinity." 

The Quake code was on 
Crack's network because Dave 
Taylor, a Crack founder and former 
id employee, is working on the 
Linux port of Quake. Taylor notes 
that he's subsequently tightened 
security at his site, and that the 
people at id Software were not 
upset with him. id experienced a 
similar break-in this summer, with 
the full version of Quake being 
stolen and released onto the Inter
net a week before the game was 
released as shareware. 

More id Departures 

"They (id) sympathized with 
what happened to us," says Crack 
dot Com founder Dave Taylor. 
"Crack was clearly targeted." He 
also doesn't think the theft of Gol
gotha will affect the game's 
chances of being published. "It's 

The theft of Quake source 
code has not been id's only 

woes of late. Mike Wilson and 
Shawn Green have both left id to 
join their former colleague John 
Romero at ION Storm. Wilson 
leaves his position as 'biz guy' for 
id and joins ION as the new CEO. 
Green, a product manager at id, 
joins him as a programmer. 

"I am psyched that Mike 
and Shawn are joining us at 
ION, as they will be an incredi
ble asset to our team," says 
Romero. Shortly after the two 

departed, John Carmack was 
quoted on a web page devoted 
to Quake news as saying 
"Romero was pushed out of id 
because he wasn't working 
hard enough." But Romero 
played down the feud aspect. 

"We aren't feuding," he 
says. "I think Carmack was a lit
tle pissed, and decided to vent a 
little. I resigned from id; the last 
six months of work had been the 
hardest six months I've ever 
worked in my life becauseQuake 
had to get finished on time." 
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A Levitating Mouse 
The GyroPoint is mobile 

J 
ust when you think you've 
seen everything possible 
in PC pointing devices, 

along comes the Gyro Point from 
Gyration, Inc. What's unique 

Kick back and relax during your 
next session of Red Alert, thanks 
to the GyroPoint mouse. 

about this particular rodent is its 
ability to double as a free-floating 
clicker as well as a standard 
desktop mouse. 

Compatible with DOS, Win
dows 3.1, and Windows 95, the 
GyroPoint plugs into a standard 
serial port and replaces your 
desktop mouse. During normal 
working hours, when you've got a 

lot of typing to do, you'll keep 
the GyroPoint flat on your 
mouse pad and use it as you 
would a normal mouse. But 
when you're ready to kick up 
your heels, stretch out your 

legs and do some carefree 
web-surfing, the mouse's free-

floating nature really comes 
into to play. 

In hand-held mode, 
the mouse ball locks in; 

as you move your hand, the cur
sor on the screen tracks your 
movements, allowing you to keep 
on clicking while reclin ing in a 
more comfortable posture. 

This hand-held mouse doesn't 
need any special hardware or soft
ware; it's complete ly compatible 
with ordinary serial ports and the 
standard Microsoft mouse driver. It 
may the perfect thing for the Gate
way Destination or other up-and
coming living room PCs. A cordless 
version is also in the works. 

The GyroPoint has a sug
gested manufacturer's retail price 
of $69.99 and comes with a one
year warranty. For more informa
tion, call (800) 316-5432, and look 
for a review of the Gyro Point next 
month, in our new, expanded 
hardware section. 

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

Pilot Takes Right 
New computer fits in the palm of your hand 

ver since Apple's Newton 
personal digital assistant 
(PDA) hit the market, 

technophiles have desired the 
best electronic gadgetry around 
to keep track of day-to-day 
details. US Robotics' recently 
released its own PDA, a product 
called the Pilot. 

The Pilot comes pre-loaded 
with a variety of personal infor
mation management (PIM) soft
ware, including a Daily Planner, 
Address List, To Do List, and 
Memo Pad . It also has software 
that lets it share information with 
your via a standard serial connec
tion. The Pilot Desktop software 
used on your PC is structured 
similarly to the software in the 
Pilot, and a single-button "Hot
Sync " function synchronizes data 
in the computer and on the Pilot. 
Whether you jot down notes on 
the Pilot or on your PC, you won't 
lose any information. 

The Pilot has no keyboard; 
instead, it uses a plastic stylus and 
a form of handwriting recognition. 
You enter text on the Pilot's screen 
using a system called Graffiti. Each 

letter, number, and symbol has a 
corresponding pen-stroke that 
Pilot recognizes; since the Graffiti 
alphabet is very similar to most 
handwriting, it's fairly easy to 
learn. Should the Graffiti system 
prove too daunting, though, there's 
also an onscreen keyboard you 
can use to input letters and num
bers with a tap of the stylus. 

The handiest aspect of the 
Pilot is its size . Not much bigger 

The Pilot is small enough to lit in 
the palm of your hand. 

than a pack of cards, and weigh
ing about 5.7 oz. with its two AAA 
batteries (which, incidentally, last 
about two months with regular 
use), it fits just about anywhere. 

US Robotics has released 
development software for creat
ing programs for the Pilot, and a 
host of programs are already 
available on the Internet for 
download directly into the Pilot. 
And yes, there are free games out 
there, including versions of the 
simple titles like Solitaire, Chess, 
and Reversi, and even a program 
that lets you play classic text 
adventures like Zork or Adventure 
(check out www.concentric.net/ 
- rbram/zip.shtmlfor details and a 
demo of this nifty program). 

The Pilot comes in two con
figurations, the 1000 or the 5000. 
The 1000 contains 128K of RAM; 
without additional programs tak
ing up memory, it can hold about 
500 addresses, 600 appointments, 
100 to-do list items, and 50 
memos. The 5000, which has 512K 
of RAM, can hold 2500 addresses, 
2400 appointments, 500 to-do 
items, and 500 memos. At press 
time, the 1000 sold for about $300, 
while the 5000 cost around $370. 
A 1MB memory upgrade is avail
able for about $150. For more 
information, check out US Robot
ics' Pilot web page at 
www.usr.com/palm/500.html. 
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Get on the Bus 
O

ne of the first Universal 
Serial Bus(USB)periphe~ 
als aimed at the PC mar

ket is ThrustMaster's Top Gun 
USB Joystick. USB is a new con
nectivity standard meant to com
pletely change the way peripher
als are connected to your PC. 

The Top Gun USB joy
stick features a four-way hat 

switch, three buttons, and a trig
ger. It uses the same classic 
ThrustMaster Flight Control Sys
tem setup supported in virtually 
every PC game that uses a joy
stick. It also features a weighted 
base and is fully programmable, 
making it the cheapest program
mable joystick ThrustMaster has 
ever released. 

The USB standard was 
developed by Microsoft, Intel, 
IBM, and a number of other PC 
manufacturers. It has approxi
mately the same throughput as 
an Ethernet connection (12MB 
per second) and will support 
"hot attach," which will allow 
systems to automatically detect 
and setup new hardware as 
soon as it is plugged in. Most 
new PCs that ship in 1997 will 
feature one or more USB ports, 

and PCI add-on 
cards. with USB 
ports will also 
become available 
for older PCs. 

Gravis 
and EA 

Team Up 
Advanced Gravis has 

signed a deal with Elec
tronic Arts to use the EA 
Sports logo on some of their 
gaming hardware. Existing ver
sions of the Gravis GamePad 
Pro and GrlP Game System are 
being re-released with the EA 
Sports logo. This is the first 
time the EA Sports logo has 
been licensed to a third-party 
developer. 

The EA/Gravis GamePad 
Pro is being bundled in boxes 
with Madden NFL '97 and will 
be sold in stores separately at 
$49.95. The EA Sports version 
of the GrlP system will include 
a full version of Triple Play '97. 
It has a suggested retail price 
of $119.95. 

·········••---------------------------
SpaceOrb 360 Fares Poorly 
Oddball controller seeks acceptance 

S
pacetec IMC's revolution
ary controller, the Space
Orb 360, didn't sell well 

over the holiday season, 
adversely affecting the compa
ny's earnings. The controller, a 
hand-held device with a rubber 
orb used to control six degrees of 
movement, is unlike any other 
controller on the market and 
requires special software to run 
with existing games. 

Spacetec attributes the low 
sales numbers to a lack of penetra
tion in the retail games market, 
although the company notes that 
sales to the early-adopter and hard
core segments of the market were 
successful. Spacetec will continue 
to support and market the Space-

Orb, although the company plans to 
shift the focus of its marketing 
away from the general computer 
user and more toward to the 
hard-core gamer community. 
A discontinued advertising 
campaign on MTV cost as 
much as the SpaceOrb gar
nered in revenues. 

Although the SpaceOrb 
has yet to take off, Spacetec 
is still promoting the product 
The company's team of travel-
ing product demonstrators is 
still moving from town to town, 
challenging local deathmatch 
champions at Quake, Duke, and 
Descent, and thereby hoping to 
demonstrate the SpaceOrb's effec
tiveness. Recently, this team, 

known as the Spacetec GameMas
ters, put out a call for female 
gamers to join the all-male team. 
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WarCr Designer Bails 
Ron Millar working with Activision 

R on Millar, one of Blizzard 
Entertainment's senior 
game designers, has been 

lured away from Blizzard to work 
on Activision's upcoming real-time 
strategy game, Dark Reign. Millar 
will jump right in, working on game 
design, character development, 
and mission building for the title. 
Among his many credits are game 
design for WarCraft II and Diablo, 
as well as some work on Blizzard's 
next major release, StarCraft. 

"I felt it was time," says Mil
lar, commenting on his decision to 
leave Blizzard. "I've done a lot of 
great stuff with them." And though 
he is gone, it was not because of 
any dissatisfaction with current 
Blizzard projects. 'The reason I left 
was not because I was bored with 
StarCraft," he says." StarCrafthas 
some awesome things in it It's just 
that I personally wanted to do 
something fresh." 

Of all the real-time games in 
the works, the one that attracted 
his attention the most was Dark 
Reign. "It has some of the best 
qualities," says Millar. "The guys 
here are really cool, and then the 
game itself has a lot of great stuff 
in it. The engine's good, the map 
editor's excellent, and their new 

So Millar has struck 
out on his own, forming 
his own corporation, Red
line Games, with James 
Anhalt, a programming 
friend and another former 
Blizzard employee. Initially 
they will do consulting, 
first with Activision and 
then possibly other com
panies. Further on down 
the road, they plan on get
ting back into developing 
their own games. 

..,.......,.,.,...,,_.,,,---.,, features are above and 
beyond what everyone 
else is trying to do out 
there." Like WarCraft II, 
Dark Reign is a real
time strategy game, 
though set in a more of a 
futuristic setting. 

As a consultant, 
Millar has a solid back
ground in art and espe
cially game design. "I 
love all games," says Mil
lar. "I've been into games 

since I was five. My dad used to 
fix arcade games, so I used to play 
Pong and all those old games." 

His most obvious success 
was with WarCraft II. "My inspira
tion in WarCraftwas that I really 
liked the real-time strategy genre. I 
saw a lot of stuff that could be 
done in that area and just wasn't 
being done. I like to make games 
that I wantto play, and that are 
missing from the marketplace. I like 
to make classics and hits in gen
eral too, and not just make copies. 
The genre itself has a lot to be 
done in it." 

Dark Reign should be avail
able sometime in May or June. 
Activision also plans to create a 
free server similar to battle.net or 
Westwood Chat, called Active Net, 
which will let people play Dark 
Reign across the Internet for free. 

········································································································································ • ......... . 
GT Signs Up 5D Games 
Ex:-Papyrus employees at work on sci-ti title 

GT Interactive will publish 
50 Games' new title Mil
lennium Four: The Right, 

an upcoming networked space 
combat simulation. The agree
ment gives GT the worldwide pub
lishing rights to the game on all 
platforms, as well as a sequel and 
three future titles from 50 Games. 

"There is no doubting the 
publishing and distribution strength 
of GT Interactive," said Todd Far
rington, president of 50 Games, 
commenting on his decision to sign 

up with GT. 50 Games was founded 
by Farrington and a number of for
mer Papyrus employees, who 
left the Sierra-owned company 
and a highly successful series of 
auto-racing simu
lations in order 
to strike out on 
their own. 

GT has 
made a name for 
itself over the 
last six months, 
acquiring several 

companies and signing some of 
the industry's top 30 developers. 
Companies it's signed with 
include id Software, 30 Realms, 
Hipnotic and Scavenger. 
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News Briefs ... 
Lawyers: The Gathering 
Spectrum Holobyte is suing 
Acclaim over its release of 
Magic: The Gathering - Bat
tlemage. According to Spectrum, 
Acclaim has broken an agree
ment the two companies reached 
in November, improperly releas
ing the game without meeting all 
of the conditions that both parties 
had agreed to (see the February 
97 Eyewitness for details). So 
even though Acclaim released its 
game by the agreed-to date of 
January 10th, it apparently still 
violated some undisclosed terms 
of the agreement, prompting 
Spectrum's lawsuit. Spectrum 
declines to comment on what 
specific, undisclosed contractual 
terms were agreed upon, as the 
lawsuit is still pending, and is 
seeking "unspecified monetary 
damages" from Acclaim. Acclaim 
responded with a press release 
that said, in effect, that it had no 
comment on the matter. 

Maxis Takes the Field 
Maxis is definitely serious about 
getting into the sports simulation 
market, with two new sports deals 
in the works. The company has 
signed an agreement with Storm
front Studios to publish the fourth 
installment in the Tony LaRussa 
Baseball series. A separate licens
ing agreement with European 
developer Anco was also 
announced: Maxis will publish the 
next two titles in Anco's Kick Off 
series of soccer games. Kick Off 
97will be released this summer, 

while Tony La Russa Baseba/14 
should be out early next spring, 
just in time for baseball season. 

EA Sports Hits the Beach 
Electronic Arts has signed a five
year deal with the Pebble Beach 
Golf Links to use the famous golf 
course in EA's PGA Tour Golf 
game. Pebble Beach is one of the 
world's most well-known golf 
courses, and one of the most 
sought-after licenses for com
puter golf developers. Other 
famous golf courses EA holds the 
license to includes Spyglass Hill 
Golf Course, The Links at Spanish 
Bay, Poppy Hills Golf Course, 
Colonial Country Club, and Bay 
Hill Club and Lodge. The company 
also recently made a minority 
investment in Stormfront Studios, 
a six year-old developer of sports 
games for consoles and the PC. 
The investment does not give EA 
exclusive rights to Stormfront 
games, as the recent Stormfront
Maxis deal (above) demonstrates. 

3D Realms Sells Blood 
Monolith Productions has bought 
the rights to Blood, an upcoming 3D 
action game from 3D Realms. The 
game takes place in a gothic, night
marish setting filled with zombies 
and the Undead, and it makes use 
of the Build engine, the same tech
nology used in Duke Nukem 3D. 
The game will be published by GT 
Interactive and a shareware ver
sion is expected in March. Mono
lith also acquired Q Studios, the 
Blood development studio . . . . . . . . . . . • ························································································································ ············································································· 

The Money-Go-Round 
Spectrum up, GT down 

A t the end of the Christmas 
buying season, a good 
many computer game com

panies reported strong earnings for 
the holiday quarter in a flurry of 
public announcements. Perhaps the 
biggest success story of the holi
days was Spectrum HoloByte, who 
moved from a net loss of $9.9 million 
in the third quarter last year to a net 
profit of $5.6 million during this 
year's third quarter. 

The company launched seven 
PC titles in 1996, and out of those 

four ( Grand Prix II, Civilization II, 
Top Gun, and Master of Orion m 
sold a combined total of over two 
million units. 

Activision also is on the 
upswing, reporting a net income of 
$4.1 million for the third quarter, up 
from the $1.9 million reported last 
year. Strong sales on the PC side 
were reported for MechWarrior 2: 
Mercenaries, with Zork Nemesis, 
Muppet Treasure Island and Time 
Commando also doing well. The 
company sees its 1998 prospects 

as equally bright, with Quake Mis
sion Packs, Dark Reign, more 
Mech 2 enhancements, and Zork 
Grand Inquisitor all in the pipeline. 

Electronic Arts reported even 
greater profits, with a net income of 
$36.7 million in the quarter, up from 
$29.3 million last year. Maxis was 
not as fortunate, though it still made 
a tidy profit. It reported a quarterly 
net income of $2 million, down from 
the $3.5 million it achieved in the 
third quarter of 1995. 

Although these profits bode 
well for the PC gaming industry, 
companies are still hurt by high 
development costs and a crowded 
marketplace, creating much 
smaller profits than when com-

pared to the computer industry as 
a whole. For comparison, computer 
maker Compaq netted $436 million 
in the quarter ending December 
31st, 1996, while Microsoft reported 
a net income of $741 million during 
the same period. 

Other publishers struggled. 
Enteractive reported net losses of 
$1.8 million for the quarter ending 
November 30th, while GT Interac
tive, who went on a late-'96 acqui
sition spree, issued a caution to 
investors that its third quarter 
profits may not be as high as 
investors had hoped. The stock 
market responded by bruising GT's 
stock. It lost 35 percent of its value 
on Dec. 4, 1996. 









Blast your way through over 
a dozen missions that take 

you from the Grand Canyon, 
to Tokyo, to Paris. 
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he last few months have been 
something of a whirlwind for the 
entire PC gaming industry. In a 
blink of an eye, multi-player 
gaming became red-hot with 
games like Quake, WarCraft II, 
and Command & Conquer lead
ing the charge, wh ile onl ine 
gaming services have been pop
ping up like toaster pastries, and 
begging for beta testers. 
Meanwhile, exclusivity contracts 
were being frantically signed 
between game companies and 
service providers in order to 
offer exclusive online hit titles. 
Take a trip to the software store, 

and you'll see that a myriad of new strategy and 
action titles contain Internet-ready support - and 
some include idiot-proof software on the disc, so 
anyone can get up and running within a few hours. 
Never before have there been more people online 
and ready to play with you - and with everyone and 
his brother getting on the 'net, the level of competi
tion is getting to be mighty fierce. 

Up until recently, multi-player gaming was 
more of a luxury - but games like Doom changed 
all that, transforming many networked workplaces 
into DeathMatch battlegrounds. People started 
realizing that it was more fun to play against your 
friends and relatives than faceless computer Al, so 
more multi -player network games became available. 
Total Entertainment Network bigwig and hard-core 
gamer Greg Stewart agrees - "There's a visceral 
experience in terms of knowing that there's another 
human that you just killed, and there's a real sense 
of fulfillment for a gamer when he's not just beat ing 
a machine." 

The first multi-player games were originally 
developed for play over a modem, or a Local Area 
Network. While modem games were usually just one
on-one, network games could support many, many 

players at once - but the only people 
with networks were usually big corpo
rations, who didn't appreciate their 
employees wasting productivity time 
on afternoon fragfests. 

Enter the Internet. This sprawling 
global system with near-infinite possi
bil ities became incredibly faddish with 
everyone - and it didn't take a genius 
to rea lize " hey, we could run our 
flashy commercial games off of this 
thing ." id Software's Quake, powered 
by software from Mpath Interactive (the people 
beh ind Mplayer), was the first big-name title to 
include standard TCP/IP Internet play. Meanwhile, 
big-name networks were working on modifying older 
games to play over their specific networks. 

Another interesting aspect of the online gaming 
craze is the new type of social interaction. Kristin 
Asleson of Mplayer agrees. "This is really the next 



wave In entertainment and socialization," she says. 
"Why call your parents on Sunday and talk about the 
weather, when you can play Scrabble - or Quake, If 
you have that kind of parents? In the future, this Is 
going to be as Important to society and our culture as 
television and the telephone - It's a way to entertain 
yourself end socialize et the same time." 

If there's ever been e good time to get on the 
'net, It's now. The Industry-wide boost towards multi
player gaming is no fluke, according to Greg Harper 
et TEN - "The top developers end game designers 
ere gravitating towards multi-player - It's more 
interesting, more challenging, end the best games 
ere being created for multi-player." 

He's right. It's time to log on end start playing. 

Getting Started 
To join in on the worldwide multi-player madness, 
you're obviously going to need e modem. For a fast 
connection and maximum enjoyment, e modem that 
can menage et least 28.SKbps is highly recom
mended, and a 33.6Kbps modem is fast becoming 
the standard [Ed. Note: For more detailed Information 
on some of the newest modems on the market, see 
the Peripheral Visions column on page 158.). You'll 
also need to get yourself a connection to the Internet 
via an Internet Service Provider (ISP). While national 
services such as CompuServe end America Online 
offer basic Internet service, you'd be better off with 
an ISP that's local to your community - not only will 
your connection be faster, but your pocketbook prob
ably won't take as large e hit (many ISPs charge as 
little as $19.95 per month with unlimited access, 
while most big-name networks charge by the hour) . 
And regardless of how you feel about Bill Gates, 
you'll also need a copy of Windows 95 - not only 
has it become the industry standard for most new 
titles, but its relative ease of use also makes getting 
on the Internet quick and easy. 





Commercial Gamin Services 
Mplayer 
Mpath's glitzy online gaming service 
offers plenty of games and no shortage of 
gimmicks, but is it fast and friendly enough 
to move ahead of the pack? 

Determined to be the place on the Internet for high
speed, low-latency gaming, Mplayer appeared in 1995 
as a creation of Mpath Interactive. Mplayer went 
through thousands of beta testers during its trial runs, 
and now has a user base in the tens of thousands. One 
of Mplayer's touted benefits is a technology called 
MCAP (Multi-Client Application Protocol) that signifi
cantly speeds up the service, and the other trump card 
is that Mpath software is implemented in Quake. 

The client software, weighing in at around six 
megs, can be downloaded from Mplayer's web site at 
www.mplayer.com. The installation and registration 
takes around 20 minutes, and you can be up and run
ning Quake in five more. My setup proceeded without a 
hitch, neatly install ing Mplayer as a Netscape plug-in. 

Hooking up to Mplayer is simple - just pull up the 
web page, find the desired game, and click " Play." 
Control is transferred to the Mplayer 
progam, which verifies that your software is 
up-to-date (auto-downloading the new ver
sion if it isn't), before launching. 

Mplayer's gaming universe is 
divided into lobbies, which contain sev
eral chat rooms apiece. Along with a 
name and description for each, these 
rooms are also designated with an icon 
and a color to give you an idea of the con
nection speed - green means you 'l l get a 
good fast connection, while red warns 
you to stay away. In each room, anywhere 
from two to several dozen on-screen personas can dis
cuss and set up their favorite multi-player titles. 

Adding to the "Virtual Community" feel is an 
option to hook up a microphone and actually talk with 
others (this aspect of Mplayer is almost as enjoyable as 
the games themselves). There's also a small " Scribble 
board" where users can visually plan out gaming strate
gies, or just doodle. 
Best of all, if you're 
lost, a system oper
ator is always avail
able in the help 
rooms to give you 
some tech support. 
If no one's home, 
just hit the "page" 
button, and some
one will come to 
your aid within a 
few seconds. 

If you want to 
play a game on 
Mplayer, you'll first need to download a small "enabler" 
file . If a new version of an enabler is released, the 
Mplayer software conveniently downloads it for you. 

The graphical shell is the most polished we've 
seen - there are plenty of bells and whistles, and even 
two graphics sets to choose from - but what about the 
selection of games, and how do they play? At the time 
of this writing, Mplayer's top multi-player offerings are 
Quake and Red Alert, while Hasbro lnteractive's 
Scrabble is so popular that other classics like Risk, 
Monopoly, and Battleship are soon to be added to the 
service. A few older titles are thrown into the mix, like 

Terminal Velocity, Command & Conquer, and Big Red 
Racing. Disappointingly, Duke Nukem 30 and Descent II 
are absent - and while WarCraft I is supported, its pre
ferred sequel is nowhere to be found, thanks to an 
exclusivity contract with competitor Engage. Diablo, 
WarWind, Mech Warrior 2, and Deadlock round out the 

list. When I asked several Mplayer users 
about the selection of games, most said 
they would appreciate a bigger selection. 

Even though I consider my Quake
playing skills mediocre, they served me 
well as I rocketed to the top of the kill 
boards in most games (though more 
than 200 Quake Clans have set up camp 
at Mplayer, and they' re quite ruthless). 
Also, the number of people I encoun
tered on Mplayer was disappointing -
during the busiest hours, I saw around 
50 Quake players spread out over 10 or 

12 games. Finding anyone in the Terminal Velocity or 
Big Red Racing room was a rarity, but the Red Alert 
area was predictably well-populated . Ditto with the 
Hasbro titles - these less aggressive games are 
attracting a lot of attention . 

The majority of the online gamers you'll meet on 
Mplayer are mature and polite - one Red Alert lord 
even offered to teach me the nuances of the game when 
he found out that I was a beginner. There are plenty of 
contests and social events, like "Ladder to Chthon," a 
Quake tournament with $5000 in prize money. Add 
wacky events like "Trash '70s Music Night" (where onlin
ers get to play their favorite disco) and " Singles Night" 
for Quake clan auditions, and Mplayer is definitely one of 
the most socially enjoyable networks out there. 

When it came to the latency issue, Mplayer per
formed very well. Connecting through my local ISP, 
most of the games I participated in were nicely respon
sive - and Mplayer confides that using PSI Net (its pro
prietary ISP) will yield even faster response times. Best 
of all, when you start your own online Quake game, 
Mplayer's computers do the dirty work, relieving your 
computer of the server duty (most Internet Quake 
servers running off anything less than a workstation and 
a T1 line tend to slow down to an unbearable crawl) . 

All in all, Mplayer's users are pleasant, the on-call 
technical support is great, and the connection times are 
fast. The recent radical drop in its pricing plan (under 
ten bucks per month for unlimited access) makes it 
pretty unbeatable value too. It's just too bad that there 
aren't more games currently offered. If you're new to 
online gaming, and could settle for Quake, a little Red 
Alert, and a whole lot of pleasant chit-chat, Mplayer 
would definitely be your safest bet. 



Total Entertainment 
Network 
Mplayer's main rival has been making big 
noises since before the online boom began. 
With promises aplenty made by its lavish 
advertising, does Total Entertainment 
Network live up to its own hype? 

Dubbing itself "The Future of Gaming" and boasting 
20,000 subscribers, the Total Entertainment Network 
has been blitzing the media with colorful multi-page 
advertising spreads, cute drinks coasters, and by embla
zoning its logo on heaps of new games. To add to the 
frenzy, TEN has the exclu
sive rights for online Duke 
Nukem 30 play - you 
won't find everyone's 
favorite blond-haired crit
ter-squisher on Mplayer or 
any other commercial net
work. Ditto with 3D Realms' 
Shadow Warrior; the forth
coming ninja game won't 
be online anywhere else. 

To install, you can call 
for the free TEN CD-ROM, 
or.download the software 
from the website at 
www.ten.net. TEN's setup 
required a bit more work 
than Mplayer's, and con
necting through my own 
ISP proved to be a bit of a headache. 
However, a call to tech support and a bit of 
trial-and-error finally got me up and running. 

TEN's interface is nowhere near as 
pretty as Mplayer's, sporting a sparse, gritty 
style. The lack of multimedia gloss means 
you can't pick a graphic to represent you -
all you get is semi-impersonal green text on 
a black background. Still, it gets the job done, 
and TEN concentrates more on gameplay 
than dazzling you with a fancy interface. 

Something you' ll notice about TEN is its 
sluggishness when it comes to loading chat 
rooms. This is partially due to a little helper 
named " Mr. Bandwidth," which takes a few 
moments to test your server connections before giving 
advice on whether or not the game speed will be 

Once everyone 
joins in and the 

host launches the 
game, cross your 
fingers and hope 

for the best. If you 
successfully 

launched, you may 
rightfully emit a 

sigh of relief. 

acceptable. Connecting 
through a local ISP, most of 
my connections were 
judged as " Good" or "OK," 
with a few games sinking 
into "Don't Bother." While 
Mplayer doesn't really care 
whether or not your con
nection sucks, TEN will not 
let you play if you are too 
slow, and requires that you 
shut down programs in the 
background before you can 

begin a game (I had to kill my virus checker before I 
could launch Duke30). Helping to combat the Internet 
slowdown, TEN has set up multiple servers for different 
locations in the country, so most people w ill be ensured 
a fast connection, no matter where they call in from. 

Obviously, Duke Nukem 3D is TEN's main draw. 
However, your performance may vary, based on con
nection speed, line noise, and the placement of celestial 
bodies. Unlike Quake, in which players can drop in and 
out of the game at will, Duke requires its two to eight 
players to launch simultaneously. TEN's software han
dles this nicely, listing Duke games and their specifica
tions. All you have to do is select a game and click 
"Join." If your connection speed checks out, you 'll go to 
Duke's pre-launch screen, which shows a list of the 
other players and their connection speeds. Once every
one joins in and the host launches the game, cross your 
fingers and hope for the best. Sometimes it would take 
as many as three or four tries to get a game running. 

If you've successfully launched, you may rightfully 
emit a sigh of relief, since you've gotten past the major 
hurdle. Once inside the game, there's a bit of lag 
between keypresses and the response - detectable, but 
not serious. Turning seems more "floaty" than usual, 

but you ' ll get used to it - and 
a smooth-running eight
player game of Duke is pure 
gaming heaven. While a lot of 
Quake sessions were suscep
tible to some lag, all of my 
Duke games ran remarkably 
smoothly in comparison. 

Once again, my 
mediocre Quake-playing put 
me near the top of the heap in 
most games, but I doubt that I 
was pitted against the cream 
of the TE N's crop-the kill 
boards listed several players 
who had clocked over twenty 
thousandfrags. Likewise, the 
Duke players were more than 
on top of things - in a one
on-one DukeMatch, I found 
myself on the receiving end of 
forty-two frags in under an 
hour. There's no doubt that 
the best play here. You can 
also test new maps and add
ons, and TEN even has sup
port for the popular Capture 
the Flag add-on for Quake. 

Most of the players I 
encountered on TEN were a 
bit more cranky than the ones 
on Mplayer, and there were 
plenty of moans about the 
software (one user stated that 

TEN and Windows 95 was the most unstable combina
tion he'd ever seen). Surprisingly, many of my Quake 
opponents seemed to take personal offense to my play
ful in-game taunting, and one even left the game, seem
ingly heartbroken. Also, I've had major problems when 
it comes to connecting - TEN occasionally refuses to 
connect, or just mysteriously stops - and sometimes, 
Mr._ Bandwidth would give me a "Bad" rating out of the 
blue, shunning me from playing anything. 

Putting its irked users and sporadically disagree
able connections aside, TEN is obviously the only place 
that you can go if you want to play Duke Nukem online. 
The remaining selection of games offered is satisfac
tory: Red Alert, Deadlock, Dark Sun: Crimson Sands, 
Necrodome, Panzer General, Command & Conquer, 
Confirmed Kill, WarCraft, Big Red Racing, and Master Of 
Orion II. But just like Mplayer, a wider choice would be 
appreciated. Without Mplayer's beeps and bloops, TEN 
appeals to the more hard-core crowd; whether or not 
you' ll fit in is up to you. 





CHANGE 
THE WAY Y 

Ever tried to stay awake through those games that promise "complete immersion"? You know, 

the ones that make you sit passively through a bunch of predefined video streams - or worse 

yet - subject you to cheaply rendered environments? NEVER AGAI 



Own-Brand Services 
The big-name commercial networks may officially start sweating now. Thanks to several 
online offerings from the likes of Blizzard, Microsoft, and Westwood, PC gamers are now 
able to link up, chat, and start multi-player versions of their favorite games - all for the 
unbeatable price of zilch. All you need is a copy of the client software and an Internet con
nection. With a few mouse clicks, you'll be up and running your favorite titles, thanks to the 
philanthropic attitudes of the following companies. All of the networks listed are a safe bet 
- especially if you haven't got much moolah to spend on the big gaming services. 

Westwood Chat 
If you're looking for a challenging game of Red Alert, 
Command & Conquer or Monopoly, look no further 
than Westwood Chat (www.westwood.com). It's 
included free on the Red Alert disc - just re-run the 
setup program if you haven't already installed it. 

Signing up is free and easy - all you 

your location and ISP. Westwood's server handles all of 
the chat messages, but once you fire up the game, you 
and your opponent's ISPs are responsible for the con-
nection speed. Some of my games ran smoothly; some 
did not. A way to "Ping" an opponent would be a wel 
come addition to Westwood Chat - once you've dedi
cated yourself to a game, you don't want to lag a few 
seconds after every mouse click. The service's main 
weakness is that you can only play one-on-one, which 

have to do is enter some personal infor- :;J"':LJEl_J~~LI !1 .!J 
mation into the online setup program, and 
in a few seconds you ' ll receive an E-mail 
with your user name and access pass
word . Westwood Chat is basically a sim
ple IRC program, where you're limited to 
entering a chat room and carousing with 
its online cronies. Once you've selected a 

advanced players 
will find rather limit
ing, but Westwood 
plans to release 
updated versions of 

worthy opponent, just click the " Host" 

... , 
"Swtlll• 1-• .. •1tl'1 1'Mk. .. 1'tftq1:t•n1" 

IW\ntitdill'-M 

.,i WC which should 

r,_... allow for bigger 
games - for the 
moment, though, 
the tech people are 

~ _J working around the button at the top of the screen, and you're 
taken to a menu where you can customize 
the game before starting, with boxes for 
choosing the game map, amount of cash, 
and abundance of resources. When you ' re 
all set up, just click the "Start" button, and 
Red Alert will automatically launch you 
into an Internet game. 

- -- c: .- • - :,i clock just to keep 
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Though 

Starting up a TCP/IP game of Red Alert 1s no problem, 
thanks to Westwood Chat's seamless 111terface 

Westwood Chat 
doesn't have any 

At any given time, there are usually 100 to 500 
people active on Westwood Chat - far more than pay 
services like Mplayer or TEN. The selection of oppo
nents vary, and you never can be quite sure who you'll 
be going up against - though most players are quite 
good (I've only won a few games so far) . Many of the 
Red Alert players pride themselves on their rankings at 
The Ladder(www.theladder.com), a free service which 
keeps track of nationwide player standings. 

Latency times could be a problem, depending on 

Engage 

bells or whistles to 
speak of, it gets the job done, and if you bought Red 
Alert, you already own a copy. Next time you're ready 
for a serious match, just fire it up - but don't come 
crying to us after you've been humiliated by some 
high-ranking ladder warlord. 

BOTTOM LINE _________ _ 
With a simple interface and plenty of opponents, 
Westwood Chat is a winner, but only if one-on-one 
games are your preferred mode of play. 

Descent was enjoyable, while WarCraft II seemed to 
perform almost as well as on a local area network. 

You can access Engage through its website, 
where the client software and the game enabler files 

Run by Interplay, the newcomer Engage (www. are located (some of which are obscenely large 
engagegames.com) is apparently I!■.!''!"!"!"""'~~~-----.... downloads). Like Mplayer and TEN, all 
still in its beta-testing stage, and you need to do is download the enablers 
appears to need some improve- into your game directories, and the 
ments if it ever decides to go com- Engage software takes over once you 
mercial. With a backlog of lacklus- click Play on the website. 
ter titles such as Descent, Castles II, Engage isn't exactly the most com-
and something cal led Splatterball, prehensive gaming service, but at least it's 
it looks like Engage's saving grace free (for now, anyway). WarCraft II is basi-
will be WarCraft II - Interplay cally your only reason to play at this point. 
secured the exclusive online rights If Engage really wants to be a contender, it 
to the killer Blizzard title, which • had better add some more big-name titles 
means that you can't play it any- and find a way to siphon gamers from 
where else on the 'net. TEN and Mplayer, or it'll be left in the dust. 

Engage's meager offering of games isn't exactly 
causing a deluge of responses - when I logged on to 
play Descent, there were usually two or three others 
playing . Likewise, the WarCraft II crowd was a tad 
pathetic. If you can manage to find someone to play, 
Engage fares well when it came to connection speeds; 

BOTTOM LINE ________ _ 
Without a massive number of players and a limited 
game selection, it might be wise to leave Engage 
until it matures - but if you're a WarCraft II freak, 
this is your place. 



Internet Gaming Zone 
Probably the most idiot-proof among all the gaming 
services, IGZ (www.zone.com) is nicely integrated into 
Microsoft's web site. Since the system uses Microsoft's 
proprietary ActiveX system, you must use Microsoft's 
Internet Explorer browser in order to log on (Netscape 
won't cut it). Just surf on over to IGZ, click on the game 
of your choice, and the chat software is automatically 
downloaded to your computer. After everything's been 
installed, just enter your name, and you're ready to 
play - no muss, no fuss. 

While there are plenty of decent opponents 
available on IGZ, I was almost positive that Microsoft 
had hired some libidinous teenager to randomly 
make lewd cyber-sexual advances toward anyone 
whose screen name is remotely female. Needless to 
say, the chat isn't all that stimulating (concentrating 
more on Pamela Anderson than the likes of 
Hellbender), and the apparent lack of a moderator 
doesn't help matters. Your best bet is to ignore any
thing that goes on in the chat box, and to just click in 
on a starting game and hope for the best. 

Most of the games I played over IGZ ran fairly 
quickly, and, aside from a crash or two, the whole 
system appears to be relatively stable. Your selection 
is restricted to popular Microsoft titles, including 
Close Combat, Hellbender, Monster Truck Madness, 
and Microsoft Golf, while more tame offerings such 
as Checkers and Bridge are available. While the ser
vice is free, Microsoft plans to expand into IGZ-exclu-

battle.net 
Designed specifically for multi-player Diab/a and the 
upcoming StarCraft, Blizzard Entertainment's battle.net 
(www.battle.net) is nothing short of brilliant. What 
makes it stand out is how battle.net is seamlessly inte
grated into Diab/a - connect to your ISP, start 
a multi-player game from Diab/o's main menu, 
and you're ready to rock - there's no need to 
screw around with other separate Windows 
applications, as in Westwood Chat. 

Battle.net's graphical interface is polished 
and easy to understand, with multiple chat 
channels, including discussion groups for the 
different character classes. The variety of 

sive games, which may carry a small fee. 
While IGZ is a bit more drab than other services 

at th is point, Microsoft plans to add support for on
screen personas, gaming leagues, and player-run 
tournaments. If Microsoft can create more of an 
online gaming " community," while keeping the 
latency down and the price close to nil, it should 
receive an appropriately warm welcome from all of 
the onliners out there. 

BOTTOM LINE _________ _ 
This surprisingly free service from Microsoft is great 
for fans of its games and easy to use - just don't log 
on as " SexyMama." 

ongoing games is appropriate, catering to clueless 
newbies and bloodthirsty warlords alike. Best of all , the 
majority of the chat channels are filled with pleasant 
people (who are probably glad to give their wallets a 
rest). Playing over battle.net is very fast - in fact, it 
appeared to be even faster than playing over PC 
Gamers local network. Still, that unruly and unavoid
able lag can make the game pause for a second or two. 

One of the most attrac
tive aspects of battle.net is 
that it lets you quest with a 
lot of other players - I've 
been in games with over a 
dozen warriors hacking and 
slashing through the fires of 
Hell. Questing alongside 
companions is par for the 
course, and Diab/a isn't 
quite as hard when you have 
someone else watching your 
back. Diab/o's answer to 
Quake clans are Guilds, rag
tag groups of adventurers 

who stick together and give each other backup. 
In conclusion, battle.net absolutely takes the cake, 

and should grow in popularity when StarCraft hits the 
shelv_es. Blizzard's superb integration should serve as a 
model to any publisher interested in offering excep
tional multi-player support. Mplayer, TEN, and Engage 
have added Diab/a to their services, but one has to ask 
why -the existing play over battle.net is just as good 
as anything out there, offering a wider selection of 
more dedicated players ... and it's free. 

BOffOM LINE ________ _ 
An excellent service, despite the occasional lag -
but, hey, it's free. 
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A movement is brewing. 
And with its birth, the PowerVR. 
architecture begins the awesome 
struggle against conventional ___. 
3D; and against the techno
bourgeoisie who attempt to 
enslave the gamer masses. These 
&1RitNlakiwe technologists are 
turning their machines of pro
paganda against GAMERS, ·desper-
ately trying to make them 
believe that their ··· - ..... , 
3D performance is good enough. 

Well, it is not! This 
naked, OamPYRBB exploitation 
of gamers has gone on far too 
long. Rise up! For we have 
created the ultimate instrument 
of change: the PowerVR technol
ogy. And we declare that the 
true console game experience on 
the PC will be our domain. 
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t question reality, 
Now is the time O 1 ;D graphics is 

The age of con;~~~;~~:g, decaying and 
coming to a clos~• 
exhausting itself, technology has 

An incredible 

emerged from the ruins, 

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

Gamers, hoist up your joystick. Rage against the stagnant 
sensory experience. Unite around this new 3D reality, You 
will be the first group of gamers in history to transcend 
the bieakness of the existing 3D experience. 

We are pouring gasoline on the f ires of creation. 
Intense 3D graphics is not a gif t. 
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Free yourself' from the tyran of' 
their inferior } .~ experience ~y 

world's leading computer makers are 
building a PowerVR future. More are quickly 
joining the Movement. You'll know they're one 
of us i f they f lash the PowerVR Ready sign, 

Namco, Sega Entertainment, Kalisto , Vic 
Tokai and others are bringing forth the most 
awesomely intoxicating games, Accelerated, 
Enhanced and Extreme certifications demon
strate support, 

This is the dawn of high res and· high frame 
rates with full Z-buffering. 

Bilinear filtering, blazing 
polygon rates for the 
smoothest 3D experience at 
800x600 and beyond, Even at 
resolutions this high, PowerVR 
keeps its full feature set: 

real-time shadows, 32-bit on- \ 
chip hidden surface removal, ~ 
light volume rendering, trans

and fogging effect s, j 
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Revolt against hardware th 
PowerVR Ready sign. at doesn' t carry 
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Dedicated Online Games 
Aside from services that let you play your favorite games online, dedicated internet games 
are popping up faster than corpses in a John Woo movie. Here's a few of the most notable ... 

Meridian 59 
The idea of playing a roleplaying game over the 
Internet is nothing new - multi-user dungeons (or 
MUDs) have been around since the days of 
Adventure. There's always been the abil ity to slash 'n 
hack and cast spells against your friends over a net 
connection - but the 3DO Company is the first to 
take the plunge by throwing 3D graphics into a mam
moth gaming world that can be played solely using 
the Internet in Meridian 59 (meridian.3do.com). But 
will it fly? It's going to be interesting to see the suc
cess of a product that contains no single-player 
mode, and charges $9.95 per month after the first 30 
days. In any case, it seems that a few gamers are 
going for the bait - Meridian 59 currently has over 

one thousand subscribers. 
Meridian 59 includes a copy of 

Netscape Personal Edition to get you 
started, but keep in mind that the mat
ter of finding an ISP is yours. 
Installation proceeds easily enough, 
and registration is handled by entering 
personal info and your credit card 
number through a web page (don't 
worry - 3DO has provided a registra
tion 800 number for the paranoid). 
Once you've gotten your password 
and user name, just fire up Meridian 
59 and log on. 

The only problem is that the Meridian 59 soft
ware has been updated significantly since the CDs 
went to press. This means that the next one or two 
hours w ill be spent downloading updated game files 
that are obscenely large. Unless 3DO updates the 
software in its next shipment of M59, you'll have to 
put aside a good chunk of time for those files to 
come through (you might as well use the time to 
read the manual). 

So is Meridian 59 worth it? The feel of a living 
gaming world is certainly there. Other players casu
ally walk around the towns and patrol the forests, 
looking for things to beat into submission, and there 
are plenty of quests, monsters, and objects to collect. 
Meridian 59 has essentially everything that a particu
larly rich text-based MUD should have. However, two 
crucial factors make it difficult to enjoy. 

Meridian 59's main problem is its graphics 
engine, which is roughly on the same level of 
Wolfenstein. While other players appear in focus, 
even when you get right up to their faces, we can't 
say the same for the monsters, who break up into 
Lego-sized pixels once they get close. Buildings are 
essentially bricks with textures, and the overall pre
sentation resembles a mediocre version of Ultima 
Underworld. It would have been interesting to see a 
gaming world more like Strife or Quake, since most 
of the graphics in M59, quite frankly, look like they've 
been whupped with an ugly stick. 

The displeasing control also makes things need
lessly difficult. In the world of Meridian, you walk 
very, very slowly, and navigation is extremely tricky, 
especially in the mazelike forests. When it comes to 
combat, be ready for headaches - due to lag, there 
may be a second or two between when you press the 
attack button and when the giant ant in front of you 
gets whacked on the head. These lag times may vary 
depending on whether or not the Internet is feeling 
snippy towards you today, so luck has a lot to do 
with it. My first play session was less than stellar - a 
major server was down, and combat was well nigh 
impossible. Fortunately, dungeon-master types from 
3DO are frequently online to offer help and solutions. 

Meridian 59 is not for everybody. Hard-core fans 
of text-based MUDs may be enticed by the ongoing 
story and the users' social structure, while many oth
ers may be appalled by the displeasing visuals and 
flaky controls. Fortunately, you have a free month in 
which you can make your decision - and ten bucks 
per month ain't all that bad - though you still have 
to buy the game in the first place. Meridian 59 has a 
lot going for it, but it could have been so much bet
ter. Smart people will hold off to see how Ultima 
Online turns out. 

BOTTOM LINE _________ _ 
Meridian 59 is a step in the right direction, but is 
hampered by nasty visuals and brutal control. 



The Realm 
A bit different from the 3D 
world of Meridian 59, The 
Realm (www.realmserver.com) 
is a multi-user adventure that 
concentrates more on the 
social aspects of banding 
together than most solo-play 
MUDs. Designed by the adven
turing gurus at Sierra Online, 
The Realm is part King's 
Quest, part /RC, with a little bit 
of WarCraft mixed in. 

As with every other RPG, 
you begin by creating a char
acter, choosing from multiple 
classes, and distributing 
strength and magic points. 
One of the more customizable aspects of the 
game is the way that your character is presented 
visually - there's a surprisingly large selection of 
eyes, hair, chins, noses, and beards to choose 
from, so each character looks distinct (as 
opposed to the Meridian 59 folks, who look like 
they all came from the same gene pool). 

Instead of being seen from a first-person 
perspective, The Realm lets you watch the action 
from a third person view. Backgrounds are flat 
sprites instead of 3D models, and characters have 
free movement over the screen. The interface 
borrows heavily from Sierra 's earlier adventures; 
left-clicking moves your character around, 
and a right-click brings up a small menu 
where you can interact with objects. 

One of The Realm's nice features is 
the combat - instead of having action
based (and lag-susceptible) battle 
sequences, the fighting is, thankfully, turn
based. Still , the fighting sequences are a lit
tle cheesy - though your character and the 
baddies look clean enough, some of the 
projectile attacks look downright silly. 
When I attacked a rat, it counterattacked by 
spawning what appeared to be a large 
booger that floated across the screen and 
sucked half of my life points. 

One of the problems that The Realm suffers from 
is its repetitive graphics - as you start walking around 
the forest looking for things to kill, you'll start to realize 
that the screen you're on looks just like the one you 

were just at. Also, it 
appears that the normally 
creative Sierra 
writers went on 
strike - the in

game text leaves much to be desired (the 
description of a dirt road reads "This is a dirt 
road. Where could it lead?"). 

Though there are always dozens of peo
ple playing The Realm, there was always an 
obvious lack of things to do - people would 
gather in the town square and just stand 
around, w ith resulting dialog such as "So, are 
we gonna quest tonight?" "I dunno." " Quest 
anyone?" "Where's the quest?" Still, there's 
more of a social feel, since you're given the 
opportunity to band together and automati
cally follow each other in adventuring groups of four. 

Though it's a little sterile on the graphics side 
and a bit shallow on the gameplay, The Realm isn 't a 
bad value - a flat rate of $49.95 for the game CD 
gets you all the adventuring you can eat for the rest 
of your life, and there's no monthly fee. Sierra fans 
should check it out. 

BOTTOM LINE---------
Cartoony graphics, acceptable play, and a one-time
only fee makes The Realm one of the more economi
cal online graphical fantasy games. 



Air Warrior 
Developed by Kesmal and Interactive Magic, Air 
Warrior Is the most addictive title yet for armchair jet 
jockeys, and possibly the best implementation we've 
ever seen of a multi-player action game. Simply put, 
Air Warrior is an onllne World War II flight sim - a 
very large flight sim - that's played over Compu
serve, America Online, Prodigy, or EarthLink. 
Attracting such aces as Interactive Magic's president, 
"Wild Bill " Stealey, Air Warrior's players are the top 
guns of online dogfightin'. 

The graphics may be simplistic polygons, but 
any aesthetically displeasing visuals are easily forgiv
able when you start considering that more than one 
hundred players can dogfight at once. And it's not 
just random chaos - like the clans of Quake, there 
are Air Warrior squadrons, organized groups who fly 
attack runs, bombings, and other missions where all 
hell breaks loose. 

Air Warrior's battlegrounds are the busiest 
we've ever seen. There are 12 arenas that have 120 
open slots, and they're filled up mighty quickly come 
the evening (especially on weekends after 8:00p.m. 
PST, after which connecting is a joke). Air Warrior is 
a true obsession for many - Interactive Magic 
reports that over a million combined hours are spent 

online per month. 
It's not hard to see why - Air Warrior 

contains dozens of unique features, cater
ing to the rookie and pro alike. If you 're 
tired of getting shot down, just hop in a 
tank, jeep, or truck, and try taking out your 
enemies from the ground. If you' re a good 
shooter but can't fly worth a damn, there 
are always bombing runs - you and five 
other people can sit in gun turrets, taking 
out incoming bogeys, while an experi
enced aviator takes care of the flying. On 
missions where you simply deliver cargo, 
you can even be a co-pilot - or just a pas
senger along for the ride. 

One of Air Warrior's minor downfalls is the pric
ing - you ' re limited to playing over major pay-net
works, and there's no "plain vanilla" Internet play. 
However, the main reason that Air Warrior isn't 
played over the Internet is because services like AOL 
are faster and less prone to lag - all of my Air 
Warrior sessions were silky smooth. (Of course, this 
would only happen if I didn't get an all-too-familiar 
busy signal from our "friends" at AOL). 

Although its graphics are far from cutting-edge, 
Air Warrior is one of the oldest graphical on line 
games - and with its age, it's nearly achieved per
fection in the gameplay department. If you' re into 
flight sims and haven't checked this one out yet, 
you' re missing out big. Give it a try - we promise 
you won't regret it. 

BOffOM LINE ________ _ 
Air Warrior is the ultimate (if only) choice when it 
comes to mass multi-player dogfighting. 

The Wrap-Up 
So there you have it - a comprehensive list of the 
major online gaming services. There's sure to be one 
that tickles your fancy, in all of your favorite genres -
from action to strategy to Scrabble. If you're timid about 
the whole online gaming deal, see how you like Diablo 
and Red Alert over the free battle.net and Westwood 
Chat - and if you like what you see, you may want to 
graduate to the social gaming meccas of TEN, Mplayer, 
or Kali. We'll be waiting for you - and after you see 
your first real-life opponent splatter into a fine red mist, 
you'll probably never want to play alone again. 

eca 









Just a few of the 31 games Sierra plans to release this year: 
Captives (right), an arcade/strategy game with a twist; Outpost II 
(far right), the brave follow-up to the disappointing original; and 
Earthsiege J(below), the newest game in the robot-war genre. 



ack in the early days of PC Gamer (or PC Entertainment, 

as it was known in its earliest and most humble incar

nation), the· arrival of a new Sierra game in our editorial 

offices was always An Event. Given how full our dance 

cards usually were, it was unusual for the editors actu

to fight for specific titles, but when such squabbles 

occurred, they were often centered around new Sierra games. 

The catch-word for Sierra games 
in the late 1980s was "quest," as in 
King's Quest, Quest for Glory, Space 
Quest, and Police Quest. The company 
had developed a successful formula: 
warm-n-fuzzy adventure games with 
the best graphics possible, robust good 
humor, and brain-tickling puzzles that 
were hard but not too hard. To advance 
the game, you usually had to type 
in the right answer to a riddle or 
conundrum, and - because of the 
limitations of text-parser technology -
part of the challenge, and the fun, came 
from trying to guess exactly which 
words the computer would accept 
as "correct." Indeed, when King's Quest 
V came out in 1990 with a graphical 
interface instead of a text-parser, there 
were howls of protest from many fans 
of the series. 

But there was also a kind of mav
erick edge to Sierra's first generation of 
games, a sort of nudge-nudge, wink
wink, elbow-in-the-ribs quality that 
bespoke irrepressible high spirits on 
the part of at least some elements of the 
company. Although it seems pretty 
tame by contemporary standards, the 
first Leisure Suit Larry adventure (1988), 

Despite some growing pains, the Sierra colossus 

has gotten its house in order and stands poised to 

deliver a tidal wave of exciting games in 1997 -

and this time, the company is determined to back 

themtothehilt. BY WILLIAM R. TROTTER 





with its user-adjustable "smut quotient," 
ended up on the hard drives of every 
male editor on the staff, and for weeks, 
we were calling our friends over to wit
ness each new sight-gag and revel in 
each double-entendre. 

In 1991, Sierra made its first big 
move into genres other than the 
roleplaying adventures that had made 
its reputation, by acquiring Oregon
based Dyna mix, one of the leading pro
ducers of military simulations. The 
Dynamix partnership soon bore rich 
fruit indeed: Red Baron, Aces of the 
Pacific, Aces of the Deep - winners, all, 
and in the case of Red Baron, a classic 
of monumental proportions. 

Less than a year later, Sierra took 
a pioneering leap into the realm of 
online multi-player gaming by inaugu
rating The Sierra 
Network. The 
"online commu
nity" idea was 
way ahead of its 
time-few 
players under
stood the concept, 
fewer still had the 
technological 
capability to par
ticipate. 

By the time 
Sierra sold its 
interactive net
work to AT&T in 
late 1994, the ven
ture had turned 
into a cash hemor
rhage that hob
bled the compa
ny's other pro
jects, sometimes 
severely, and left it 
short of operating 
capital. The AT&T deal solved both 
problems at once. With renewed vigor, 
Sierra launched into new genres, new 
concepts, and new technologies. The 
first Gabriel Knight adventure capti
vated a huge audience (and the second 
won a PC Gamer Award), Front Page 
Sports Football established Sierra's hefty 
presence in the sports-sim category, and 
The Incredible Machine remains one of 
the jolliest and most endearing clip-and
twiddle games ever published. 

And then came the car-wreck that 
was Outpost... 

Intended to be the biggest, 
deepest, richest space-colonization/ 
strategy game ever published, Outposfs 
1993 debut was a flaming disaster that 
rocked Sierra to its foundations. The 

advance hype was deafening, with 
Sierra's PR staff promising everything 
but the Second Coming. 

The reviews were savage, ripping 
the game to bloody shreds for its 
incompleteness, its pathetic documenta
tion, its impenetrable interface, and its 
general failure to deliver what Sierra 
had promised. 

If anything, however, the Outpost 
debacle seems to have energized the 
company more than discouraged it. 
When PC Gamer requested a complete 

From sketch pad to finished artwork, the Outpost II 
designers created more than 2,000 graphic tiles to 
accomplish their goal of having an organic, 
engrossing feel for the game. The original game 
displayed only a half-dozen such graphic tiles. 

list of forthcoming titles, in preparation 
for this article, we counted an 
astounding 31 names in the pipeline, 
covering every genre. Obviously, we 
can't devote equal space to all of them 
(and some of them have been covered 
already in PC Gamer Scoops), but here's 
a closer look at some of the more inter
esting games you can expect to see 
between now and next Christmas. 

Burq the Dead 
and Move on! 

How does it feel to be responsible 
for the sequel to a game that's been 
"honored" by one magazine as "Worst 
Computer Game of All Time"? I asked 
this question point-blank to Pat Cook, 
director of Outpost II (scheduled for 
early summer release): 

"Well, if it's true that there's 
no such thing as 'bad' publicity, 
then we have nowhere to go but 
up!" he says, chuckling . 
Ironically, despite the bad ink, 
Outpost sold quite well; the 
majority of feedback from con
sumers went along the lines of: 
Great concept - now here's 
what you need to do to realize its 
full potential. After sifting 
through the tremendous amount 
of suggestions, Sierra decided to 
keep what was good in the game, 
and completely revamp every
thing else. 

"For instance," Cook says, "a 
lot of players felt, after the first half
hour of managing their colony, that 
they simply were swimming, not 
knowing what to do next. We've fixed 
that: now the game proceeds in chap
ters, with clearly defined intermecliate 



goals as well as a climax." 
Other changes: the new game will 

play out in real-time, with full multi
player options. There will be combat 
involved, but the primary goal is sur
vival of your colony. There will be rec
ognizable threads connecting the sequel 
to the original (the colonies' names will 
be the same, for example), but the 
emphasis is now on the whole, rich, 
contextual universe in which the basic 
story premise lies embedded. Sierra 
views this game as just one of a poten
tial series, and sees enormous creative 
possibilities for future titles. And the 
graphics - very fine to begin with -
will sport a whole new look. 

While the original Outpost dis
played only a half-dozen graphic tiles, 
the new one will have more than 2,000. 
"Craters will look as they would on a 
real planet, so will lava flows and other 
terrain features, as well as buildings," 
says Cook. "Also, the visual jump from 
the lush cut-away scenes to the game 
screens will not be so much of a distrac
tion - the whole game will have a 
beautifully organic style to it." 

Despite the savage 
reviews and bad 
publicity for Outpost, 
the director of 
Outpost II, Pat 
Cook, decided to 
take what was 
good from the 
original - and 
then completely 
revamp the rest. 

As Cook describes his design goals 
for Outpost II, you can sense his (and 
Sierra's) determination to change what 
was basically a rather dry and aimless 
original into a really engrossing game. 
Certainly, there's a huge potential cus
tomer-base for the sequel, comprising 
thousands of gamers who saw a germ 
of greatness beneath the original's 
shortcomings and have been waiting 
patiently. They may be very pleased 
indeed when Outpost II hits the stores. 

earthsiege ~ 

T
alk about a "duel of titans": Dynamix' 
continuing Earthsiege saga of robotic 
mayhem is preparing a massive frontal 
assault on the Mechwarrior games that 
have hitherto dominated this popular 

sub-genre. A top secret "Skunk Works" pro
ject is now creating a new 3D engine, which 
Dynamix believes will be "revolutionary" for 
the genre, and the first fruits of this cutting
edge technology will debut, in time for 
Christmas 1997, as Earthsiege 3. 

Producer Ken Embry throws down the 
gauntlet in no uncertain terms: "We at 
Dynamix feel that we more or less created the 
robot-war genre,· he says, "and with this 
game we hope to establish our pre-eminence. 
We're in this for the long haul." 

According to Embry, Sierra/Dynamix 
devoted a lot of corporate attention to 
studying consumer feedback regarding 
Earthsiege 2 "Once we studied the informa
tion, we were able to isolate the weaknesses 
in our games, vis-a-vis the competition. One 
criticism about the previous game was that its 
narrative quality was not as gripping as it 
could be - that the mood was a little flat," 
Embry says. "The new game will have plenty 
of narrative substance, much stronger atmo
sphere, and a terrific line-up of vehicles and 
weapons, about 50 in all. You won't be 
maneuvering just an assortment of Heres any
more, but tanks and fliers as well, and in 
many of the missions, you'll have to develop 
squadron-level tactics in order to succeed." 

In the new game, players can select from 
three different "psyches· or personae: if you 
play as the Terrans (the easiest level), your 
objectives are very human ones and your 
resources are funded and organized in a 

familiar corporate manner. Playing on the inter
mediate level as the cyborg-like Cybrids will 
require you to think. plan, and prioritize as an 
essentially emotionless mechanical life-form. 

The wild card in the game (and.the 
most challenging level) are the Martians - a 
guerrilla army of Human colonists whose goal 
is to free their planet from all outside influ
ences, be they robotic or corporate. These 
scrappy freedom fighters lack the financial 
and technical infrastructure that supports 
their more powerful enemies - they fight 
with what they can capture and repair, using 
hit-and-run tactics. 

There will be approximately 50 missions 
in Earthsiege 3, but they will be structured 
with much more care than in the previous 
game. Says Embry: • A lot of real hardcore 
gamers kind of got turned off by the simplicity 
of the early missions in the second game, and 
didn't stick with it until they got to the heart of 
things. But after a month or two, the word 
spread online that the game really got a lot 
better in the middle and late missions, and 
suddenly we had a huge spike in sales. This 
time around, we've designed the game so that 
players can sense the overall arch of its 
progress much earlier on, so they get drawn 
deeper and deeper into the program with each 
mission they complete." 

While Embry (quite understandably) 
would not speak · on the record" about just 
precisely what the new 3D technology would 
accomplish in terms of graphics and game
play, if it even comes close to doing some of 
the stuff he told me "off the record," then 
Earthsiege 3 may indeed live up to its advance 
billing as "revolutionary.· I can't wait to strap 
on a Herc and start blasting. 
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Building on its solid 
reputation as a 
designer of military 
flight sims, Dynamix is 
about to challenge 
Microsoft in the not
too-crowded field of 
civilian flight simula
tors. Sierra Pro Pilot is nothing if not 
ambitious - the intent is to replicate 
not only the experience of flying, but 
also the process of training for certifica
tion at the controls of three Beech crafts 
(the King Air B200, the B58 Baron, and 
the ever-popular Bonanza) and the 
Cessna CitationJet. 

Sierra and Dynamix 
are busy working 
on the cutting edge 
sequel to Red 
Baron, one of the 
most popular air
combat sims ever 
published. The 
results promise to 
be amazing. 

Players receive training from an 
interactive Certified Flight Instructor 
(CFI) at both the basic and the more 
advanced levels. After obtaining a pri
vate pilot's license, gamers can 
progress to certification for seaplanes, 
multi-engine craft, and commercial jets. 
If you successfully complete a number 
of assignments, graded for safety, air
manship and efficiency, you can obtain 
commercial pilot privileges - some
thing no ot)1er flight sim offers. 

Dynamix wants its graphics to be 
competitive with the best on the market: 
25 million elevation points are modeled, 

and teamwork as well as valor, partici
pating in a wide variety of missions, all 
modeled after historical events of the 
World War One era. Once you achieve 
the rank of squadron commander, you 
have to think and act like one -
although you still have the option of 
challenging enemy aces to duels, and 
responding to their challenges. 

Perhaps the most interesting fea
ture of Red Baron II is its enhanced 
"dynamic mission builder." Missions are 
not pre-scripted, as they were in the 
original game; instead, the AI generates 
a historically accurate battlefield envi
ronment within a 50-mile radius of the 
player's squadron, according to what 
was actually happening over the 
Western Front on that day, at that stage 

f~~~;;;;~~~~~~~~~;;;::--:---=~--7 of the war. While 
flying a routine 

Compared to the original , Red Baron II will feature greatly improved graphics, 
much more realistic flight models, and an expanded scope. 

patrol, you will 
encounter fluid, 
unpredictable situa
tions, just as a real 
pilot would have: 
dogfights in 
progress, enemy 
bombers pounding 
friendly targets, 
observation planes 
being bushwhacked, 
etc. You must decide 
how to respond to 
each encounter, and 
the results of your 
intervention auto
matically alter the 
sub-program in 
progress. When the 
mission is over and 

encompassing 20 major cities, roads, 
rail lines, rivers, mountains, and 
numerous smaller communities in both 
the U.S. and Canada. Cross-country 
flights incorporate 2,500 real airfields, 
large and small, and every flight is 
accompanied by a multitude of realistic 
sound effects: transmissions from Air 
Traffic Controllers, other pilots, flight 
instructors, engine noises .. . every sort 
of sound you would encounter in real 
flight assignments. The goal here is to 
create a virtual experience as close to 
the real thing as current technology 
allows. If you qualify for every certifica
tion in the game, you can probably go 
out and get a real pilot's license in 
record time. 

As interesting as 
Pro Pilot appears to be, 
the Dynamix game most 
players lust for is Red 
Baron II, a cutting-edge 
sequel to one of the most 
popular air-combat sims 
ever published. The 
white-knuckled mano-a
mano duels that made 
the original game so 
gripping will be present, 
of course, in greatly 
improved graphics and 
much more realistic 
flight models, but the 
scope of the sequel is 
greatly expanded. 

In the career mode, 
players seek to rise 
through the ranks by 
demonstrating discipline 

you fly out of that 50-mile envelope, the 
generated battle folds seamlessly back 
into the computer and you resume the 
main, linear progression of the game. 

All of this action will unfold in gor
geous, texture-mapped graphics that 
make the chunky generic terrain features 
and pixelicious planes of the original look 
positively antediluvian. Of all the tasty 
titles in the Sierra family's line-up, this is 
the one I most want to get my mitts on! 

Action and Strateg~! 
Slated for a fall release is Demon Isle, an 
action-packed fantasy RPG developed by 
Cat Daddy Games. The adventure is set 



sportingllJm 

E 
ver since Sierra's first venture into this 
ever-popular genre (Front Page Sports: 
Football), the company has maintained a 
strong market presence and plans to 
expand that presence in its 1997 line up. 
The "Front Page" trademark will appear 

on new baseball and football games (Baseball 
Pro '97, and Football '98, scheduled for spring 
and fall, appropriately enough), and will break 
new ground with a realistic skiing simulation 
(September), a basketball sim (November) and a 
fly-fishing adventure (October - all release 

in the land of Magincia, a realm just 
recently purged of its evil residents and 
separated from its homeland, the Demon 
Isle, by an impassable strait of water. 

But not for long - the expelled evil 
powers are mobilizing their magic to 
rebuild the bridge and reconquer 
Magincia. To prevent this catastrophe, 
the player must journey to Demon Isle 
and destroy its sinister ruler, known 
only as the Evil Presence. This can only 
be done by locating and destroying 
seven fortresses, each guarding a single 
fragment of a potent relic that, when 
assembled, gives you the power to 
tackle the Evil One. 

This game seems refreshingly 
linear in overall design (a clear-cut goal 
is established from the beginning), but 
its scope offers plenty of room for 
exploration and action. Sierra promises 
the game will be "beautiful," and the 
screen shots I've seen confirm that 
claim. Graphically, Demon Isle will be a 
hybrid of polygon-based elements and 
fractally generated scenery. In addition 
to single-player mode, the game will 
also be playable (via LAN or Internet) 
by groups of at least 32 players. Sierra 
may also launch the game, via servers, 
in the form of semi-permanent virtual 
worlds that online players can drop into 
at their convenience. 

dates are, of course, tentative). 
More sedate pastimes will also get their 

due: Hoyle's Poker and Hoyle's Chess should 
appeal to fans of these classic games. And 
since I personally consider pinball a "sport" 
(it takes at least as much moxie to rack up a 
great silver-ball score as it does to finesse a 
great hand of poker), mention should also be 
made of 30 Ultra Pinball 3. 

Those speed-freaks at Papyrus have two 
tantalizing race games in the works. For those 
who love the rough-and-tumble excitement of 

Players who love their bang-bang 
will get an abundance ofit in SWAT 2, 
the latest in the on-going Police Quest 
series. Producer Oliver Brelsford 
promises: "This game will look and play 
a whole lot differently than its prede
cessor. We're combining real-time 
urgency with the complexity and detail 
of a good strategy game," he says. 
"While you must master basic SWAT
team tactics to succeed, you'll have 
plenty of freedom to put your personal 

off-road trucks and buggies, Papyrus will deliver 
SODA Off Road Racing, a gritty melange of air
jumps, collisions, and rollovers sanctioned by 
the Short-course Off-road Drivers Association. A 
somewhat classier style of competition is fea
tured in Grand Prix Legends, a simulation of the 
glory days of Formula One racing in the late 
Sixties, a period when this sport achieved a 
level of glamour and sexiness unmatched before 
or since. This game is being designed by Dave 
Kaemer, who created the hugely successful 
lndyCar and NASCAR simulations. 

spin on the action." 
25 missions are planned, some of 

which can be played either from the 
SWAT side or the side of the terrorists 
- a nice touch. When playing as the 
SW AT commander, you get to micro
manage your plan of operations, posi
tioning snipers, emergency personnel, 
helicopter assaults, tear-gas launches, 
and armored vehicles. You must also 
select the right people for the job by 
recruiting from a roster of 120 candi
dates, each with detailed stats, abilities, 
and personality profiles. A vast arsenal 
of weapons is available, and selected 
officers can be detailed for additional 
training as snipers, explosives experts, 
K-9 handlers and the like. 

The player will also be in constant 
touch with his Crisis Negotiation Team, 
deciding whether to accept or reject the 
terrorists' demands. If negotiations 
break down and a SWAT operation is 
launched, you have options to order 
stealth entries or to come in shooting 
with flash-grenades, tear gas, and auto
matic weapons. AI controlled oppo
nents are programmed to respond quite 
differently each time a scenario is run, 
so no two replays will be alike - some 
times, the hostage-takers will sur
render, other times they' ll fight to the 
bloody end. 



Amphibious Assault vehicle. 

The ouest Goes On ... 
One of Sierra's most anticipated new 
releases is Quest for Glory V: Dragon 
Fire. The setting is a Tolkeinian land 
called Silmaria, where the old ruler has 
just died as the game begins. You (and 
others, since multi-player modes will be 
fully supported) enter the Olympic 
Games and compete for the coveted 
Laurel Crown of the new ruler. But 
things are not as simple as they seem, 
for, in addition to outsmarting and out
fighting your competitors, you' ll also 
have to watch out for assassins and 
roaming monsters, all doing their best 
to turn the orderly transition of power 
into anarchy and thus laying the 
groundwork for the appearance of a 
huge dragon that betokens the end of 
the world. 

The lady who 
started it all, 
Roberta Williams, 
is hard at work 
on the next title 
in the King's Quest 
cycle, a 3D 
adventure game 
that promises to 
push the envelope. 

In keeping with the traditions of 
this series, Dragon Fire will offer a mix 
of heroics and ribald humor, with some 
romance thrown in for good measure. 
You'll battle with classic mythological 
creatures such 11s hydras and gargoyles, 
quest for the treasures of Poseidon, and 
figure out a way to slip past the jaws of 
Cerebus, the guardian of Hades. 

Silmaria itself will be lushly ren
dered - a blend of classical Greece and 
the sexiest Club Med resort you ever 
dreamed of visiting. Self-tuning diffi
culty levels and several optional degrees 
of online help should assure the game's 
appeal to a wide range of players, from 
novice to expert. 

Scheduled for a "Holidays '97" 
debut is the latest and most ambitious 
of the King's Quest cycle, Mask of 
Eternity, designed by the legendary lady 

who started it all, Roberta Williams. 
Since the KQ series is an all-time best
seller (seven million copies to date), the 
formidable Williams wants this eighth 
installment to push the ol' envelope as 
far as it can be pushed. 

Gone are the previous animated, 
cartoon-style characters and sets, 
replaced with a completely immersive 
3D environment that combines the qual
ities of a live-action game with 
Williams' customary skills as a teller of 
vast, intricate stories. Sierra spokesman 
Eric Twelker describes the game in 
these words: "Mask of Eternity is the 
world's first adventure game created 
entirely in 3D, using an extremely pow
erful proprietary 3D engine. It offers a 
degree of character movement and 
exploration never before seen in an 
adventure game," he says. "If you want 
to peek around a corner, or check out 
what's happening over the next hill, you 
can. You can explore every nook and 
cranny of this world. Characters, 
objects, puzzles ... they all exist in three 
physical dimensions." 

The premise of the adventure is 
this: before the game starts, a destruc
tive magical storm has swept the 
kingdom of Daventry, turning all the 
inhabitants - including King Graham 
and Queen Valancia - into stone, save 
one: Connor Mac Tyrr, who suddenly 
finds himself centerstage with destiny. 
Starting from scratch, Conner must 
uncover the reasons for the magical 
devastation, the nature of the forces 
behind it, their motives, and the loca
tion of the one sacred object that can 
restore the kingdom to peace and pros
perity: The Mask of Eternity. In the pro
cess, Conner also makes a voyage of 
discovery into his own past, to learn 
why he alone was spared petrifaction. 

Although Sierra is understandably 
reluctant to reveal more than the bare 
bones of the plot, it's a safe bet that the 

story line wilJ be rich with characters 
and incidents, and full of the emotional 
commitment Williams always shows for 
her characters. Fans of this series will 
surely have a treat in store when Mask 
of Eternity ships this winter. 

The summer months will bring a 
bumper crop of action games. Captives: 
Rescue at Rubicon is an arcade/strategy 
title that takes a refreshingly different 

stance from the current 
crop of hard-action 
shooters. In this game, 
the object is not just to 
slaughter everything in 
sight, but to rescue help
less captives by means 
of clever arcade maneu
vering, quick reflexes, 
and puzzle-solving (of 
course, there are lots of 
disgusting alien abduc
tors you'll need to blow 
away in the process, so 
the game is not entirely 
without violence ... what a 
relief!). In its multi
player mode, Captives 
includes an interesting 
new twist: which player 
can free (or hold) the 
most captives. 

Wargamers will be 
intrigued by Ground Zero: Amphibious 
Assault, a strategidtactical game of inva
sion and resource management set on a 
mostly aquatic planet. Operations will 
take place not only on land, sea and air, 
but also under water. Players will have 
the option of fighting a campaign's worth 
of missions in any order they choose, and 
a major part of one's strategy is dictated 
by the fact that surviving units are carried 
over, and sometimes upgraded, from mis
sion to mission. This game could be hot. 

Hnd thars NOT all, folksl 
In addition to the games highlighted 
above, let's not forget such keenly 
anticipated titles as Betrayal in Antara, 
X-Fighters, Birthright 0atest in the 
Advanced Dungeons and Dragons 
series) and the already buzz-worthy 
"Quake-killer" FEAR (slated for 
December release; Sierra is reluctant to 
say much about the game at this point). 
Sierra's expansion into new genres, its 
so-far highly successful corporate mar
riage with companies such as 
Impressions and Papyrus, alJ bear wit
ness to the firm's energy and vision. 

ecG 











YOUR ULTIMATE GUIDE TO NEW GAME RELEASES 

Ten Things You Never Hnew About PC Gamer 
e thought it 
would be nice if 
we we got to 
know each 
other a little 
better, gentle 

reader, so we've delved deep to provide 
you with ten fantastic facts that should 
titillate your trivia buds. Actually, one of 
these is false; see if you can guess 
which one it is ... 

IJ The famous car chase in 
the Steve McQueen thriller 
Bullitt ends with the bad 
guys' car crashing into the 
construction site of the PC 
Gamer offices! 

El Scott Wolf changed his 
name to Wolf because he 
likes wolves so much, and 
he even owns some! 

EJ The official theme song 
of PC Gamer is "Inca 
People" from the sound
track to the game Inca . 
Don't ask us why - it's a 
long story. 

~ Three different staff members have 
provided the voice of Coconut Monkey 
for the PC Gamer CD - Todd Vaughn, 

Hardware ReQuirements 

Joe Novicki, and Matt Firme. Coconut 
Monkey himself is in negotiations to pro
vide his own voice-over for future CDs. 

m Our publisher Matt's nickname is Ned 
because he looks like actor Ned Beatty. 

[fJ Our wargames guru Bill Trotter 
writes historical non-fiction and fiction, 
and one of his short stories was norni-· 

nated for a Bram Stoker 
award. Unfortunately, he 
was beaten out by a story 
from Psycho creator 
Robert Bloch. 

E:J Even though Mike 
Wolf is six feet four 
inches tall, he cannot 
dunk a basketball. But he 
sure can dunk a cookie 
into his milk! 

E] The only PC Gamer 
staffers to appear on the 
magazine's cover are 
Todd, Mike, and Lisa. 

m Quintin and Jason 
used to live in the same 
dorm at college (but never 

knew each other) before meeting again 
when they both joined the staff of PC 
Gamer. Uncanny! 

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

PC GAMER April 1997 , 



I Category: Sports 

I Developer: EA Canada 

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

Required We Recommend 
Double-speed 
CD-ROM drive; 

Pentium 75; 16MB 
RAM; Mouse 

Quad speed 
CD-ROM drive; 

Pentium 133; 
Gamepad 

ast year was undoubtedly 
the year of EA Sports, with 
NHL 97, Triple Play 97, and 
FIFA 97 mopping up as the 
top picks in their respective 
fields. And it looks as if EA 
will have another banner 
year if NBA Live 97 is any 
indication; it easily surpasses 
the previous benchmark in 
hoops titles (which was NBA 
Live '96, by the way) en 
route to becoming the best 
PC basketball game ever. 

The amount of stats and options in 
the game is astounding. There are more 
than 60 offensive plays you can call on 
the fly, plus ten different defensive 
schemes. Every single NBA player on 
all 29 teams is represented and rated 
(although untouchables like Jordan and 
Barkley aren't named), and if some hot 
rookie enters the league, you can create 
him with the extensive player creation 
feature. Three difficulty levels (rookie, 
starter, and all-star) allow you to find an 
opponent worthy of your skills. Play 
through an entire season and have 
every single stat tracked - even for the 
guy on the end of the bench who played 

While Uve '97still doesn't have elusive superstars like 
Michael Jordan and Charles Barkley, this is the only 
game where you'll find powerhouse Shaquille O'Neal. ,__ ______________ .................. . 
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------------------------••·········· With its list of enhancements and rock-solid 

gameplay. EA Sports' newest hoop sim 

delivers a slam dunk on the competition. 

., The slam dunks are a sight to see, whether it's the reverse, tomahawk, gorilla, or 360. .. .............. .. 

one minute all season. It' s features like team is represented by exact replicas of 
these that have made the Live series the its real uniform, right down to the logo, 
best around, and there's no basketball player name, and number. Step back 
game around that can touch it. from the screen a bit, and you' ll swear 

However, the real upgrade in Live you're watching Tuesday night basket-
97 is the look of the texture-mapped ball on TNT. And speaking of TNT, 
polygonal players that run up and down Ernie Johnson lends his vocal skills to 
the floor with amazing grace. Each the audio of the game for an even more 

authentic feel. 
To create realistic motions for the 

players, EA brought in Sacramento 
Kings sharpshooter Mitch 'Rock' 
Ritchmond for a motion-capture ses-



Simulation mode obeys full NBA rules, but 
you can customize those rules to switch off 
any you don't particularly like. ,.._ ___________ ................. . 

sion. The result is that every player in 
the game has entirely realistic motions 
(and they all move like Mitch 
Ritchmond - even less athletically 
gifted oafs like Luc Longley and 
Gheorge Muresean). The game can be 
played from any of several swiveling 
camera angles that really take advan
tage of the 30 court and players. And 
let us not forget the dunks; in Live 97 
the slam dunks are a work of art, with 
the smooth motions and powerful audio 
that make each dunk thunder home 
with authority. If you didn't get a good 
glimpse the first time around, you can 
run a replay from any camera angle you 
wish (and taunt your opponent the 
whole time). 

The game is Gravis GRiP-compati
ble and can be played via modem or 
local-area network by as many as four 
players. The multi-player game is where 
Live 97 is at its best; you can throw out 
the stats and the playbook and get 
down to some trash-talkin', slam
dunkin', in-your-face action. The multi
player drawback is that, owing to the 
limitations of the old PC joystick spec, 

EA could only use two action 
buttons on when two players 
compete a single machine, and 
the game's just crying out for a 
third button that could be used 
for stealing. 

Even though Live 97 is the 
best game around, it's far from 
perfect; in fact, basketball is the 
sport EA is farthest away from 
capturing accurately. The slip
pery control that Live fans have 
become accustomed to is back, 
and it's gotten worse. The poor 
control and lack of a steal but
ton make playing defense an 
exercise in futility. Because of 
that, there's no reason to run 
any of the 60 offensive plays, 
because running the ball down 
the court and firing a three
pointer is just as effective. EA 

The jump shot has a sweet feel; once you get the rhythm, you can 
light 'em up from downtown. 

claims to have rated each player based 
on his real-world performance, but the 
game doesn't back that claim up too 
well. In fact, each player seems to run at 
approximately the same speed, jump at 

the same height, and shoot with the 
same accuracy. Once you figure out the 
sweet spot on the jump shot, lumbering 
power forwards like Elden Campbell 
can and will knock down just as many 
threes as sharpshooters like Steve Kerr, 
and centers like Luc Longley are just as 
capable of playing point guard as guys 
like John Stockton. This kind of inaccu
racy really takes away from the simula
tion element in the game. 

Despite those flaws, though, there's 
not a game out there that can play on 
the same floor as Live 97. And while it's 
by no means an all-encompassing simu
lation, Live 97 is pure arcade fun, espe
cially in multi -player mode. 

- Mike Salmon 

~ The sharp polygonal players look incredible; just check out the detailed uniforms. 



Both the cars and the 
tracks are painstakingly 
detailed - right down 
to the authentic decals 
and billboards. 

The competition 's 
intense as you race to 
overtake NASCAR 
champion Dale 
Earnhardt. 

Spotter and crew chief 
audio lets you know 
where the competition 
is as you race door-to
door with up to 39 other 
cars. 
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I Category: Graphic Adventure 

I Developer: Perfect Entertainment 

Publisher: Psygnosis, 919 E. Hillsdale 
Blvd., 2nd Floor, Foster City, 
CA 94404 (800) 438-7794 

Required We Recommend 
Double-speed 
CD-ROM drive; 

486/66; 8MB RAM; 
Mouse 

Quad-speed 
CD-ROM drive; 

Pentium 90; 16MB 
RAM; Supported 

sound card 

dored by readers and critics 
alike in his British homeland 
(where he's the country's 
best-selling author), Terry 
Pratchett isn't so well 
known in the United States, 
but he has attracted a 
healthy cult fo llowing on 
this side of the pond. Now 
more than 20 titles strong, 
his epic Discworld series of 
books has earned its success 
through a combination of 
r ip-roaring storytelling and 

absurdly well-observed humor that 
gleefully pokes fun at the staid conven
tions of fantasy literature. The 
Discworld, as its name suggests, is a 
flat, circular planet that barrels through 
the cosmos on the back of four giant 
elephants that in turn stand on the shell 
on a huge turtle - which should give 
you some idea of the eccentric imagina
tion at work here. 

Indeed, Pratchett's work is so out
landish that it has often defied conver
sion to other media - a film and televi
sion series have long been talked about, 
but neither has surfaced, so the only 
time we've ever seen Pratchett's dis
jointed cast of ribald and offbeat charac
ters come alive on screen was in 

Eric Idle and his backing singers high-kick it 
through the finale to Discworld /f's elabo
rate musical number "That's Death". 
~----------·················· 
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-----------------------••·········· Terry Pratchett's best-selling books come 

alive on your PC screen once again, in 

Psygnosis' second Discworld adaptation. 
........................ _________________ _ 

ro Rincewind to defuse this bomb. 

Psygnosis' graphic adventure adaptation 
of two years ago. Though still some way 
behind LucasArts' standard-bearing 
work, it did do a splendid job of weaving 
a compelling puzzle structure around 
Pratchett's world. Its success (like the 
books, bigger in Europe than the U.S.) 
justified a bigger and more ambitious 
sequel, and three years later, that's 
exactly what we've got. 

As in the first game, Discworld II's 
principal character is one of Pratchett's 
most often-used - Rincewind, a bum
bling and cowardly apprentice wizard 
with virtually no grasp of magic but an 
extremely heightened sense of self
preservation. Despite his reluctant 
nature, he's always the one who finds 
himself having to rescue the princess or 
slay the dragon, and generally ends up 
doing so more through luck than judg
ment. The player, unfortunately, w ill not 
be able to rely on such an app roach in a 
game story that's more t ightly packed 
with puzzles than any I've ever seen. The 
plot goes that Death (yes, the guy in the 
black robe with the scythe) has gotten 
bored with his soul-ushering chores and 
decided to take an extended vacation. As 
a result, the Discworld is becoming filled 

The wizards of Unseen University discover 
something is wrong with the natural order of 
things when one of their more elderly num
ber simply refuses to die. .__ _ __:c....:... _______ ... .. ............ . 

with ghosts and zombies because the 
undead are not being properly trans
ported to the afterlife. This just won't do, 
and so it's up to someone to persuade 
Death to get b ack to work. Someone 
like ... yeah, you guessed it . 

Discworld II's story is spread 
across two CDs and three sprawling 
Acts, encompassing most of the better
known characters and locations from 
Pratchett's b ooks. After collecting the 
requisite items to perform the Death-



Rincewind encounters the Discworlds trio 
of beggars (from left): Foul Ole Ron, Coffin 
Henry, and The Duck Man . .__ ___________ ................ .. 

summoning Rite of Ashk 'Ente in Act I 
(yes, it's the standard object-gathering, 
sub-quest stuff), Rincewind must make 
the grim reaper a movie star in a big 
production to increase his public image 
(he's not the most popular chap, under
standably, despite his endearing person
ality) and eventually assume, part-time, 
Death's chores while the rest of the story 
plays out. This is, of course, anything but 
straightforward. Like most adventures, 
even a simple task like acquiring a can
dle or some beeswax involves working 
through a huge succession of inter
related puzzles and quests. 

ewind must enlist the servi 

Discworld 11 is nothing if not lavish. 
The production value is the highest I've 
ever seen for a graphic adventure, 
putting recent elaborate efforts like 
Toonstruck and Circle of Blood to shame. 
All the characters and backdrops are 
cartoon quality, and there are so many 
cut-scenes, intermissions, and other 
graphical treats, it's a wonder they man
aged to squeeze all this onto two cliscs. 
Ex-Python Eric Idle has returned to his 
role of Rincewind, leacling an accom
plished voice cast, which, between them, 
delivers a quite astonishing amount of 
conversational clialog - perhaps too 
much in fact, since I often found myself 
wishing the characters would stop 
indulging in "humorous" wordplay and 

ing hustled by the devious street merchant 

cut to the chase. The situation isn't 
helped by ldle's apathetic delivery, 
which sounds like it was hurriedly 
recorded in just a couple of days (which 
was, in fact, the case). Full marks, how
ever, to the hilarious Python-esque musi
cal number "That's Death" that Idle com
posed and performed for the game's 
opening and closing creclits. 

Discworld 11 certainly sets new 
technical standards for animated 
graphic adventuring, but what of the 
game itself? Well, much like the first, 
there's one central problem here: the 
subject matter it's based on. Pratchett is 
a genius and his books are brilliant, but 
they don't translate well to other meclia, 
inclucling games. Simply put, his clialog 
and situations are funnier when written 
down than played out. Like a great book 
made into a mecliocre movie, some
where along the line the point has been 
lost. The game tries its best by adhering 
strictly to the quirky internal logic of 
Pratchett's world, but this creates puzzle 
difficulties for anyone not well-versed 
with the books. One puzzle, for example, 

revolves around the fact that the 
river that flows through the 
Discworld's capital city is so 
filthy and clisgusting that it 
behaves more like a solid than a 
liquid, but how would I know 
that if I hadn't read the right 
Discworld books? So for each of 
the two kinds of potential aucli
ence for this game, there's a 
problem: if you're not familiar 
with the Discworld books, you'll 
have problems with some of the 
puzzles; and if you are a fan of 
the books, you probably won't 
like the way the humor and 
characters have been translated. 

Pratchett himself is said to 

Death's irritable assistant Albert will let Rincewind take over have mixed feelings about this 
his master's duties- if he can prove he's up to the task. latest adaptation of his ,work, to 

.__ _________ ______ , .................. the pomt that he doesn t want to 

Act Ill takes Rincewind to Death's world, 
where everything is black; there's a scythe 
in the umbrella stand and even the fish in the 
pond are just skeletons. 

'----- -------- ................ .. 
see a third Discworld adventure - at 
least not one in this style. He's probably 
right. Like any adaptation that involves 
input from lots of different people, much 
of the original author's energy and 
magic has been lost, and for a game so 
tightly constrained by its subject matter, 
that's something it can't afford. It's a 
shame, because the people behind this 
game are talented adventure-makers, 
and there are some truly beautiful and 
awe-inspiring moments along the course 
of this monumentally huge game, but 
unless you're a clie-hard Discworld fan, 
you're probably better off waiting for 
something like Monkey Island 3. 

- Gary Whitta 
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tars! 
I Category: Strategy 

I Developer: Jeff Johnson/Jeff McBride 

Publisher: Empire Interactive, 13220 
Wisteria Drive, Germantown, 
Maryland 20874 (301) 916-9302 

Required We Recommen~ 
Double-speed 

CD -ROM drive; 386; 
4MB RAM; Mouse; 

2MB hard-drive 
space; Windows 

3.1 or higher; 
Mouse 

4860)(/266; 8MB 
RAM; Modem 

····•• -----------
f you're one of those veteran 
gamers who has become disen
chanted with the current emphasis 
on action, graphic prowess, and 
shock value, Stars! is one of the 
those rare games that will restore 
your faith that substance can be a 
part of gaming' s future. In an age 
of Quake and Duke Nukem, Stars! 
trades superficial flash for exhaus
tive amounts of depth, offering 
gamers an easy to play but massive 
interstellar combat strategy game 
that is as addictive and accessible 

as any on the market. 
You are the leader of a race of 

creatures (chosen from a predefined 
selection or created by you) that lusts 
after galactic glory, wealth, and power. 
You start out with a planet, some ships, 
and a desire to build an empire. You'll 
conquer new planets, mine their 
resources, build massive galactic fleets, 
and send powerful armadas against 
those who would stand in your way. 
The job ahead of you is entirely cus
tomizable with a wealth of options that 
allow you to set the size of the galaxy 
and the number of other races repre
sented in the turn-based game. 

At the beginning, the mission is 
simple enough, 1 
as players must 
allocate what 
they will 
research, and 
assign mission 
objectives to 
ships already 
orbiting their 
planet. As time 
wears on, 

-,._ 
-,.,__ 

---1 ---1 

A game of galactic proportions, 

Stars! recalls the glory days of 

gaming with accessible, addictive fun. 

designing starbases 
and ships . This 
abundance of fea
tures guarantee 
that Stars! has 
almost limitless 
replay value. 

Stars! owes a 
lot of structure to 
Micro Prose's 
classic Civilization. 
For example, when 
the game begins, 
players have little 
knowledge about 
the universe 
around them. The 
existence of life on 
other planets 
becomes apparent 
as players' ships 

Ef %ttt 0 Add 
........ 

11ner•onHan11 ....... 
c.rgoj •ar•r I -- 1001 12 

120125 ~ ~ 1-~ ~adudlon ~ 

251)1)0 
33 of30 I 1 ~~ 

✓ 

Scopo, 150 
150 1.y. 

10011 0 
SOI ...... _,.. 

Vear: 2400 Me■aagee: 1 of 5 

Tip: Yau can hide unimportant messages by 
dicking the checlanart In the messages 1ltlebar. 
You can reshow these meaaagea at ■ny time by 
dlddng on the magnifying glass In the tfdebar. 

Nono 
... .. ·-... 

_J ... 
~ 
-1 kTO "" - "" -

;:~~~!!:~r:om This screen contains most of the menus players will access during the 
· game. Though somewhat confusing at times, the design offers a wealth 

The homes, star- of information for would-be interstellar Caesars. 
bases, and outposts '-----------------------····· ···· ···· ····· 
of many as 15 others races could be 
lurking just beyond your world. From 
there, the game flows fairly traditionally 
as the boundaries of your known 
universe are pushed ever wider, and 
your economy begins to churn stronger 
and stronger as more worlds' resources 
are utilized. 

When battle does come, players 
are not given individual command of 
the ships. Instead, fleets and starbases 
follow the battle plans you have selected 
for them. While this may deflate the 
interest level for some, it works better 
than you would think because it elimi
nates the nuisance of fighting the same 
battle over and over again. 

While the sheer scope of this chal
lenge and the amount of options is 

--... 

daunting, the 
inclusion of a 
very well 
designed tutorial 
and extremely 
helpful and 
detailed manual 
really helps to 
make the game 
accessible to 
novices . 

other humans over a local area network 
(LAN) or by transferring files using ftp, 
modems, E-mail, or computer bulletin 
boards. Stars! allows up to 16 players to 
engage in battle, and that number can 
be made up of any combination of com
puters and humans. 

If there is a weak spot, it may be 
that the interface can be somewhat con
fusing at times, as windows must be 
opened and closed repeatedly in order 
to read all the displays needed each 
turn. But these are customizable and 
moveable within the main window, so 
after a bit of tweaking, you can find a 
solution that works. 

Overall, Stars! is a winner, recall
ing the days when computer games 
were as much a tests of wits as they 
were entertainment. And though it may 
be a bit over the heads of some players, 
those seeking an intergalactic test that 
is rich in strategy need look no further. 

-Brett Jones 

though, a rich 
assortment of 
options become 
available, includ
ing setting 
research objec
tives, setting up 
mine fields, and 

Another 
feature that will 
wet the appetite 
of players is that 

"'-------------------1--_-'-'I the game allows 

, PC GRMER Rpril 1997 

Starbase and ship design is just one of the engaging 
options available in Stars!. 
'---------------- ··· ·· ········ ······ 

players to battle 
against the com
puter, or against 



~-----------------~------------------------••·········· 
I Category: Golf 
:::· ================! The familiar Sim name doesn't put Maxis any 
I Developer: Maxis 

closer to the green with a game that doglegs 
Publisher: Maxis, 2121 N. California Blvd., - t th h f th t· t h I 

Suite 600, Walnut Creek, in ° e roug rom e very 1rs o e. 
CA 94596 (800) 336-2947 ························---------------------

Required We Recommend 
Double-speed 
CD-ROM drive; 

486/33; 8MB RAM; 
26MB hard-drive 

space; Mouse 

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

RAM; Supported 
sound card 

considerable shortcomings. 
First - and most notably -

there are the graphics. A good golf 
sim is 80 percent graphics. Like it or 
not, this is what makes a sim and 
gives it a believable and credible feel. 
But SimGolf's visuals are lacking. 
They're plain, flat, and uninspired. 
There are plenty of innovative zoom 
controls, as well as the ability to raise 

~--------~-------~ and lower the viewing angle, but they 

f golf sims were golf shots, then 
SimGolfwould be a triple bogie. 
Compared to this, Greg Norman 
choking on the last day of the 1996 
Masters was a stellar performance. 
It plays about as well as Ian Baker
Finch at the British Open and looks 
as sharp as Fuzzy Zoeller after a 
couple of six packs. 

If you're not a golfer and 
those references mean nothing to 
you, then try this one: 
SimGolfis the Microsoft 
Soccer of golf games. It 

may not be as bad as Lyriq's 
Picture Perfect Golf, but it's 
only a chip shot away. 

bring little to the game when what you're 
looking at is so mediocre. Golfer anima
tions are jerky and badly merged with the 
scenery, and the interface bar that allows 
access to various features (viewing 
angles, game saves) is confusing. And it's 
all drawn onscreen very slowly. 

Next up is the new control format, 
which is supposed to mimic the natural, 
mouse-controlled pool strokes in 
Interplay's Virtual Pool (a similar design is 
expected to make an appearance in 
Sierra's long-anticipated Front Page 

Sports: Golf, 
formerly known 
as Headgate's 
The Golf Club.) 
This is a mouse
based swing 
interface, in 
which you draw 
the club back by 
moving your 
mouse back-

At first glance, SimGolf 
appears to offer a number of 
novelties: it has a course editor, 
two good courses (Princeville 
and Rancho La Quinta), a novel 
swing-control interface, and 
some good viewing angles. 
Those elements, however, don't 
gel into a solid whole, and they 
don't make up for the game's 

We're ready for your helicopter shot, wards, then 
Mr. Palmer: one novel effect in SimGolf swing by shov-
is being able to see shots from very ing the mouse 
high or low angles. forward very .__ _________ .................. quickly. This 

worked for Virtual Pool; 
it doesn't work for 
SimGolf. No matter how 
hard I and a number of 
other testers practiced 
that swing, getting a 
straight shot with decent 
power was impossible. 
Even a bad golfer can 
get 200 yards out of a 
driver, but SimGolf 
makes even this low
water mark hard to 
achieve. Maybe we all 
lacked the necessary 
skills to make it work 
right, but it's more 
likely the whole system 
was poorly implemented 
and over-sensitive to 

SimGotf's primitive graphics and herky-jerky golfers are one of its minute vartialftithio~s !°th 
movemen . s 1s e 

.__ __________________ ................... replacement for the 

Someone put boiling lava on the greens! 
That's gonna ruin the break! .__ __________ ...... .. ...... .. .. 

power bar, I'm not interested. 
The course designer is slightly bet

ter, but it's still a far cry from perfect. The 
powerful terrain-shaping tools you'd 
expect are absent, but you can still create 
a basic course without a ton of fuss. Big 
deal; once you've created it, you have to 
go play it with bad graphics and a worse 
interface, and that won't do at all. 

No one respects Maxis and SimCity 
more than I. It is, truly, one of the land
marks of software design. But Maxis has 
had spotty results attempting to carry 
that success into other games, and 
SimGolfis a notable misfire. The problem 
is compounded by the high quality of 
other games in the field, which exagger
ates the flaws, however small, of anything 
less than cutting-edge. Links LS and PGA 
Tour are super products, British Open 
and Jack Nicklaus 4 both look like strong 
contenders, and even Greg Norman 
Ultimate Golf has its charms. If you're not 
ready to compete against that kind of 
field, then you don't belong in the game. 

If you want the best-looking and 
playing game on the market, get Links 
LS. If you want a good course designer, 
wait for Jack Nicklaus 4. If you want 
outdated graphics, bad controls, and 
under-powered gameplay, then by all 
means pick up SimGolf. 

- T. Liam McDonald 
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Timelapse 
I Category: Puzzle Adventure 

I Developer: GTE Entertainment 

Publisher: GTE Entertainment, 1035 Corte 
Del Noga I, #100, Carlsbad, CA 
92009 (800) GTE-TODAY 

,. · Required We Recommend 

2x CD-ROM drive; 
486/DX66; 8MB 

RAM; Super VGA 
video card 

4x CD-ROM drive; 
Pentium; 16MB 

RAM; 50MB free 
hard-drive space 

y now, you've probably heard 
the news that GTE Entertain
ment is getting out of the PC 
games business for good, but 
before the company turned out 
the lights, it shipped Time/apse, 
yet another mish-mash puzzle 
adventure that combines lush 
graphics, an entertaining story 

line, and plenty of those aggravating 
parlor game puzzles. 

In Time/apse, you're trying to track 
down your long Jost colleague 
Professor Nichols. He's devoted his 
entire career to searching for proof of 

----------------------- ••· ········ Journey through the mysterious worlds of 

Timelapse,, where the lush graphics are as 

abundant as the pointless puzzles. 

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

■ The beautiful graphics in the Anasazi world 
can't cover up for its pointless puules. 

the lost city of Atlantis, and disappeared 
while investigating his findings on 
Easter Island . As you begin the game, 
you iliscover that the professor has 
been doing a little time traveling to 

ancient Mayan, Egyptian, and Anasazi 
civilizations; you must retrace his steps 
to find him. This means solving numer
ous puzzles on each of the worlds, 
including Atlantis (if you make it that 
far). As you puzzle your way to the big 
finale, you'll discover a link between all 
four worlds and have to save the lost 
people of Atlantis. 

From a design standpoint, Time
/apse offers nothing new over any other 
post-Myst puzzlers. Designed around 
rendered still screens, this is a work
manlike point-and-click affair where 
you can only go to certain areas and 
click on certain objects. You are all 
alone in the game except for occasional 
full -motion video clips of the loopy pro
fessor, the Guardian of Atlantis, and 
messages from people on each world. 

The worlds of Time/apse are 
graphically beautiful, rich in detail, and 
full of puzzles. And the designers 
deserve credit for making many of these 
puzzles tie in to their respective worlds. 

What you get to do : Shoot with gun , shoot with D-pad , shoot with D-pad and partner, shoot with gun and partner, 

Cl997 SegaSoft Inc. All righlS '8581V8d. SegaSoft and lhe SegaSoft logo are trademari<s ol SegaSoft Inc. Sega is regslered in lhe U.S. Palen! and T~rl< Olfice. Sega Salum is a lradema,1( c,I Sega. Scud: The [l;sposable Assassin, lhe charade< 



Some of Time/apse's puules involve learning real-world 
systems. Setting the right combination to open this door 
requires translating Egyptian numerals. 

tain direction the lizard can 
move. Sound confusing? It is. 
There is a clue, if you can find 
it, but it's still a needless exer
cise in frustration. 

When you come to the 
really tough puzzles, you will 
most likely discover that you're 
at a dead end. There are no 
alternate routes; Time/apse is 
mostly linear, and each world 
has several smaller puzzles that 
connect to the world's main 
puzzle, so you're stuck in that 
world until you solve those 
smaller puzzles. And, after wad
ing through four CDs of puzzles 

~--------------··················· to finally get to the big climax, 
For example, on the Egyptian world, 
you must figure out the Egyptian 
method of counting. And on the 
Anasazi world, you have to weave a 
Native American-style blanket. But, 
unfortunately, all these informative, 
world-based puzzles are thrown in with 
oh-so-exciting puzzle staples like a tile
sliding puzzle (yuck!), a variation of 
"rock, paper, scissors" (huh?), and a 
maze (yawn!). There are also some 
unusually difficult puzzles, like one in 
the Mayan world in which you must 
move a lizard around a crystal pyramid: 
The pyramid has 22 tiers, and you have 
to light each tier in a certain order. You 
click on six different skulls to move the 
lizard, and each skull represents a cer-

it's a major disappointment. There are 
alternate endings (in a few of them, you 
end up dead), but none of them are sat
isfying. Plus, the final puzzle is relatively 
easy, requiring nothing more than 
shooting in the right direction and mov
ing quickly through the world. For any 
gamer who's suffered through all of the 
good and bad puzzles nestled within 
Time/apse, this finale is nothing less 
than an insult. 

If the game had concentrated more 
on the original context oriented puzzles 
found in each of the worlds, Time/apse 
may have been able to distinguish itself 
from those run-of-the-mill puzzlers that 
have become so annoying. The game 
isn't really that bad, but in today's com-

Well, you finally made it to Atlantis. Now 
you just have to figure out what happened to 
its people before the Guardian can stop you. 
~-----------·················· 

petitive games industry, you need more 
than just "not bad" to survive - some
thing that GTE found out the hard way. 

-Lisa M. Howie 

~ GAMER FINAL VE~DICTi 

Beautiful 
graphics; intriguing 
story line; some 
interesting puzzles. 

Too many Cill1 
meaningless puzzles; restricted movement; linear 
gameplay; standard point-and-click affair. 

The graphics and story line 
aren't enough to save Time/apse. 

hoot with D-pad and gun , shoot with gun in each hand. What you don 't get to do: Recite poetry, pick daisies , hug lovable stuffed animals. 

Surreal,Y Just Go1 Fooky are trademarl<s of Rob Schrab. Wondows ~ a trademalf< of Mk:rosoft Colp. FOR A FREE WINDOWS '95 DEMO OR TO ORDER SCUD DIRECT, CALL 1.888.SEGASOFT WWW.5EGASOFT.COM 5 EG AS. FT'" 



3-0 Ultra-mini Golf~ all the fun you'd expect frarn the garne of 
rnini golf with a little sarnething extra. 

A wild ride through the right side of the brain. 
Yau get two, mne-hale courses. One with classic rnini golf hales Lil-le the big shoe, the 

windrnill. The other nine hales are totally nutty. There's the space part where you can 
putt an t he rnaan, the volcano where your ball can be incinerated in rnalten lava and a 

prehistoric jungle where the Tyrannosaurus Rex 
has developed a taste far golf balls. 

It's weird, wild and rnare fun than a 
whoopee cushion. 

3 - D Ultra mini Golf gives you incredibly 
realistic ball physics that rnal-!e even the rnast 
radical bani-I-shots possible. Yau can play it 

alone or with as rnany as four players. 
3-D Ultra mini Golf. Call it coal. 

Call it arnazing. Just don't call it narrnal. 

I./ l T R i--: 



Maui Mallard in Cold Shadow 
I Category: Arcade I buttons of the genre with a play-it-
. _ safe approach. But as this aging 16-
;::I ================~I bit convert hits the PC, it'll probably 
Developer: Disney Interactive _ only appeal to younger or less expe-
::===================: rienced players with its predictable 
Publisher: Disney Interactive, 500 South and familiar design. Instead of using 

Buena Vista Street, Burbank, innovation or style to revitalize the 
CA 91521 (800) 426-3306 side-scrolling genre, Maui Mallard in 

'------------ - --- --- -' Cold Shadow simply falls in line with 

Required We Recommend the long list of other platform/action 
games that were considered average 

2x CO-ROM drive; 4xCD-ROM drive; six years ago. 
400{33;8MB Pentium; 16MB Without question, the best 

RAM;l0MB HD space; RAM; Gamepad thing about Cold Shadow is the 
Wi 31 S VGA trademark Disney animation and 

~ -In_._+_; _u_p_e_r _ _ ~ - ----- -~ character design, which is all top-

or the past couple of years now, 
developers on both sides of the 
console/PC fence have been try
ing to figure out a way to deliver 
their games to both audiences. 
While a select group of compa
nies can now boast modest suc
cesses in this ongoing quest, 
Maui Mallard in Cold Shadow 

from Disney Interactive is destined to be 
one of those signposts that marks a 
wrong turn. 

In its limited days as a console title, 
Maui Mallard was not a bad action/plat
form game; it pushed all the traditional 

notch. The game also boasts respon
sive control and solid level design 
throughout its 23 stages, but the game
play itself is altogether predictable. If 
there were even a few original elements 
built into the game, it might be easier to 
get excited about; as it is, though, there's 
nothing to differentiate it from countless 
others. That being the case, Cold 
Shadow mainly serves as a reminder of 
how stale the genre has become. 

Some gamers will enjoy any kind of 
videogame experience on the PC simply 
for the nostalgic quality; for those folks, 
Cold Shadow is as good as any of them. 
But if the game was meant to improve 
on this style of game in the face of com
petition from faster, better-looking, and 

Oragonheart: Are and Steel 
I Category: Arcade I typically have been among the most ;:· ==================: poorly conceived offerings on the 

I I market, hastily created and rushed 
~eveloper: Funcom _ out the door in time to ride the last :===================: waves of a film's popularity. 
Publisher: Acclaim, One Acclaim Plaza, Toe latter seems to be the case 

Glen Cove, NY 11542-2777 with Acclaim's Dragonheart, a truly 
(516) 759-7800 uninspired take on last year's popu-

'------------------~ lar fantasy film that starred Sean 
Connery and Dennis Quaid. 

While the film's basic themes of 
Required We Recommend 

Win 95; 2x CD-ROM Pentium; 16MB knight's rebirth and a dragon's quest 
drive; 486/66; 8MB RAM; Supported for eternal peace could've made for 

RAM· 10MB HD sound card,· an exciting adventure in the right 
' hands, Acclaim took the safe route, 

~ s_p_a_c_e_; _s_u_p_e_r _V_G_A~ ___ G_a_m_e_p_a_d _ _ ~ tossing out the script and banking on 

rom the earliest days of comput
er gaming, movie licenses have 
been popular fodder for game 
publishers eager to hitch their 
wagons to big-budget hits. A 
popular film can be seen by mil
lions of people; most games are 
lucky to reach sales in the six-fig
ure range. When a publisher 

makes the effort to really develop the 
ideas and themes of the chosen film, this 
gambit can work in a game's favor (most 
notably in LucasArts' Star Wars games 
and Bethesda's Terminator lineup). On 
the whole, though, film-based games 

the gullibility of action fans every
where. As a result, Dragonheart: Fire and 
Steel receives Acclaim's trademark side
scrolling treatment, where bland back
drops, hastily created characters, and 
sloppy controls dominate the experience. 
You walk toward the right-hand side of 
the screen, bash things, collect items, and 
walk to the right some more. Repeat pro
cedure until thoroughly bored. Whatever 
spark of excitement was generated by the 
film license is quickly extinguished as you 
labor through level after level of pointless 
repetition, fighting sluggish controls, and 
reliving none of the elements of the film. 

The biggest disappointment isn't the 
fact that it's a bad game (although you'd 
think Acclaim would've learned by now 

Apparently banking on the Disney name and 
artistic style, Cold Shadow offers nothing 
special in the gameplay department. 

'----- ------ - ·············· ···· 
deeper action games, it's not likely to 
find much success. 

Don't expect any big-screen delights in Oragonheart. a 
pointless side-scroller with little connection to the film. 

how to at least make a good side
scroller); it's the fact that Dragonheart 
attempts to hide all of its failings behind 
the appeal of a hit film. If you enjoyed the 
movie, you might be suckered into play
ing it, and if you're a fan of side-scrolling 
action games, the film's appeal may have 
been the deciding factor in bringing this 
one home. Now you know better. 

- Todd Vaughn 

PC GAMER April 1997 





the Demo. Win the Ga 
.happypuppy.c 

Happy Puppy Exclusiv 



I Category: Sports Simulation 

I Developer: Sierra 

Publisher: Sierra, 3380 146th Place S.E., 
Suite 300, Bellevue, WA 98007 
(800) 757-7707 

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

486/66; 8MB RAM; 
Super VGA 

Quad-speed 
CD-ROM drive; 

Pentium 100; 16MB 
RAM; Supported 

sound card 

y first encounter with 
Sierra's Front Page 
Sports series was in 
1993, with Dynamix's 
original Front Page 
Sports: Football Pro, 
which was just about the 
apex of computer foot
ball gaming. It ranked 
right up there in my top 
three games of all time, 
along with Doom and 
Civilization . It's been 
great for many years 

since then - what other football game 
gives you trades, retirements, 
career-ending injuries, a Hall of Fame, 
and uniforms that can be customized 

-----------------------••·········· Like a team of aging veterans with five-year 

contracts, this Sierra title can slog through the 

season, but it won't make it to the playoffs. ························------------------
down to your 
sock color? 

But except 
for a few touches 
- like the sock 
colors - most of 
these features 
have been in the 
game for three or 
four years now. 
What's new in 
Football Pro '97 
are the uniform 
numbers, player 
names on the 
screen, and one of 
the worse DOS
to-Windows 95 
conversions ever 
released by a 
major publishing 

company. For There's no need to adjust your television set; these black spots represent 
years, this was the rain. The animations feel slow compared to the older, smooth DOS versions. best football game ..._ ____ ________________ ........ ......... . 
on the market, but the '96 version only 
held the line, and the '97 version is actu
ally a step backwards. 

You can still run your old teams 
and plays by using the update utilities 
- some of which must be retrieved 
from the Sierra web site. You can still 

beat the artificial intelligence with a lit
tle misdirection and by overloading the 
flanks or stacking receivers on one side 
and running the quarterback around 
the other side. There were a lot of ways 
to beat the old game, too, but - and 
this is the key - in order to do so, you 
had to think. You had to draw up the 
plays and practice them; in short, you 
learned more about football than you 
ever could from just watching TV or 
playing action-oriented football games. 

But that no longer applies. You 
can't run up the middle in this version, 
because the defensive linemen have 
some sort of magnetic powers; as soon 
as your man is touched, he's down . And 
if you can't run up the middle, you can't 
call it a good game of football. Too 
often, your ball carrier and quarterback 
get snagged on each other in the back
field, the way the playing pieces in 
those old electric football games would 
bounce off each other for no reason. 

Then the defens ive line comes in 
and puts you on the carpet, because the 
blockers are terrible, leaving wide lanes 
open for blitzing linebackers. If you 
have a fast quarterback, you can still get 
real running yardage by overloading 
one side and then rolling out to the 
weak side and running for the first
down marker. I'll admit I abused this 
design flaw in earlier versions of the 
game, but this time around it was the 
only way I could consistently make run
ning yardage. 

II! Several years and one operating system later, Sierra's football series falls short of its former glory ........ ...... . 
If you've played earlier versions of 

Football Pro, you might wonder why 



your players are suddenly in a little 
black box, with ugly Windows menu 
bars around them. That's because 
you've got to be running Windows 95 
in its minimum 640x480 resolution to 
get the "full screen" game; otherwise, 
you get a sort of letterboxed version 
of the game. The new game's anima
tions feel slower and jerkier than the 
old, smooth DOS versions, and the 
game couldn't find its own plays unless 
it was installed in the default 
C:\SIERRA\FBPRO97 directory. You've 
also got to edit the game's icon yourself 
if you want the game to start in full
screen mode. 

The play-calling screen, like most 
of the other screens, looks exactly the 
same as in older versions (not counting 
the distracting Windows ephemera), 
but it's actually less user-friendly. Used 
to be you could double-click on a play, 
and you'd automatically break huddle. 
Now you must carefuJJy double-click, 
then choose "Break" in order to get into 
the game. Sounds like a minor quibble, 
but if you've played older versions 
where play calling used to be a snap, 
these inexplicable delays are annoying. 

Simulating league games is at least 
as slow as it was four years ago, and 
even though Win 95 normally is a fairly 
robust multi-tasking environment, 
whenever I simulated league games and 
minimized the game, it was virtually 
impossible to run any other applica
tions, even something as simple as 
Notepad. Why bother making it a 
Windows 95 title at all? 

Furthermore, in order to change 
the sound quality from 11Mhz to 22Mhz 
(CD quality), or the player animations 
from 8 frames to 16, you have to manu
ally edit an .IN! file, a fact left out of the 
manual. That's not good planning. 

So what's a football gamer to do? 
You could wait for the patches and 

hope for the best. Alternatively, you 
could go with this game in coach mode 
only when you're in the mood for 
league simming, and use Madden 97 or 
something similar when you want 
no-brainer action play. But if you can't 
afford that, your best bet is to scrounge 
up a used, pre-'96 copy of Front Page 
Sports: Football and go with that. 

The game is certainly more 
playable, more attractive, and better 
supported that the recent Front Page 
Sports: Baseball fiasco, and the techni
cal support staff has been far more 
responsive - they had the first patch in 

-,== the beta-testing 
stage as we went 
to press and went 
so far as to extend 
the money-back 
guarantee to thirty 
days after the sec
ond patch is 
released. 

However, 
such measures 
wouldn't be neces
sary if they 
weren't rushing a 
product onto 
Windows 95 only 
a year after the last 
version's release. 
One good release 
in two years 
would've been 
much better than 
two bad ones: 

'l The VCR mode lets you save highlights and zoom into the action ................... ~=~~:s c~~:,~~~ll 

a stat-roster-league update disk in the 
off-year and do a major re-release of the 
game a year later instead of rushing out 
a buggy version every year. Of course, 
this would be easier if they didn't include 
the year in the title, thus dating an other
wise good game engine that really needs 
at least 18 months of revision and testing 
before it can be considered sufficiently 
improved to justify loyal customers 
shelling out another $50. 

This is a once-great game series in 
serious decline. It's not surprising that 
none of the names in this year's manual 
appears in the original credits of sev
eral years ago (other than Pat Cook, 
who was in the Football Pro '97 manual) 
only gets credit for "Original Concept." 
Sierra will have to make a serious com
mitment of resources, talent, and devel
opment time to bring this game to its 
fuJJ potential in the new 32-bit environ
ment and win back the many fans 
who've been let down. 

- Jason Bates 

PC GAMER Ap1il 1997 
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Pentium• processors · M~ technology, 
and 
Pentium• processors 12 MMr and higher 

• Mix and Match mul~layer options with up 
to eight players. [local area network; 
modem; two computer direct link connection; 
direct player connection over the 
Internet, and two player split screen option.J 

• Unprecedented speed ... playable at up to 
32 frames per second! [Up to 80 fps 
with a 3-D accelerator card!J 

• Race against: 
highly advanced artificial intelligence, 
other players on-line, your own recorded 
"ghost" or someone else's. 

• Pre-calculated position engineering 
reduces latency over the Internet! 

• Revolutionary website includes player 
matching, chat rooms, ranking lists, 
downloadable and uploadable ghosts, 
tracks, cars ... and more. 





REVIEWS 

WWF In Your House 
I Category: Arcade 

I Developer: Sculptured Software, Inc. 

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; 
28MB hard-drive 

space; VGA 

Quad-speed 
CD -ROM drive; 

Pentium; Supported 
sound card; IPX 

network 

····•• -----------
s I loaded up WWF In Your 
House, I prepared myself for 
what I figured would be the 
most ridiculous PC game in 
history. Personally, I've never 
quite grasped the nuances of 
professional wrestling, in 
which large, sweaty men in 
spandex pretend to pummel 
each other in a violently 
choreographed display of 
testosterone. I expected this 
title to be mediocre and as 
mentally devoid as the so

called sport itself. And danged if I wasn't 
wrong - this game is fun. 

At your control are ten of the 
mightiest grapplers on the World 
Wrestling Federation circuit - from 
teen heart-throb Shawn Michaels to the 
cross-dressing Golddust. Instead of 
being confined to fighting on a single 
plane as in Street Fighter, you have com
plete freedom to move anywhere in (or 

-----------------------••·········· 
Do you channel-surf past pro wrestling on TV 

with a sigh of disgust? You might become a 

fan after three rounds with this silly game. ························--------------------
out of) the rings, whlch are all set in suit- gamepad (and it doesn't support more 
ably wacky locales that fit the wrestlers' sophlsticated controllers like the Gravis 
personalities. The Undertaker fights in a Gamepad Pro). You can kinda pull it off 
mausoleum, while The Heart Break Kid by bashlng two of the buttons at the 
wrestles in a nightclub, complete with a same time to trigger the block button, 
band in the background singing his but it's just not worth it. 
theme song, "Boy Toy." Head-to-head modes tend to 

And what a wacky bunch of moves lengthen the shelf life of most fighting 
these guys have. Instead of being set in a games, and In Your House is no excep-
world where the laws of physics apply, In tion. But why play with just one person 
Your House features uppercuts that send when you can play with three? In Your 
your opponents sail- - --..-- , House supports four-
ing into the air a la player, simultaneous, 
Mortal Kombat, and tag-team network 
ridiculously funny fin- play over an IPX net-
ishing pins - In Your work, and it's a total 
House's version of blast. There are plenty 
fatalities - you can of multi-player modes 
use to butcher your to choose from - you 
opponent. It's gen- can team up with a 
uinely funny stuff. friend to take on the 

Tying every- ten computer chal-
thlng together is a lengers, or choose an 
remarkably tight con- pile of hurt on The Ultimate Warrior. Al buddy to help you 
trol system. Four but- ~---------- •······ ········ ·· · squash your oppo-
tons are used for punchlng and kicking, nent. And when you start up a real four-
and two for blocking and running. player game, it's total mayhem, every 
Combining these buttons lets you rack up man for hlmself. 
the combo ruts and score multiple moves Unfortunately, the game is dragged 
on an unsuspecting opponent. Also easily down a bit by its graphlcs, whlch are 
performed are headbutts, suplexes, and quite bad. Those rasslers don't look too 
overhead lifts that result in spectacular good in low-res VGA; they bring back 
head-smashes. The only downside to the nasty flashbacks of the over-pixelated 
control scheme is that you must use a Catfight. But thanks to their absurd get-
keyboard if you really want to master the ups and wacky outfits, you can usually dif-
game - In Your House maps a 6-button ferentiate between who's who. The audio 
layout to the standard 4-button PC seems a bit scratchy, but the goofy com

mentary from the refs ("Oh my!" "It's only 
in WWF!" "Amazing!") make up for it. 

Acclaim has earned my respect for 
taking a completely ridiculous license and 
making it immensely playable. The game 
may look crummy, but the gameplay has 
to make you smile - especially if you 
have a taste for pro wrestling buried deep 
down inside. Now, if you'll excuse me, I 
need to go practice Owen Hart's 
"Northern Lights Suplex." 

- Colin Williamson 

"Play the pain game with Vader, you will lose!" Because of his versatile vocabulary, we·ve actually con
sidered giving Vader an editorial position here at the offices. 
'---------------------------------················· 



" 

REVIEWS 

■ 

r------------------~--------------- --------- -- •••••••••••• I Category: Strategy 

I Developer: Creative Edge Software Ltd. 
This quirky little game will have you 

begging for more - more information on 
Publisher: Panasonic Interactive Media, 4701 

Patrick Henry Dr., Ste. 1101, Santa how to play, that is. 
Clara, CA95054 (408)653-1898 ........................ __________________ _ 

--------------------

Required We Recommend 
Double-speed 
CD -ROM drive; 

486/33; 4MB RAM; 
2MB ha rd-drive 

space; VGA; Mouse 

Windows 95; 
Pentium; 8MB RAM 

builders in the house upgrading it 
or more builders outside gathering 
materials. The online tutorial con
tributes a lot when you're first start
ing out, saying things like "Animals 

fter being tossed around 
for years like the prover
bial hot potato, this gaming 
oddity has finally found 
its way onto the PC. 
Delivered with a cartoonish 
flair, Ba/dies is a real-
time strategy game of a 
different sort; you won't 
find a heavy militaristic 
theme or science fiction
inspired plot, instead, the 
ultimate goal of these 
shiny-domed guys is to 

take out the Hairies, a sinister race of 
beings that have (ick) hair growing out 
of their heads. 

And from the opening animations, 
down to the actual missions, it's all very 
cute. to be sure. The designers have put 
lots of little details into the game to try 
to keep the action fun and fresh. The 
baldies change clothing to fit the world 
they' re in (the buildings and inventions 
change too), and the animations that 
accompany their actions give these lit
tle guys a lot of personality - whether 
they're jumping on the bed in 
the break room or relieving 
themselves on the side of build
ings as they wander outside -
you'll probably find yourself 
chuckling at their antics at some 
point during a game. However, 
after playing for a while, that 
cuteness tends to wear off when 
the inevitable frustration rears 
its ugly head. . 

can trigger some inventions" or 
"Soldiers in strong houses make 
bullets for outside soldiers." 
However, a simple statement like 
"You need a barracks so soldiers 
can make grenades" strikes frustra-

tion in even the stoutest gamer when 
you create the barracks and yet have no 
idea how to utilize the grenades you 
supposedly have access to. 

Instead of controlling groups or 
single units a la WarCraft II or 
Command & Conquer, the baldies sim
ply wander around the field, intermin
gling with the enemy, and generally just 
walk randomly across the map. They 
pay no attention to where they're going, 
even to the point of setting off the traps 
you've laid for the enemy. 

Here's where the "strategy" comes 
in. You have to think about where to 
build traps to catch the enemy as they 
wander about, but far enough away so 

First off, although the man~ 
ual explains much of the game;.jt 
neglects important details. For"· 
example, to create a new build
ing, you must have enough 
builder power in your meter (one 
of four power meters - the 
other three are scientist, worker, 
and soldier). But, for some rea
son, the manual neglects to men
tion which action makes building 
proceed quicker - keeping more 

The visual differences between the Windows 95 version 
and the DOS version make playing it in Windows 95 a 
must. However, you have to get the Direct)( compatibility 
patch from the Ba/dies web site at www.baldies.com in 
order to run the game under Windows 95. ,__---,------------- ..... ............. . 

The key to succeeding in Ba/dies is good 
reproduction. Get those baldies working 
making other baldies. ,__ ___________ ................. . 

your baldies aren't kiUed by mistake. 
You need to weigh the conseq uences of 
taking your workers out of the recre
ation/reproduction room and turning 
them into scientists to lay more traps. 
However, it's a stra tegy based solely on 
luck, which no good strategist would 
ever want to trust in a battle situation. 

The game has a lot of variety, with 
several worlds and atmospheres to play 
in, and over 100 levels to try out. But 
the frustration level simply overwhelms 
the fun factor when you're dealing w ith 
units that don 't do what you want them 
to do and an unclear understanding of 
how some of the game mechanics work. 

Ba/dies succeeds at putting a 
unique twist on an over-done genre. It's 
cute, funny, and a blast to play - but 
only for the first few levels. When the 
computer opponent starts presenting a 
real challenge, in its slow, methodical 
way, the limitations of the game, and 
the manual, become abundantly clear. 
And unless you're the type of player 
who, when you play pool, just hits the 
cue ball somewhere and hopes a ball of 
your color enters a pocket, you'll soon 
switch over to something like1Red Alert, 
where you can really control the units. 

- Mike Wolf 

PC GAMER April 1997 







REVIEWS 

Mechanized Assault & ExplornNon 
I Category: Strategy 

I Developer: Interplay 

Publisher: Interplay, 16815 Von Karman 
Ave., Irvine, CA 92606 
(714) 553-6678 

Required We Recommend 
Double-speed 
CO-ROM drive; 

486DX2/66; 8MB 
RAM; 22MB hard
drive space; Super 

VGA; Mouse 

Pentium 75; 16MB 
RAM; 64MB HD 
space;Sound 

Blaster or compati
ble sound card; 

Modem or 
IPX network 

et's get one thing straight 
from the start: M.A.X. isn't a 
real-time strategy game, and 
it doesn't pretend to be. 
M.AX. recalls those bygone 
days when a strategy game 
with pretty graphics and a 
science fiction setting wasn't 
necessarily a Command & 
Conquer clone. So you 
won't see any comparisons 
to Red Alert or WarCraft II 
in this review. 

What is M.A.X.? It's a 
wonderfully well-designed game that 
offers a huge number of strategic possi
bilities and gameplay options, all 
backed up by a friendly interface, a 
helpful tutorial, attractive graphics, and 
effective sounds. Simply put, M.A.X. is a 
lot of fun. 

About 15 pages of the 100-page 
M .A.X. manual are devoted to the 
game's back-story. It has something to 
do with humanity's colonization of the 
galaxy with the help of a mysterious 
group called the Concord - and it mat
ters not at all. When the game heats up, 
you won't need to know who the Star 
Lords are; all you' ll need to know is how 
close the enemy is and whether or not 
your Gun Turrets and Missile Launchers 
can hold off his Tanks long enougl) for 
your Heavy Vehicle Plant to crank out a 

You begin some scenarios by buying your 
starting units on this Purchase Menu. .__ __________ ,,.,., ........... . 

, PC GRMER Rpril 1997 

Long-time strategy fans and 

recent converts alike will love 

this versatile game of futuristic w 

M.A.X. features attractive graphics and a top-down view, but don't mistake it for a real-time strat
egy game, such as Command & Conquer or WarCraft II. 
'----------------------------·················· 

few Mobile Rocket Launchers. 
Your objective in M.A.X. usually 

revolves around points - you win some 
battles by having the most points at the 
end of a fixed number of turns, while 
other battles are won by the first side to 
accumulate a given number of points (it's 
a subtle distinction, but it can make a big 
difference in the way you play the game). 
Those points are hard to come by; since 
you're building colonies on hostile plan
ets, you get one point per turn for every 
domed Eco-Sphere you have in operation, 
but naturally it's not as simple as building 
rows of Eco-Spheres and waiting for vic
tory. Eco-Spheres need people to tend 
them, which means you'll have to build 
Habitats for your workers; the spheres 
also need power, which means you' ll have 
to build Generators. Of course, Gen
erators use fuel, so you'll need Mining 
Stations, and you'll have to be sure the 
stations aren't spending so much time 
gathering fuel that they can't produce the 
raw materials you'll need for building 
more structures and military units. 

Defending your Eco-Spheres is no 
simple matter, either, but it's crucial. 
Lose any of the supporting structures to 
enemy action, and your Eco-Sphere 
shuts down, producing no points until 
you can get it back online. Lose the Eco-

Sphere itself, and you forfeit all the 
points it has generated since it was built . 

As you must've guessed by now, 
M.A.X. is a very complex game, but that 
doesn't mean it's complicated . The 
game's manual is nothing to write home 
about - in fact, it leaves some vital con
cepts unexplained - but it's supple
mented by a good tutorial and an online, 
context-sensitive help system. Fifteen 
training missions explain the game, 
starting out very simply and introducing 
new concepts at a pace anyone can han
dle. When you're ready to go solo, you 
can get detailed information on just 
about any button or display by clicking 
the mouse on a question-mark icon, then 
clicking on the item in question. 

Right-clicking on a unit or structure 
brings up a full-screen explanation of its 
capabilities and properties (attack 
strength; range; armor; speed, etc.). This 
is especially handy, since M.A.X. features 
a whopping 62 different units and struc
tures, many of which you can improve by 
buying upgrades or doing research (at a 
research facility you build, of course). 

And all those units aren't just win
dow-dressing; they all have their pur
poses in the game. The Infiltrator, for 
instance, is a foot soldier whose weak 
attack and light armor might make him 



seem ineffective - units and structures, 
until you factor in his but you have no way 
ability to move to produce more; 
unseen behind enemy instead, you've got a 
lines and disable or bunch of gold you 
steal rival units. The You can access detailed infonnation about can spend on 
lowly Infantry man any unit at any time with a click of the right- upgrading your exist-
would appear even hand mouse button. ing forces. The 
less useful, if he ~-----------.................. enemy base is right 
weren't the only unit that can spot next door to yours, so combat is irnmi-
Infiltrators before they attack. M.AX. nent. The idea is to figure out which 
strikes a chess-like balance among its upgrades will let you make the most of 
playing pieces that should be the envy of what you've been handed. 
any strategy game designer; the result is The downside to these carefully-cre-
that there are no useless units, and ated stand-alone missions is that too 
there's no single super-unit that guaran- many of them play out like puzzles. There 
tees victory in every situation. are, at most, only a few narrow paths to 

No single strategy will work every victory, so winning is more a matter of 
time, either; the variety of missions figuring out the "trick" than managing 
ensures that you'll be running into all your resources better than the enemy. 
kinds of different situations. Although If you're looking for more straight-
your objective in most missions is to forward battles, you can create them 
accumulate points and/or limit your with the custom mission generator. It 
rivals' scores by trashing their Eco- lets you choose one of 24 maps on which 
Spheres, other battles ignore scoring you can engage as many as three com-
entirely and challenge you to destroy an puter-controlled opponents. You can 
enemy structure within a fixed number also set the strength of the artificial intel-
of turns, or simply defend your own ligence; determine how rich the planet's 
base for a given period. Even the point- resources are; and establish victory con-
based scenarios call for a variety of ditions. Finally, you can choose to fight 
strategies; if the goal is to be the first to for one of eight warring clans (each with 
score 60 points, you'll have to take a very its own strengths and weaknesses). It'd 
different approach to the game than if be nice if M.A.X. came with a full-fea-
your objective is to have the highest tured scenario editor, but the custom 
score after 200 turns. mission generator is the next best thing. 

In addition to the expected campaign Naturally, M.AX. has the tradi-
made up of related missions, 24 stand- tional complement of multil player 
alone missions and a custom mission gen- options. You can generate custom mis-
erator add to M.AX. 's replay value. sions or choose from 12 pre-designed 

The stand-alone missions present scenarios, and play them against as 
some fascinating challenges; in "Man vs. many as three buddies via local-area net-
Machine," for instance, you're limited to work or hot-seat (or one opponent via 
human units (Infiltrators and Infantry), modem or serial cable). M .A.X. is 
while the enemy has access to Tanks and refreshingly stable in multi-player mode; 
Mobile Rocket Launchers. You start the unfortunately, there's no built-in support 
battle with more Eco-Spheres than the for Internet connections, so garners 
enemy, so a good defense will win the without access to a LAN will be limited 
day - but it's up to you to figure out to a single online opponent. 
how a handful of foot soldiers can hold M.A.X. has been known to lock up 
off mechanized armor. In another see- on rare occasions - especially if you' re 
nario, you start with tons of different in Windows with programs running in 

the background. Fortunately, it 
automatically saves your game 
at the end of every turn, so 
you' ll never lose much progress, 
even if you forget to make your 
own saves. 

The year is still young, and 
no one can say exactly what it 
will bring to PC gaming, but 
M.AX. already looks like one of 
the best turn-based strategy 
games of 1997. Its combination 
of strategic complexity with 
user-friendliness and high replay 
value make it the game to beat. If 
you're ready for something 
deeper (and considerably more 
challenging) than the current 

Park your military units in structures like this aircraft hangar, crop of real-time strategy games, 
and you'll be able to reload, repair, and upgrade them. give M.AX. a shot. 

'-----------------··········· ·· ······ - Dan Bennett 
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- Manowar 
In Heavq Metal 
~----- ------------~------------------------••··········· I Category: Arcade 
:::-======== ======:::::! Acclaim resurrects two dead superheroes, 

I Developer: Realtime 
- a nd alien goons line up for the slaughter. And 
Publisher: Acclaim Entertainment, One 

Acclaim Plaza, Glen Cove, y ou thought it couldn't get any worse ... 
NY 11542-2777 (516) 759-7800 

---- -- --- -- -

Required We Recommend 
Double-speed 
CD-ROM drive; 

486/66; 8MB RAM; 
2MB hard-drive 

space; Super VGA 

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

RAM; Gamepad; 
Supported sound 

card 

company with a console game has 
decided to try and recoup some 
losses by doing a straight port to the 
PC, regardless of quality or rele
vance_ The real question is this: Do 
we really need all this crap shoved 
on us, when even the console guys 
didn't want it? 

In keeping with this disturbing 
trend, Acclaim, the company that 

--- ------~--------~ brought us Judge Dredd and Batman 

fter years of trailing behind 
videogame consoles when it 
came to bringing home 
arcade action, the PC has 
finally come into its own, 
providing more than 
enough power to run con
sole games in all their glory_ 
Thanks to careful attention 
by companies like 
Psygnosis, Eidos 
Interactive, and Electronic 
Arts, we've even seen 
plenty of cases where the 

PC version of a console game outshines 
any other system's version _ 

But this newfound power isn't 
without its downside: now every two-bit 

Forever, has dropped a rung on the 
license ladder, going from movies to 
comic books and turning out Iron 
Man/X-0 Manowar In Heavy Metal_ Not 
only does it have one of the most 
unwieldy titles ever, it's about as bad as 
a game can get_ 

Not only is it bad, it's basically 
pointless_ Both of the characters chosen 
to star in this side-scrolling disaster are 
dead in their current incarnations_ Iron 
Man, the old Marvel Korean War vet, 
and X-O Manowar, Valiant Comics' star, 
have both met untimely deaths_ At least a 
new man has stepped in to fill the prior 
Iron Man's shoes, but X-O has been 
hung out to dry - permanently_ Still, the 
game plods on_ 

The plot for this turkey involves 
Crescendo, X-O Manowar's arch neme

sis, and Baron Zemo, Iron 
Man's foil du evil_ The two 
have joined forces to collect 
the shattered shards of the 
Cosmic Cube, or Rock Of 
Reality_ Once all of the 
shards have been assem
bled, they will have 
achieved ultimate power, or 
something like that_ They've 
sent Crescendo's legions of 
Spider Aliens - the ones 
who originally kidnapped 
X-O - to wreak havoc on 
Earth_ You pick either Iron 
Man or X-O (or both if it's a 
two-player game) to combat 
them_ It's an easy choice, 

Boasting some of the most incredibly limited animations and really, since they're essen-
drab backdrops we've ever seen, Iron Man is possibily one of ti ally the same character, 
the worst side-scrolling games to date_ and they both do exactly the 
'------------------------------------- same thing_ 

In this aggrivating side-scroller you'll have 
your choice of two nearly identical but 
somewhat different superheroes_ 
1------------ - -- ---- -- ----------

You guide your chosen superhero 
avatar left or right across a two-dimen
sional battlefield, punching, kicking, and 
shooting whatever foes you find waiting 
to be shot_ There's no artificial intelli
gence to speak of, since each enemy 
character simply runs through a preset 
four-frame animation cycle_ Even the 
bosses, who've been programmed to be 
way too tough (presumably to make up 
for the absence of actual AI), run 
through pre-programmed patterns_ 
True, these are the same ingredients that 
propelled Earthworm Jim to superstar 
status, but the utter lack of innovation, 
humor, style, and challenge in this game 
leaves nothing but the outdated comic 
book license to carry the game_ 

Iron M an/X-0 Manowar In Heavy 
Metal, with its shoddy graphics and 
sluggish control, is representative of the 
nadir of PC gaming_ It's the ultimate 
quick-buck port, and it plays that way_ 

- Adam Douglas 

PC GAMER April 1997 



Dea hDrome 
I Category: Action 

I Developer: Zipper Interactive 

Publisher: Viacom New Media, 1515 
Broadway, New York, NY 
10036(800)469-2539 

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

Pentium 75; 16MB 
RAM 

Quad-speed 
CD-RO M drive; 

Pentium 100; 
Supported sound 
card; Gamepad 

ow will future societies deal 
with crime and delinquency? 
The consensus, at least 
among computer game 
designers, is that criminals 
will be forced to battle each 
other to the death in brightly 
colored, futuristic arenas 
(and, apparently, forced to 
listen to rave music while 
they're fighting for survival). 
That's the premise behind 
DeathDrome, a fast-moving, 
futuristic motorcycle shoot-

' em-up from Viacom that puts you on a 
bike and challenges you to compete 
against seven other riders in a maze of 
walls, ramps, and power-ups. 

The basic gameplay is fairly fresh 
and initially compelling; you've got to 
score a set number of kills within a cou
ple of minutes if you want to move on 
to the next stage. Fail, and the game 
ends, although you can use a level code 
to restart at the same level rather than 
starting over from scratch . Each level 
(or domain, in DeathDrome terms) 
requires three victories to advance, and 

------------------------••·········· Fast and furious but seriously flawed, 

DeathDro,ne is an action game with little 

replay value. 

there are eight domains in all. 
Your cycle is armed with 

lasers and a glowing barrier 
you can deploy from the rear of 
your bike, producing an effect 
similar to the light-cycles in 
Tron, although it won't last as 
long or reach as far. With 
bogies on your tail, the Tron 
wall is an excellent weapon, and 
by threading the needle 
between two battling bikers, 
you can often get them both to 
ram into your wall. 

Besides that basic 
weaponry, you have access to a 
number of power-ups that help 
you get the job done. There are Ramming works effectively on weakened opponents, but 
brief invulnerability screens, you'll take damage, too. The most effective way to rack 
whip lasers that lock onto a tar- up kills is to lurk around the entry/exit zone. 
get, immobilizing disrupters, '----------------······ ···· ···· ··· ·· 
and turbo speed chargers; but by far 
the most useful power-ups (and the only 
ones you should actively search for) are 
the guided missiles. Also effective, but 
far rarer, are the impulse bombs: once 
you trigger those, everyone in a close 
radius around you is torched . 

The game moves very quickly, and 
it's a lot of fun to play - at least the 
first time through. The graphics are var
ied from level to level to retain interest, 
although there's only so much variety 
the terrain can have: ramps, ledges, and 
other jumps. The final victory screen is 
less than rewarding - just a couple of 
screens of text and a chance to go back 
and play the same levels again. 

As a whole, DeathDrome would still 
be a decent, enjoyable game if not for one 
severe design flaw. The rules of the game 

create this situation: first, you 
must kill a certain number of ene
mies per level in order to advance 
to the next level; once you get 
your obligatory number of kills, 
you must head for the exit dome 
before game time elapses. 

Now, every time you or an 
enemy dies, a new bike reap
pears on the exit dome, which 
doubles as the entrance dome. 
The problem: it's very easy to 
win any level if you just hang out 
around the exit/entrance dome, 
lock on each regenerating biker 
and score a kill, and then hang 
around and wait for the next 
new bike. Following this plan, 
you can easily wipe our your 

are no difficulty settings in the game, 
there's no way around this problem. 

This isn't cheating, it's just exploit
ing a game-design flaw. After all, the 
whole premise of the game is that you 
must find out the quickest and most 
efficient way of killing a large number 
of enemies before time expires - well, 
this is it. But the end result is the same 
as if you'd cheated: you'll finish the 
game far too soon. 

Other than this egregious flaw, 
DeathDrome is fast and furious - and if 
you can restrain yourself from using the 
sure-fire solution, it can even be chal
lenging. It was certainly the most enjoy
able drive-and-shoot game I've played 
recently, at least until I found the weak 
link in the design. There's quite an 
adrenaline rush to be had from realizing 
you only have one minute to kill two 
more bikes and race back to the exit 
area before the arena self-destructs. If 
DeathDrome could just be patched so 
that dead players reappeared at random 
locations, this could be a very challeng
ing and entertaining game. 

~GAMER 
Runs fast, 

looks good, and it 
ca be fun . 

Once you 
fi gure out how to 

-Jason Bates 

FINAL VERDICT 

[IDJ 
exp loit a glari ng des ign fl aw, it's far too easy. 

pie bike's path. Though it looks like something out of required numb~r of kills with 
Tron, in fact the walls aren't long enough, and they curve. ~o or three rrunutes ~o spare on 

'-------------- ---··················· virtually every level. Smee there 

With a l ittle more care and 
attent ion paid to gameplay, DeathDrome cou ld 
have been a lot better. 
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reme ess 
/ Category: Chess 

/ Developer: Davidson 

Publisher: Davidson/Simon & Schuster, 
19840 Pioneer Ave., Torrance, 
CA 90503 (310) 793-0600 

This may not have the glitz of 

other chess programs, but 

it's got something better: a 

Required We Recommend 
Double-speed 
CD-ROM drive; 

486DX2/66; 8MB 
RAM; 20MB hard

drive space; 
Mouse; Win 3.1+; 
256-color SVGA 

Pentium; 16MB 
RAM; Supported 

sound card 

without a sense of humor. Extreme 
Chess allows you to play against a 
brilliant computer opponent at 
almost any level, including blitz 
games. With a strong online coach 
and move-by-move analysis, as well 
as more than 50,000 recorded clas
sic games (many annotated), this is 
not just a formidable chess oppo
nent, but an excellent tool for hon

~--------~--------~ ing your skills. 

avidson's Extreme Chess is 
not your everyday, run-of
the-mill, fuzzy-bunny chess 
game. It has no elaborate 
chess boards, no silly elf or 
bug tile sets, and no point
less animations. Actua!Jy, 
it's quite homely and has a 
somewhat cumbersome 
interface. Yet, even in a 
crowded market that cur
rently includes several 
pretty strong chess pack
ages - Chessmaster 5000, 

Power Chess, and Maurice Ashley 
Teaches Chess - it emerges as the 
clear, hands-down winner. 

When you start a game in Extreme 
Chess, the first thing that 
strikes you is its stark yet effi
cient layout. Two games 
boards are available: a simple 
black and white 2D board and 
a 3D color board. While the 
2D board is a good no-frills 
option for those who just 
want to concentrate on the 
game, the 3D board is no less 
playable. It's actually quite an 
effective layout, with all pieces 
visible at all times while still 
maintaining a sharp, realistic 
feel. Not a lot of computer 
chess games pull this off. 

Each of the boards can 
be resized from very small to 
full screen, depending on 

ments and a genial tone and wit that 
make it come alive. 

Games can be saved at any point, 
added to database, annotated, and ana
lyzed by the computer. The database is 
simply extraordinary. It understands 
both .CBF and .PGN file formats, and 
allows you to search for games by any 
criteria, from players to opening move 
families to ECO code numbers. The 
game can even provide a rating based 
on your play level. 

Extreme Chess has a prestigious 
pedigree. At its heart is Fritz, a program 
many believe to be the best chess engine 
ever created. It proved it by beating 
Kasparov, Short, and several other 
grand masters in 1994. It also whipped 
IBM's Deep Thought II in numerous 
encounters, and it's the reigning com
puter chess champ. The original Fritz, 
Version 1.0, came to America from 
Europe's ChessBase as Knightstalker in 
the early 1990s. Fritz 2 fo!Jowed in 1992, 

how much other information The 20 board is simple and fast for gamers who don't want a 
you want to see. A move clock lot of glitz while they work on their attacks. 

and the program 
has been consis
tently upgraded 
and tweaked over 
the years, with 
versions 3.1 and 
4.01 being the 
most recent 
incarnations. 

Davidson 
made an agree
ment with 
ChessBase to 
package Fritz for 
the American 
mass market, and 
the result is 
Extreme Chess. It 
is an extremely 
no-nonsense 
game, though not 

is in one corner, and this can '------------------·················· 
be set for blitz or tournament play. 
Beneath it is a running list of moves 
that can be annotated at any point or 
configured to handle variants. A search 
display below this shows a graphical 
representation of how deep the com
puter is searching for moves and allows 
you to stop the search at any point. 

In Extreme Chess, you can set up a custom board to 
work through specific chess problems. The whole 
package can be customized for different skill levels. .._ ______________ ··················· 

When play
ing, you can call 
on the chess 
coach to analyze 
the board and 
your play. If you 
make a bad 
move and the 
coach is active, 
he' ll warn you 
and suggest an 
alternative, even 
to the point of 
telling you what 
the computer is 
planning (if you 
ask). This coach 
is one of the best 
implemented on 
the PC, with 
incisive com-

Extreme Chess is the game fo r the 
serious chess player or the person who 
is serious about learning. It can be eas
ily customized for any skiU level, and at 
the hardest settings will provide an 
unparalleled cha!Jenge. It has zero 
chrome (and, frankly, it could've used 
just a little), and though the lack of 
Internet play is a real failing, it hardly 
has an equal in AI. Interface buttons 
could have been laid out better, and the 
whole package would benefit from bet
ter documentation, but in the end this is 
the best chess brain on the market. 

- T. Liam McDonald 
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r-----------------~ ------------------------••••••••••••• I Category: Adventure 

/ Developer: Sierra 

Publisher: Sierra, P.O. Box 85006, 
Bellevue, WA 
(206) 644-4343 

I Required We Recommend 

Set sail with Sierra's laughable lounge-lizard 

as Leisure Suit Larry takes to the high seas 

for a pleasure trip. 

potential loves, Larry will run into 
Peggy, a sailor (who knows how to 

Double-speed Quad-speed curse like one); Dewmi Moore, a 
woman who knows the naked value 

CD-ROM drive; CD-ROM drive; of a dollar; Victorian Principles, who 
486/66; 8MB RAM; Pentium; 16MB will teach you the ins and outs of the 
22MB hard-drive RAM Dewey Decimal System; and 

space; Super VGA; Wydoncha and Nail.mi Jugg; a duo 
Compatible sound who like to sing for their supper. But 

card as the game begins, it's Captain 
'----------~---- - --~ Thygh who sits at the top of Larry's 

ierra's stumbling, bumbling 
anti-hero, Larry Laffer, may 
be the Jerry Lewis of com
puter games. Like Lewis, 
Leisure Suit Larry's cornball 
humor can hardly be 
described as high-brow, but 
his adventures can be 
strangely appealing. 

Well, okay - the Jerry 
Lewis argument may be 
debatable. But it's certainly 
the case with the latest addi
tion to Sierra's long-lived 

adult comedy adventure series. In Love 
for Sail!, Larry, who is a deservedly 
lonely geek, heads off on an ocean 
cruise aboard the H.M.S. Bouncy with 
the goal of claiming a few conquests in 
the name of losers everywhere. The plot 
- if you can call it that - is simple 
enough, but for Larry, it's always a mat
ter of life and loss. 

As he trolls the deck looking for 

Larry gets an icy reception from Victorian 
Principles in the ship's library. 
'------------·················· 

menu of desire. The laughable loser will 
have to compete in a ship-wide contest in 
which the winner will be given a free 
week of cruising in the captain's quarters. 

If you're familiar with the Leisure 
Suit Larry series, you've already recog-
nized all the usual elements. Very little is mpetes in Capt. Thygh·s contest. 
new in terms of Larry or his adventures, '---------------··················· 
but this is certainly ~l'Ji;+~I Goddesses of Phobos and 
the most appealing , , in the films of John 
and attractive ,r.:---=-- Waters), it seems perfectly 
game in the series. matched to the game. 
The graphics look Leisure Suit Larry in 
as if they leapt out lb;:::;;;;.d ,.............__ , Love for Sail! carries a 
of a Ralph Bakshi Mature Content warning, 
cartoon, and some ,.,.---.-=_,. meaning it shouldn't be 
care has been ___ J played by anyone under 17. 
taken to make sure __ ,,_, That warning shouldn't be 
there's a plot, how- taken lightly; this game can 
ever thin it may be. [!l!~ ~ ~ ....:::::.J'.:::::::::::::~,.L ___ _J be downright raw. But if 
Mix all this with you've enjoyed Larry's pre-
quality voice act- vious adventures - or if you 
ing, puzzles that little fix. Maybe he can pick the lock? harbor a secret affection for 
range from easy to '-----------·················· reruns of "Three's 
outlandish, and raunchy, tongue-in- Company" - you'll find that this game 
cheek humor, and you're on twisted trip proves polyester and really bad puns still 
to the dark side of good gaming. have a place in gaming. 

The interface allows players to 
manipulate the onscreen action either 
through clicking and dragging with pop
up menus or by typing in commands. The 
return of typed commands should be 
welcomed by garners who've felt the 
point-and-click interface limited their 
interaction with characters and settings. 

One hilarious touch in the game is 
the addition of CyberSNIFF 2000, a 
scratch-n-sniff card that features a 
strange bouquet of scents. The game 
tells players when to use it, and while it's 
only a gimmick (and one that's been 
done before, in lnfocom's Leather 

: . . 
~''I' GAMER llJ!.!l FINAL VERDICT 

Great EH 
graphics; Al Lowe·s ■• ' J 
skewed humor; the _,. 
return of the (optional) 
text-based interface! 

Fairly high ""been there. done that"· factor; 
sometimes the tongue-in-cheek humor is tiresome. 

If you can handle Adult Situa
tions and Partial Nudity. this is a ship-shape winner. 
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Ifilm ~UlJ©©m~~Il@filf ~&lli~ 

Build an empire, overrun a continent, crush your oppo
nents, and take the throne. Heroes qf Might and Magic II: 
The Succession Wars picks up where the popular original 

Heroes qf Might and Magic left off. Except now you have all new 
and enhanced tools to assist you in your quest to expand your empire and assert 

dominion over the land. Heroes ef Might 
and Magic II: It's time to iearn how to 
be a hero ... all over again. 

Two new Hero types, Necromancer (shown} and Wizard 

Monsters are now upgradeable-make 
your Vampire into a Vampire Lord, etc. 

Strategic combat is enhanced by dozens of new spell types
Hypnotize, Berserk, Holy Shout, Mass Curse, and tons more 

Innovative combat options include dynamic info 
bar for comparing troop stats on the fly and view 

grid function enabling pinpoint unit movement 

Expanded "interactive" battlefields 
with enlarged combat maps 

All new and improved artwork for creatures, 
' terrain, backgrounds-everything! 

Strengthen castle defense by 
erecting turrets and building moats 



Wizard's monsters include Boars, 
Steel Golems, Roes, Archmages, 

Titans, and more 

New character component, Secondary 
Skllls, includes Wisdom, Ballistics, 

Diplomacy, Archery, and more ------

• "World Builder" utility 
allows you to create your 
own lands 

• Split campaigns let you 
choose whether to play on 
the side of good or evil 

• Multiplayer action-up to 
six players via internet, 
modem, or network 

• 65 heroes and 66 monster 
types to choose from 

Dwellings, such as Cathedrals, 
Armories, Mage Guilds etc. are 
now upgradeable and produce 
better troops 

Increased options for 
fortification building and 
troop recruitment 

For more Information call: 

1-800-251-9582 
(outside the U.S. call: (415) 261-3227) 

http://www.nwcomputing.com 

New World Computing, Studio 300, the New World Computing and 300 logos, and Heroes of Might and Magic 
are trademarks and/or registered trademarks of the 300 Company. ©1996 The 300 Company. All rights reserved. 
All other trademarks belong to their respective holders. New World Computing is a division of The 300 Company. 
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I Category: Sports 

I Developer: Access Software 

Publisher: Microsoft, One Microsoft Way, 
Redmond, WA 98052-6399 
(206) 635-6100 

Required We Recommend 

Windows 95; 
Double-speed 
CD-ROM drive; 

486/66; 8MB RAM; 
25MB hard-drive 

space; Super VGA; 
Mouse 

4x CD-ROM drive; 
Pentium; 16MB RAM; 
Local-bus video card; 

Supported sound 
card; 28.8Kbps+ 
modem; Internet 

connection 

t doesn't take an industry analyst to 
realize 1996 was the year when 
Microsoft finally decided to get 
serious about the PC gaming mar
ket: it released nine major titles last 
year, spanning a wide variety of 
genres from simulations and 
wargaming to arcade-action and 
sports sims. 

But just because Microsoft has 
apparently started taking gaming 
seriously doesn't mean gamers will 
take Microsoft's games seriously -
not until the company puts out a 

game that's at least comparable to its 
best competition . Case in point: 
Microsoft Golf 3.0. While it sports some 
improvements over MS Golf 2.0, and 
Windows 95 support makes hardware 
conflicts all but a thing of the past, the 
bottom line is that it doesn't even come 
close to Access' Links LS in terms of 
graphics and gameplay options. 

MS Golf 3.0 is at its most disap
pointing in the graphics department. 
Forget comparing this game to Links 

■ 

-----------------------••·········· With no-brainer Internet play and support 

for Windows 95, Microsoft's aging golf sim 

manages to survive for one more round. 

························--------------------
LS; even at its highest resolution 
(1024x768 with 256 colors), MS Golf 
still looks like Links 386 Pro, which 
is nearly five years old now. 
Whether you're playing at Harbor 
Town or Banff Springs (the two 
courses included with the game), all 
the trees appear to be members of 
the Biggus Pixelus species, even 
when they' re many yards away. 

MS Golf fares much better 
when it comes to actual gameplay, 
which can be attributed to the fact 
that the game engine is still essen
tially the one used in Links 386 Pro. 
All the usual options are here, from 

choosing which clubs to carry to MS Golf 3.0's best feature is its easy Internet play. As 
tinkering with variables like swing long as you have an ActiveX-compatible browser 
plane and stance. Create a player, installed (and configured as your default browser), you 
and you can customize his or her can join or create a multi-player game over the 'net. 
hair color, shirt color, style of .__ _____________ .................. . 
clothes, and skin color; assign control of 
that player to the computer, and you' re 
able to set its skill level by choosing a 
1-10 rating in six different categories. 
An option to use a three-click system 
instead of two when making a shot is 
much appreciated, and the addition of 
four new game types - match, amateur 
skins, pro skins, and team bestball -
give MS Golf 3.0 nice depth of play. A 
few improvements could be made -
there's no option for practice, which 
means you have to play to a hole to 
practice on it, and the drop-down menu 
interface can't compare to the super
slick, icon-based menu of Links LS -
but on the whole MS Golf 3.0 plays 
pretty much as it should. 

Of course, if ade

allows you to join or host a one- to 
four-player game over the Internet via 
Microsoft's Internet Gaming Zone, 
absolutely free of charge. Better yet, it 
only takes one or two clicks to get a 
game up and running: no muss, no fuss 
- there's no ch attin g to find out some
one's IP address, or paying money to a 
subscription gaming network such as 
TEN or Mplayer. 

rn;~~---;-------::;;:~::=,-----':':!~ ~.--'!".'!'!"ft"I quate gameplay was 
the only strong point 
MS Golf 3.0 had going 
for it, Links LS owners 
wouldn't need to even 
consider buying it 
(and those thinking 
about buying their 
first golf sim should 
start with Links LS). 
But MS Golf 3.0 has a 
secret club in its bag, 
one that moves an 
otherwise aging sim 
into th e realm of gam
ing goodness: free 
multi-player gaming 
over the Internet. 
Provided you have an 
ActiveX-compatible 

So you really have to hand it to 
Microsoft for making multi-player gam
ing over the Internet easy, fun, and free, 
but you've gotta scold 'em for not 
updating all the other aspects of MS 
Golf 3.0. A lot of MS Golf 3.0 owners 
will spend countless hours enjoying the 
game online - until they learn the 
much better Links LS can also be p layed 
online via Kali, the famed shareware 
program that carr ies a one-time $20 
registration fee. And once those PC duf
fers find out they can have their cake 
and eat it too, maybe Microsoft will 
decide to spend enough money to make 
its golf sim competitive with the other 
top titles on the market. 

The on line tutorial in Microsoft Golf 3.0 can help you master the browser (read: Inter-
basics of shot placement and control. net Explorer 3.0), 
'--------------------····· .............. Microsoft Golf 3.0 
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eus 
I,--- - -------------~ -------------------------••·········· Category: Adventure 
. Experience the magical wonder of countless I Developer: Silmarils 
. ways to die in ReadySoft's ill-fated return to 
Publisher: ReadySoft, 2221 Yonge Street, 

Suite 400, Toronto, Ontario, Robinson's Requiem. 
Canada M4S 248 (416) 322-7350 

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

Double-speed 
CD-ROM drive; 

486/DX266; 8MB 
RAM; 5MB hard
drive space; VGA; 

Mouse 

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

RAM; 54MB hard
drive 

In Deus you're still Trepliev, 
now an elite A WE bounty hunter 
out to save the scientific research 
station on yet another world -
Alcibiade - from the "Crusaders," 
a terrorist group with a no
remorse, no-regret, nuke-'em-back
to-the-stone-age philosophy. 

Requiem's biggest failing was 
its unforgivably ugly landscape - a 

'-----------'-----------' disorienting mass of splotchy color 

t's never a good sign when a sequel 
goes out of its way to avoid any 
mention of its predecessor, care
fully hiding the similarities to that 
awful game you were suckered into 
playing a few years ago. But one 
look at ReadySoft's Deus gives nary 
a clue that it's Silmarils' follow-up 
to Robinson 's Requiem, which 
earned itself a whopping 49 per
cent in the October, 1994, issue of 
PC Gamer . Maybe that's because 
it's basically a rehash of the origi
nal game, with a smattering of sig

nificant new features. 
In Robinson's Requiem, you played 

an Alien World Exploration (A WE) 
Student, Officer Trepliev, sent to 
explore (and die on) the prison planet 
Zarathustra. You wandered around a 
fiendishly pixelated landscape, killing 
everyone you met and robbing their 
corpses of anything useful to your own 
survival and ult imate goal of getting the 
hell off the planet. 

that both hindered movement and had 
the curious ability to promote frequent, 
unexpected deaths. Deus remedies most 
of that ugliness with a new high-resolu
tion mode, but like its precursor, control 
is still awful and death comes at the 
slightest provocation. Keyboard, joystick, 
mouse - it doesn't matter, they're all 
clumsy and uncomfortable. 

The game's other screens - your 
personal computer, the pharmacy 
(medikit), and map - are quite nice, 
displaying a crisp economy and efficient 
design, but the tenuous illusion of 
coherence dissipates the minute you go 
back to the 3D action window. 

Two modes of play are available; a 
simulation mode where the adventure
roleplaying elements are felt in full 
force, and an arcade mode that allows 
you to forego the details and cut 
straight to the action . Playing in simula
tion mode, death still comes far too 
often, from such varied and wondrous 
causes as hypothermia, heart attack, 
hypertension, exhaustion, uncontrol
lable hemorrhage, dehydration, alco

holic coma, venom 
poisoning, gan
grene, violent 
trauma, suffoca
t ion, electrocution, 
drowning, incin
eration, and drug 
overdose - just to 
name a few. By 
constantly moni
toring and treat
ing your inj uries, 
you can keep 
yourself alive long 
enough to, say, 
accidentally fall off 
a cliff (or some
thing equally 
ignominious). 

Of course, 
you can do away 
with all of that 

Appearing more often than an America Online TV commercial, your death medical mumbo 
sequence is almost as long. jumbo by playing 
~--------------------·········· ······ ·· in arcade mode, 

I · Like Robinson's Requiem, the best bits of Deus are 
the attractive opening and death sequences. 

where the game takes on a Doom-style 
persona (more Dr. Radiaki-like, actually, 
but how many people remember that 
game?), requiring only that you collect 
necessary items and (naturally) kill 
everyone in sight. But sadly, without a 
multi-player option, even this mode of 
play gets t iresome q uickly. 

But whether you choose to play it 
as an adventure or an action game, 
Deus (which ReadySoft ins ists is pro
nounced like "noose") is still Son of 
Robinson 's Requiem, a troubled, mud
dled mess of a game that tries to be the 
master of many skills and succeeds at 
none. A wise man once said, "You can't 
build a solid foundation on crap," and 
it's a shame designers didn't listen to 
this sage advice. 

On the up side, sound is used to 
good effect, and you can have lots of fun 
experimenting with the contents of your 
medikit. If tedious exploration, combat, 
survival, and the occasional plunge off a 
cliff are your driving passions, you may 
find Deus moderately entertaining. 
Providing you haven't seen Duke Nukem 
3D, Quake, or System Shock, that is. 

[BGAMER 
lmmer

sive sound; two 
play modes; an 
improvement over 
its predecessor. 

- Scott Wolf 

FINAL VERDICT 

Ifill 
Irritations still outweigh any enjoyment 

you might find. 

Interesting ideas are sabo
taged by poor implementation and dated design. 
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REVIEWS 

Realms o he Hauntin 
I Category: Adventure 

I Developer: Gremlin Interactive 

Publisher: Interplay, 16815 Von Karman 
Ave., Irvine, CA 92606 

Relive the days when adventure ruled PC 

gaming as Interplay takes you on a hair

raising ride through the Realms. 

(714) 553-6678 
........................ _________________ _ 

Required We Recommend 
Double-speed 
CD-ROM drive; 

486DX2/66; 8MB 
RAM; DOS 5.0 or 
higher; Mouse 

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

RAM; Supported 
sound card 

····•• -----------
first glance, Interplay's 
newest adventure is a bit 
underwhelming, to say the 
least. With its full-motion 
video and first-person per
spective, it's all too easy to be 
fooled into thinking Realms is 
yet another tiresome Doom
alike adorned with a just few 
adventure-game elements to 
separate it from its blood
thirsty brethren. 

But once you've 
invested some time in the 

first bit of exploration (and overcome a 
few interface problems), Realms of the 
Haunting proves to have more in com
mon with classic adventures like System 
Shock and Ultima Underworld I & II than 
the current wave of shooters, providing 
genuine chills as the plot unfolds and 
dishing out lots of deviously designed 
problems to solve, with nary a sliding
tile puzzle to be found. 

Part horror game, part campy 
thriller, Realms' success isn't due to its 
graphic prowess or FMV sequences, 
instead, good, old-fashioned adventuring 

This is a deep adventure in the grand old 
tradition, with a few first-person-shooter 
elements thrown into the mix. ._ __________ ................ .. 

wins the day as you step inside a haunted 
mansion and try to retrace the steps 
which led to your father's death. A priest 
troubled by visions and nightmares, your 
father's mysterious disappearance has 
left you in much the same state. 

Searching for answers and led by 
visions of your own, you decide to delve 
deeper within the mansion, where you'll 
discover secret passages, connections to 
other worlds, and the remnants of a pow
erful demonic cult. You'll have to disarm 
or anticipate traps, carefully read mes
sages left by otherworldly beings, and -
as in the classic adventures of old - make 
heroic leaps in logic to piece together the 
story. If you're tired of sliding tiles and 
rewiring spaceships in the flood of Myst 
clones, Realms' traditional approach to 
puzzles is like a breath of fresh air. 

The game can be customized to 
provide just the right amount of puzzling 
and action for your tastes, but a word to 

the wise: you'll want to crank up 
the puzzle difficulty, set the action 
to easy, and dive into the adven
ture with both feet. This is a mas
sive game with lots of areas to 
explore, and as you begin to puzzle 
your way through, you'll find your
self wanting to check out "just one 
more room" into the wee hours. 

The interactivity of the full-motion video sequences in 
Realms could teach watch-and-wait games like 
Phantasmagoria II a thing or two. Here you must decide 
if you're willing to accept your fate as a prophesied hero. 

The full-motion video is well 
done, with acting and production 
values that are well above the 
norm. More importantly, they 
aren't just for looks; after puzzling 
your way through a particularly 
nasty section and taking into 
account of all the information 
you've received via letters, books, 
and characters, you're often called 
to make important choices during 
these sequences. 

Using a combination of mouse ... .. ............. 
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and cursor keys for control, you'll have 
freedom to explore each environment, 
use items in your inventory, and arm 
yourself for combat. While combat does 
play a role in the game, don't expect a 
Doom-style blastfest, the action element 
is used for occasional shock value, and 
the designers have done a great job 
making it do just that. In the highest res
olution, the graphics are sharp, and the 
scenery is incredibly varied from loca
tion to location. You'll need at least a 
Pentium to enjoy the game to its fullest, 
though, since it becomes very pixelated 
in lower resolutions. 

There are a few flaws that detract 
from the game: the interface is clunky 
when you're trying to use or examine 
items, and the story is needlessly vague 
until you're well onto the second disc 
(Interplay seems to be aware of this 
problem, since they've included a walk
through to help you through the rough 
spots in the first three quarters of the 
game). But if you're willing to overlook 
these minor quibbles, Realms of the 
Haunting is the sort of good, old-fash
ioned adventure that should inspire 
gamers (and other publishers) to take 
another look at the genre. 

- Todd Vaughn 
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~-----------------~------------------------••·········· I Catego.rv: Arcade 

I Developer: Crystal Dynamics 

Publisher: Microsoft Corporation, 
One Microsoft Way, Redmond, 
WA 98052-6399 (206) 882-8080 

Ever get the urge to play Super Mario 

Brothers with a trash-talkin' reptile? This 

could be the game for you .... ........................ ____________________ _ 
Required We Recommend 

Windows 95; 
Double-speed 
CD-ROM drive; 

Pentium 75; Local
bus Super VGA 

Quad-speed 
CD-ROM drive; 
Pentium 100; 

Supported sound 
card; Gamepad 

reptiles to reruns of sordid TV. 
Battling his way through five zany 
worlds with themes based on old 
B-movies, Gex runs, jumps, and -
guess what - jumps some more. 
Loads of nasty critters stand in his 
way, from sumo wrestlers to zom
bie "DuckTales" rejects, all easily 
taken out with a whip of your fear
less lizard's tail. 

ig companies frequently use 
hip catch-phrases when they 
want to create a mascot -
and even more frequently 
when they want to make a 
lousy title look more appeal
ing to the kiddies. You know 
it's a bad sign when three of 
these immortal pack-em'-in
like-cattle sayings are promi
nently featured on the back 
of the Gex box - "wise
cracking," "trash-talkin'," 
and, of course, "with an atti

tude!" After all, it worked for Sonic the 
Hedgehog and Earthworm Jim, right? 

In Gex, you play a smarty-pants, 
tube: watching gecko who's been 
sucked into his beloved television by 
Rez, an evil something-or-other who 
derives joy from subjecting innocent 

One of Gex's unique features is 
that he can leap up and attach himself to 
the walls with his suction-cup feet, 
adding a little element of strategy in 
those sticky situations. Also, Gex can 
slurp up bugs with his long tongue, eas
ily grabbing otherwise hard-to-reach 
power-ups. Rounding out Gex's selection 
of reptilian self-defense is a tail-stomp, 
which lets him squash bad guys and sail 
high into the air on the rebound. 

Put all that stuff aside, and it's sim
ply another side-scroller, this time star
ring a sarcastic reptile instead of a blue 
hedgehog or fat plumber. I assume that 
Gex needed more "attitude," so the pro
grammers hired the remotely amusing 
Dana Gould to do the voice. But is he 
funny? It depends. Personally, I found a 
lot of Gould's delivery to be annoying, 
and his impressions not nearly as "side
splitting" as promised. And while more 
than 400 phrases were recorded for the 
game, it seems that the same 20 or so 

Ahhough there are five worlds in Gex. with five different themes, most of the levels they contain 
look identical. There's nothing special about this side-stroller. 
'------------------------------................ .. 

Mmmm .. . mazes. In "The Projects," you'll 
have one hell of a time escaping this point
lessly long, drawn-out level. .__ ___________ ................. . 

get played over and over. Thank God 
you can turn the speech off in the 
options menu . 

Graphically, Gex isn't exactly 
thrilling, either. Though each of the five 
worlds has its own quirky style, most of 
the levels they contain look identical. 
On the other hand, Gex himself is nicely 
rendered and animated, although he 
looks a little out of place beside the 
hand-drawn enemies and backgrounds. 
The digital musical track is appropri
ately bouncy and fits the action, and the 
sound and speech effects are sharp. 

Besides the voice acting, one of 
Gex's most annoying features is the 
game save feature, which is handled 
through passwords you get w henever 
you find a hidden videotape. Come on, 
Microsoft, this ain't the stone age, and 
Gex isn't a videogame cartridge - how 
about the ability to easily save your 
game after each level instead of having 
to type in XRWJJOX every time? 

As a whole, Gex isn't a bad game 
- the control is fine and the scrolling is 
smooth, but it just can't compete with 
the undeniable charm of Earthworm 
Jim. And if you're looking for some
thing truly funny, this ain't it. 

- Colin Williamson 
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~-----------------~ -------------------------••·········· I Category: Action 
. In a kid's game, should you go for style over 

I Developer: Kid um 
:::·==========================~ substance or substance over style? Philips 
Publisher: Philips Media, 10960 Wilshire 

Blvd., Los Angeles, CA 90024 doesn't even bother to answer the question. 
(800) 340-7888 ························---------------------

Required We Recommend 
Double-speed 
CD-ROM drive; 

486/66; 8MB RAM; 
25MB hard-drive 
space; Windows 

3.1 

Quad-speed 
CD-ROM drive; 

Pentium; Supported 
sound card 

control over how your robot looks 
and the way in which you build it. 
This isn't the case - instead of 
being rewarded for creativity, 
you're rewarded by how quickly 
you can complete your assembly
line robot. Construction is always 
the same, moving from feet to head, 
and always connecting the parts in 
the same order, just like a factory 

~--------~--------- worker building a Chrysler. But it 

ometimes I get the feeling 
these so-called "kids' 
games" are programmed by 
people who were never kids 
themselves. Most program
mer-types don't realize a 
normal kid doesn't care 
about pretty graphics and 
digitized sound, especially 
when a game is dull and 
repetitive to begin with. 
(Heck, I even know a certain 
big kid who prefers the 
Atari 2600 version of Return 

of the Jedi over Mario 64.) 
The programmers at Philips had a 

half-decent idea in RoboQuest - chil
dren use a robot construction kit to 
make their own metallic monstrosities, 
which march into a haunted house to 
save little kids - almost like Mail Order 
Monsters meets Mech Warrior 2. Not a 
bad premise to hang a game on, but it's 
put together so carelessly, you'd be 
hard-pressed to find any kid who would 
actually enjoy it. 

To start off, we have the construc
tion set, which you'll use to piece your 
robot together. On the left of the screen 
are all the parts you'll need. There are 
around a dozen of them, so any normal 
person would figure you've got some 

The Evil Wm:h has stolen the villagers· chil
dren, and it's up to your robot-guy to save them. 
'------------"""""""" ... 

can't be that bad in the long run, could 
it? You just find the familiar parts, piece 
them together in a few seconds, and get 
on to the actual game. 

Wrong. Unfortunately, this is 
where the "fun" starts. There are three 
types of robots you can build, creatively 
named "Good," "Better," and "Best." 
Assembling the "Good" robot is easy; a 
few clicks and drags of the mouse, and 
you're quickly on your way into the 
actual game. It's not the best robot to 
play the game with, but it sure beats the 
frustrating alternatives. 

Having to build the "Better" and 
"Best" robots is a chore. When you add 
a new part and drag it over to where it 
looks like it should go, it won't click into 
place. Just rotate your view, and you'll 
discover that the part is floating askew 
in front of the robot. That' s right -
you'll be forced to contend with three 
dimensions. Polish up on that Spatial 
Geometry, kids, 'cause you'll need it! It's 
difficult to picture any 8-year-old who 
could handle the pixel-perfect adjust
ments needed to make the pieces click 
together. Yes sir, it takes a keen eye, a 
relaxed hand, and preferably a few 
years of CAD experience to assemble 
"Better" and "Best," those mack-daddies 
of the robot world. 

Still, all of this has to have a pay
off, right? Surely the programmers 
wouldn't put you through the torment 
of going the "Best" route without 
rewarding you with a gaming experi
ence as satisfying as building the robot 
was frustrating. 

Wrong again. Once it's finished, 
your painstakingly constructed robot 
gets to play Doom - minus the effective 
graphics and fun, of course. In your 
quest to save the kiddies, your robot 
runs through pixelicious hallways as 
you use your "stun gun" to nonviolently 
"deactivate" the bad guys. You also add 
spells to your inventory and use them 
against the witch, who will occasionally 
pop her ugly head into your screen to 
zap you with some wizardry. She may 
get the better of you on numerous occa-

Dear God, no! h's Woffen-Doom, running in a 
window the size of a postage stamp! 

sions, simply because the blasted inven
tory system doesn't work correctly. 

Simply put, RoboQuest combines 
the worst of two worlds: an all-too-lin
ear construction kit and an outdated 3D 
shooter. Once again, remember that this 
game is intended for children aged eight 
and above. It's my belief that any real 
red-blooded kid would take one look at 
this, chuck it back in the box, and go 
back to killing monsters in Quake. 

- Colin Williamson 



corched Planet 
I Category: Action 

I Developer: Criterion 

Publisher: Virgin Interactive Ent., 18061 
Fitch Ave., Irvine, CA 92614 
(714) 883-8710 

Required We Recommend 
Windows 95; 
Double-speed 
CD-ROM drive; 
Pentium; 8MB 
RAM; Mouse 

Quad-speed 
CD-ROM drive; 
Pentium 100 or 

higher; 16MB RAM; 
Supported sound 

card 

f you've ever laid eyes on Terminal 
Velocity, Fury3, Starfighter, Surface 
Tension, or countless other flying/ 
shooting games, Scorched Planet 
may seem like something you've 
seen and played before. You may 
take one look at the box, figure it's 
another derivative clone, and dis
miss it. Don't be fooled, though; 
not only does Scorched Planet pro
vide you with your recommended 
daily a!Jowance of action, it also 
offers a more strategic - if no less 
frantic - style of play. 
While the cookie-cutter aliens and 

science fiction plot aren't anything to 
howl about, Scorched Planet's ace-in
the-hole is its strategic element. The evil 
Voraxians are attempting to conquer a 
barren, human-colonized planet that has 
little or no means of defense. This is 
w here you, an ex-fighter pilot, enter the 
picture - your job is to fly 18 missions 
against the Voraxians in your special 
attack vehicle, which can morph 
between an agile aircraft and a nimble 
tank at the touch of a button. 

You' ll want to take out as many ene
mies as possible, but the game centers on 
your efforts to rescue the colonists -
kind of like a high-tech Choplifter. In the 
first mission, you have to pick up as many 
colonists as possible and fly at top speed 
through a space gate to warp them to 
safety. It gets more complex in the follow
ing stages, where spider droids will turn 
the humans into zombies. Driving the 
tank, you need to find and activate an 
antidote to convert them back into human 
form, then morph your vehicle into plane 
form and fly them out of there. Each mis
sion has a different twist - including the 
ability to dispatch homing beacons that 
attract civilians, place gun turrets that 
human soldiers can use to nuke the oppo
sition, and "repulsors" that shoo away the 
alien assault. This strategic element is a 
breath of fresh air, pulling Scorched 
Planet out of the "go blow things up" pit 
we're too often thrown into. 

-----------------------••·········· Prowl the surface of an alien world or take 

to the skies for bug-blasting fun with this 

stunning new shooter from Virgin. 

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

Watch out for these lizard chaps, who prowl 
around the planet's surface and munch your 
colonist friends. 
'------------·················· 

Success depends on your mastery of 
both vehicles, although you' ll probably be 
in the air for most of the game. Be careful 
to keep tabs on your fuel supply - you 
can't stay airborne forever without refuel
ing, and the last thing you want to do is 
transform back into a tank at 600 feet 
above the battlefield. You'll experience the 
best control with one hand on the mouse 
for aiming and shooting, and the other on 
the keyboard for inventory control and 
morphing. Keep a thumb on the spacebar 
- just give it a tap, and your plane does 
an automatic 180-degree turn, giving you 
another chance to do a delicate high 
speed run through a space gate. 

Action fans weaned on the best 
shooters around will appreciate the fact 
that Scorched Planet looks good. Using 
Criterion's Renderware package, 
Scorched Planet may have the smoothest 
visuals you've seen yet on a PC monitor. 
Though the 3Dfx and Matrox Mystique 
3D accelerator cards are supported, this 
game has the ability to crank out amazing 
detail in fu!J -screen SVGA on a fast 

Pentium without a 3D card. Everything is 
rendered in shaded, texture-mapped 
polygons, from the hostages who scram
ble around on the ground to the giant 
bugs and lizard-men out to ruin your day. 

The sonic portion of Scorched Planet 
doesn't succeed nearly as well . The digital 
soundtrack is scratchy and changes 
abruptly when enemies get near . There's 
also a touch of that good old fu!J-motion 
video hooey, w here desperate colonists 
plead for your aid as their colonies get 
nuked in the background. Fortunately, it 
doesn't get in the way of.the gameplay, 
and only takes up 15 seconds after each 
level. Another minor problem is that you 
can only save your game after you com
plete a stage - but hey, that does keep 
the stakes high and the action intense. 

Scorched Planet reintroduces a fea
ture that's gone missing from many 
recent games in the shoot-'em-up genre: 
fun. The ability to change vehicle types at 
will adds variety for planetary exploration 
and combat; the lush graphics provide 
lots of eye-candy. This one's a winner. 

- Colin Williamson 
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are used by permission of St Andrews Links Trust & Royal Troon Golf Club. The Open Championship Logo is used under license from "The Championship Committee Merchandising Ltd: 
All other trademarks and trade names are properties of their respective owners. All rights reserved. 
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Publisher: Disney Interactive, 500 S. Buena 
Vista St, Burbank, CA 91521 off is one bad game. 

(800)426-3306 ························-------------------
Required We Recommend 

Double-speed 
CD-ROM drive; 

486/66; 8MB RAM; 
8MB hard-drive 

space 

Quad-speed 
CD-ROM drive; 

Pentium; Supported 
sound card; 
Gamepad 

you the task of guiding Woody, the 
hapless and jealous cowboy doll, as 
he attempts to recapture little Andy's 
love from the shiny and cocksure 
Buzz Lightyear. On the surface, it's 
very similar to the movie, and when 
the game begins, it follows the plot of 
the film closely enough. There are a 
few deviations from the original story 
line - but those can be put down to 

'-----------'----------' artistic license and the simple fact that 

here's no denying that 
Disney's Toy Story was a 
landmark in feature film ani
mation. It combined jaw
dropping computer anima
tion with a story that could 
melt even the coldest heart. It 
exceeded all expectations of 
what computer animation 
could be and easily made up 
for all those years of cheesy 
fractal sequences we've had 
to witness since The Lawn
mower Man came out. 

this is a game, not a movie. For instance, 
if you saw the film, you'll recall the story 
begins with the toys nervously awaiting 
the arrival of Andy's birthday toys and an 
intelligence report from an army 
oftoy soldiers. The game begins 
the same way, although now 
you have to free the army men 
from their bucket and knock the 
baby monitor down to them, so 
they can listen in on the party. 

Given how firmly rooted Toy Story 
is in computer technology, you'd think a 
PC game based on the movie would have 
to be a winner - and to even be worthy 
of the Toy Story name, you'd expect it to 
reflect the movie's touching story of two 
toys' friendship overcoming their rivalry 
for a young boy's love. Unfortunately, 
the film's bankability and cast of colorful 
characters seem to be the only elements 
that survived Disney lnteractive's 
attempt to bring Toy Story's big-screen 
delights to your PC monitor. Originally 
rushed to market on the Sega Genesis to 
coincide with the film's release, this port 
of the 16-bit game bears all the marks of 
a hastily assembled formula game; any 
resemblance to the original movie seems 
to be a last-minute addition. 

Unfortunately, after five 
or six levels, the plot wavers, 
and that artistic license 
becomes a license to kill (the 
story line, that is). And pre
cious little innovation is evi
dent in the creation of the 
game's environments or levels. 
The game is laid out with the 
same simple design you'll find 
in scads of other uninspired 
running-jumping-climbing 
games; you move to the right 

The familiar cast of characters from the blockbuster film Toy Story 
return as useless cannon fodder in this lackluster side-scroll er. 
'--------------------··················· 

The PC version of Toy Story gives 

across a two-dimensional, side-scrolling 
playing field, leaping from platform to 
platform and jumping over bad guys. 

This brings us to the first of Toy 
Story's many problems: The game is lim
ited to two dimensions of gameplay, and 
when you're called to jump from a pre
carious perch to, say, a floating tennis ball 
off-screen, it's difficult to gauge exactly 
where in space you really are. It's also dif
ficult to tell if an object in your path is a 
barrier or a background object, as there's 

no difference in appearance. It's all 
down to trial and error. 

In fact, most of the game isn't 
really played, but bungled through 
until you figure out the correct pat
tern. In addition, Woody has been 
scaled so large on the screen (per
haps to appeal to younger 
gamers?), it's impossible to see 
what's coming up. You'll invariably 
end up banging your head on a 
worm or jumping into an oncom
ing plane, as there's no way to see 

Most of the puzzling in the game requires Woody to jump on them ahead of time. The P:ogram
building blocks and collect stars in order to help his friends. mers may have thought this. would 
'----------------····· ··· ·· ··· ····· · make the game harder, but 1t only 

serves to frustrate; children will find it 
especially difficult to maneuver through 
the levels. Sluggish control only com
pounds the frustration; before you get to 
the unplayable race car level (if you can 
even call it a level), you may have 
smashed your gamepad in disgust. 

Aside from the cute and familiar cast 
of characters from the movie, Toy Story 
has little to recommend it. Forget the 
game and go rent the video again; you're 
guaranteed a much better time, and it's a 
whole lot cheaper. 



Mumm~: 
Tomb o he Pharaoh 

I Category: Adventure -----------------------••·········· 
I Developer: Amazing Media, Inc. 

Publisher: Interplay Productions, 16815 
Von Karman Ave., Irvine, 
CA 92606 (714) 533-6678 

Required We Recommend 
Double-speed 
CD-ROM drive; 

486/33; 8MB RAM; 
22MB hard-drive 

space; MPC2 com
pliant sound card; 

Mouse 

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

RAM 

ince their discovery in the 
late 19th century, ancient 
Egyptian tombs have been 
romantic settings for count
less adventures in books, 
films, television, and, yes, 
computer games. The themes 
of Kings and Queens, cursed 
artifacts, and brilliantly 
devised traps have proved 
too tempting to ignore, pro
viding nail-biting tension and 
a glimpse into the strange 
beliefs of the past. Interplay's 

Mummy: Tomb of the Pharaoh cashes in 
on all of these conventions and more, yet 
it manages to remove any intrigue by 
steering you through the plot like a stu
dent driver in heavy traffic. 

As Michael Camron, a facilitator for 
the National Mining Company, you have 
been sent to resolve a "situation" that has 
developed at an Egyptian mining site. 
Mine workers have been scared off by 
the discovery of a mysterious box, possi
bly an ancient artifact. The on-site 
Egyptologist - your ex-girlfriend, Lorrie 
- has shut down all mining in the area 
until she can determine the authenticity 
of the box and locate any tombs that may 
be nearby. Your job is to return the local 
workers to the mine, confirm the pres
ence of the tombs, sort out the mystery 
surrounding the box, and resolve matters 
with the Egyptian authorities. Of course, 
that's easier said than done. 

You spend your first evening in 
Egypt familiarizing yourself with the lay
out of the mining camp and meeting the 
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Just vvhen you think you've seen everything 

in graphic adventures, Mununy shows it to 

you once again. 

························--------------------main characters. Each person has an 
opinion and information to share, and 
you must talk to them all. Mummy 
ensures that you have all the facts before 
you go it alone by shepherding you on 
until every task has been completed. If 
you should happen to miss something, it's 
not long before a character comes into 
view and gives you a glaringly obvious 
hint as to what to do next. Just to be sure 
you got it, the game's instruction manual 
contains a walk
through of this 
entire section. 

inadequate ending sequence with two 
possible outcomes (both of wruch are 
essentially the same). 

That being said, Mummy isn't com
pletely without merit. Veteran bad-guy 
Malcolm McDowell (A Clockwork Orange, 
Wing Commander ill and IV) is excellent 
as the shifty mine operator; the scenery is 
well rendered; and the day/night transi
tion adds an interesting twist of realism. 
Despite their occasional irrelevance to the 

With a 
deeper under
standing of the 
situation and 
some new suspi
cions, you do 
what any good 
hero would: You 
go to bed. When 
you wake up next 
morning, the 
camp geologist 
has been mur
dered, and the 
game really 
begins. Mummy 

Malcolm McDowell does an excellent job portraying 
the bitter, threatening Chief of Mining Operations. 
Ha's outfor revenge againsttha company, and no one 

plot, the full
motion video 
sequences are 
well integrated 
and occasionally 
entertaining, and 
the sound effects 
and music are 
excellent as well. 
But even with the 
polish and detail 
that has gone into 
the game, 
Mummy doesn't 
muster enough 
interaction to 
keep you inter
ested. The puzzles will stand in his way. 

finally leaves you to your own devices, 
exploring the camp and mines, discover
ing underground rooms, and reading 
other people's private correspondence. 

Mummy: Tomb of the Pharaoh suf
fers from an acute case of "been-there
done-that." You know the recipe: take 
one bitter, threatening bad-guy, mix lib
erally with unexplained death, sprinkle in 
a pinch of love interest, and stir until 
credibility is thoroughly dissolved. Add 
mine-car rides to taste. 

For the most part, the puzzles are 
solved through simple logic or trial and 
error. They become secondary to the 
story line, wruch isn't captivating enough 
to survive without them. Most disap
pointing of all, the game includes a six
level mine, four levels of wruch have no 
value whatsoever. Still, you'll have to 
explore them just to be assured of their 
uselessness. Should you slog your way 
through all this, you' ll experience a brisk, 

..... ... ........ ... are unoriginal 
and artificially difficult, and the plot fails 
to connect to the sinister aspects of the 
story. While the game's simple nature 
may attract newcomers to the genre, 
adventure fans who've been suffer ing 
through a drought in quality grapruc 
adventures won't find anything to quench 
their thirst in Mummy. 



TRY IT FOR YOURSELF ... DOWNLOAD THE DEMO 
FROM OUR WEBSITE LOCATED AT www.bluebyte.com 

For more information about "The Settlers II Gold Edition• and other Blue Byte Software Products, vim our Web page or contort us directly ot: 
Blue Byte Software, Inc. • 870 E. Higgins Rood, Suite 143 • Schaumburg, IL 60173 • Voice (847) 995-9951 Fax (847) 995-9956 
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•••••••••••• I Category: Adventure 

I Developer: Microforum 
Match wits with alien races in an attempt 

Publisher: Microforum, 1 Woodborough 
Ave., Toronto, Ontario, Canada 
M6M 5A 1 (800) 465-2323 

to save the Earth from certain destruction 

in this unsophisticated sci-fi adventure. ························---------------------
Required We Recommend 

Double-speed 
CD-ROM drive; 

486/66; 8MB RAM; 
80MB hard-drive 
space; Windows 

3.1 or higher; Super 
VGA; Mouse 

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

RAM; 140MB hard
drive space; 

Supported sound 
card 

before scientists lost contact with it, 
Rachellium is a gas that makes up 
Titan's deadly atmosphere and bonds 
with oxygen to form ozone. As a 
member of a galactic recon unit in 
charge of recovering the vital gas, 
you have to go to Titan and secure 
the Rachellium - or die trying. 

Once you set down on Titan, 
however, you'll realize that laying 

~--------~-------~ claim to the Rachellium isn't going to 

n this science fiction adventure 
from Microforurn, Earth is once 
again under threat of certain doom 
and destruction. This time around, 
though, the threat doesn't come 
from an alien invasion or a menac
ing overlord bent on world domi
nation, but from neglect; the 
Earth's environment has deterio
rated to the point where the final 
seconds of humanity's existence 
are ticking away. 

The decaying ozone layer has 
been depleted so severely that the 

sun threatens to bake the surface like a 
Pop Tart unless you can get to Saturn's 
largest moon, Titan, and lay claim to a 
substance known as Rachellium. 
Discovered by the space probe Huygen 

be as easy as it sounds, since a full-scale 
alien revolution is in effect, and the slight
est misstep could get you killed. 

Using a traditional adventure game 
interface, Huygen's Disclosure is a mix of 
action and puzzles - sort of a bargain
basement version of Tomb Raider-meets-

The command screen in the corner allows you to quickly click on an action for your character. The 
interface is well designed and gives easy access to both your inventory and the options screen. 
'-----------------------------·············· ·· ·· 

The welcome wagon that greets you as you step off 
your ship is hardly friendly, but a quick blast from 
your beam weapon will dispatch the dancing eyeball. 

7th Guest. At your character's disposal 
are a helmet-mounted beam weapon and 
a grenade launcher. You can also make 
use of weapons you find on Titan or 
machines you piece together using scraps 
of recovered equipment. 

The puzzling combines classic 
adventure problem-solving and Myst
style abstract puzzles. One of the first 
puzzles you'll encounter has you trying to 
piece together a solar energy panel. This 
task has more in common with a jigsaw 
puzzle than any solar panel we've ever 
seen, but as you progress through the 
game, you can determine how you prefer 
to resolve certain situations. Do you fight 
with the aliens and simply take the items 
you need? Or do you use diplomacy to 
build alliances with these strange crea
tures and help them out? 

While Huygen's does deliver a nice 
mix of adventuring and some genuinely 
challenging puzzles later in the game, 
there are a few flies wriggling in the oint
ment. The voice acting is amateurish at 
best, the dialog is cheesy, and the car
toonish graphics are unsophisticated and, 
at times, downright laughable. But there's 
more to this game than the usual pretty 
slide-show interrupted by abstract puz
zles. If you're willing to live with its, you'll 
find there's a decent adventure game 
lurking under Huygen's hood. 

-Brett Jones 
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Hraztt Ivan 
I Category: Action 

I Developer: Psygnosis/T antalus lntertainment I 
Publisher Psygnosis, 919 East Hillsdale 

Blvd., Foster City, CA 94404 
(415) 655-5683 

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

Pentium 60; 8MB 
RAM; Supported 

sound card; Super 
VGA 

Quad-speed 
CD-ROM drive; 

Pentium 120; 16MB 
RAM; Joystick 

ne of the top developers for 
Sony's PlayStation 
videogame console, 
Psygnosis has earned a repu
tation as a driving force in 
action games, with such hits 
as D estruction Derby, 
WipeOut, and Assault Rigs. 

The PC incarnations of 
these games fared reason
ably well because they had 
gameplay to back up the 
flash, although they had 
their occasional shortcom

ings. Unfortunately, Krazy I van, a giant
robot shoot-'em-up ported from the 
PlayStation, has too much of the latter 
and not nearly enough of the former. 

In Krazy Ivan, it 's the year 2018, and 
aliens have invaded the earth. They've 
set up bases at five strategic points 
around the world: Russia, Japan, the 
Middle East, the United States, and 
Europe. Each occupied area is protected 

-----------------------••·········· This giant battling •mech game from 

Psygnosis has surprisingly brief gameplay 

and little depth. 

························--------------------
by a force field created by a central field 
generator. Within each zone are two 
types of mechanical aliens: sentients and 
drones. The drones are mindless robots 
that just get in your way, but the sen
tients can match you in terms of speed 
and firepower. To complete your mission 
objective, you have to destroy all the 
sentients, then trash the field generator. 

Krazy Ivan is, at its heart, Mech
Warrior 2 without the clans. You pilot 
your giant 'mech across a 3D terrain, 
picking fights with other giant 'mechs 
who happen to be in your way. The ene
mies in Krazy Ivan are more varied than 
in Mech2; the drones range from your 
standard 'mechs to giant, flying manta 
rays. The gorilla-like sentient that swings 
his legs up to shoot from the soles of his 
feet is particularly funny. 

While the graphics are decent, a ll 
of the levels are shrouded in a dense 
fog. This does give the game a some
what eerie quality, but it's really there 
to limit the amount of terrain that has to 
be drawn onscreen at any given time. 
The fog also screws with the enemies' 
graphics, sometimes only showing parts 
of the attacking 'mechs or not showing 
them at all. Of course, they can some
how see you, and will keep shooting at 
you even though they're hidden . 

This is typical of the enemy's artifi
cial intelligence; even at the easiest 
level, it seems to be significantly 
tweaked in the bad guys' favor. Also, 
enemies can fly and drop down on you 

from above. The 
controls let you look 
up and shoot, but 
movement is 
impaired when 
you're looking 
straight up. 
Compared to the 
full freedom and 
massive environ
ments of Mech
Warrior 2, Krazy 
Ivan is needlessly 
frustrating. 

As a port from 
the PlayStation, 
Krazy Ivan's empha
sis is rooted firmly 
in the arcade. While 
this may make it 
more immediate 
than Mech2, Krazy 
Ivan looks suspi-

The big alien 'mechs are fearsome and felrly 
tough, but with just II few hours of effort. 
you'll blast through the entire game. 
~----------······"'····"'"'·· 

shoes. Instead of mission after mission of 
varied and intense battles that constantly 
challenge your abilities, the game is only 
five levels long; you can easily finish it in 
a matter of hours. This was true on the 
PlayStation, and it's still the game's most 
serious flaw on the PC. 

Krazy Ivan isn't all pain and suffer
ing, though. Once you get used to the 
slightly awkward controls, the game 
itself is pretty entertaining, in a basic 
sort of way. You've got lots of artillery 
to blast those aliens with - everything 
from basic guns to missiles and lasers. 
Plus, there are lots of power-ups to 
grab; they appear every time you rack 
up another kill. You can also play Krazy 
Ivan over a local-area network, if you're 
so inclined, although the action is lim
ited to two players. 

At the end of the day, you could do 
worse than Krazy Ivan - the action is 
brisk, exciting, and constantly challeng
ing - but the lack of any real substance 
makes it seem hollow. If all you want is 
a few hours of down-and-dirty shoot
'em-up action, Krazy Ivan might be 
worth a look, but you' ll get gameplay 
and variety for your money by sticking 
to Mech Warrior 2 and its ilk. 

-Adam Douglas 

Once Inside your giant robot. your comrades will keep you up to date on the ciously small trying 
enemy presence and give you briefings In the field. to fill these signifi-
'------------------------··· ·· ··· ···· ··· ··· cantly larger PC 
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COMPUTER GAMES CHIPS&BITSINC. 
POB 234 DEPT 10873 ROCHESTER, VT 05767 

INT'L 802-767-3033 FAX 802-767-3382 
Orders/Questions: cbisales@sover.net 
Customer Service: cbiserv@sover.net 

'JOYSWITQI' Now yoo can jLJTip from P,'5lid< to P,'5lid<. 
garre to garre v,;tti the speoo am ease of turning a S\Wth. 
No more r1m1ing behoo yoor computer to swap P,'5lid< 
cables on the garre port Joysv,ilch does rr all. $39 

'CH PRODUCTS f . 
16 FIGHTER 
STICK' Features 
the most realistic 
Falcon jet stick 
grip ever! When 
used in conjunc· 
lion with the Pro 
Throttle all 20 but· 
tons become pro· 
grammable for a 
total of 40 lune· 
tions. 3 year war· 
ranty! $100 

ll:IHlMi! 111i'!·li!I ■1:1a1;11 1 1:■ 
3D Magic Accelerator $139 Btadeforce W95 $39 
Altc ACS55 Spker Sys $159 Blood $48 
CH F1 6 Combtstick $60 Crusader No Remorse $26 
CH F1 6 Fightrstck $1 00 Crusader:No Regret S34 
CH F16 Fllghtstlck $34 Dark Forces $30 
CH Flight Stick Pro $50 Dark Frees 2 Jedi $48 
CH Force FX $169 Dark Vengeance $45 
CH Game Card 3 Auto $26 Die Hard Trilogy $46 
CH PC Gamepad $19 Doom 2 W95 $32 
CH Pro Pedals $74 Ouckman Legend Fall $44 
CH Pro Throttle $98 Duke Nukem 3D S37 
CH Virtual Pilot Pro S69 Duke Nukm 30 Atomic $46 
Gravis GrlP Controller $85 Duke Nukm 30 Plut Pk $25 
Gravis GrlP Pad 2 Pak $24 Final Doom $46 
Gravis PC Gamepad Pro$27 Firelight $38 
Gravis Phoenix Joystk $83 Gun Metal $44 
Joyswitch $39 HexenW95 $21 
Labtec LCS 2612 Spkr$112 Killing Time W95 $34 
Lgitech WingMn Wrrior$85 MOK $44 
Msott Sidwndr Pro Pad $39 MindWarp $42 
Sound Blaster 32 PNP $152 Mortificator W95 $44 
Space Orb 360 $79 Necrodome W95 $39 
TM Drvng Cntrl T2$108 Perfect Weapon W95 $42 
TM F16TQS $108 Powerslave $39 
TM F22 Pro $128 Prey $50 
TM FLC f1 6 System $108 Quake $53 
TM Flight Contr Pro S99 Quake Mission Pak 1 $29 
TM Game Card $25 Quake Mission Pak 2 $29 
TM Pro Play Golf Sys $499 Ruins $48 
TM Ruddr Cntr Sys $98 Shadow Warrior $49 
TM Weapon Cont Sys $88 SkyNET $39 
TM Wiz Pinball Cntr1 $32 Star Trek Genrtns W95 $48 
TM XL Action Control S24 Tomb Raider $42 
TM Phazer Pad $47 Tomb Raider 2 $44 
TM GP1 $74 Ultimate Doom W95 $37 
TM Top Gun Joystick $32 ZPC W95 $46 
Verbal Commander $109 Zombieville $44 

~mulates America's 
latest battle tank. 
The player com· 
mands a platoon of 
four tanks, or an 
entireoomi:anyteam 
v,;th other vehides, 
artillery, helicopers 
am artilery attmld 
~fromavarietyof 
ex1ema1 >ieNs am a 
multi zoom map 

C0$45 

'30 SPEX' From 
the minute you 
put these on 
you 're engulfed 
in 3D game field 
where wicked 
realism rules. 
Bring a whole 
new level of 
excitement to PC 

games, adding to your competitive edge with 
depth clues unavailable to the naked eye, plus 
exceptional comfort for hours of gaming enjoy· 
ment. $79 

'MAGIC: THE 
GATHERING' This 
top selling trading 
card game is now, 
for the first time, 
an interactive 
multiplayer online 
computer game. 
It's an addictive 
fantasy game fea· 
luring wizards, 
exploration, adven· 
ture and role play· 
ing. CD$46 

ll:IHH'lml1li!I ll:IH·!1l'lml1li!I 
7th Guest 2 11th Hour $32 Nemesis $44 
7th Guest 2 W95 $44 Neverhood $50 
7th Guest S29 Noir $43 
Albion $39 Obsidian W95 $49 
Ark of Time $34 Outlaws W95 $47 
Beavis Butthd Virt St $31 Pandora Directive $46 
Callahans Crstm Saloon$42 Phantasmagoria 2 $54 
Circle of Blood $43 Phantasmagoria $52 
Creation $52 Plague $42 
Creatures $33 PlanetfallW95 $44 
Curse of Oragor $41 Police Oust 5 SWAT $47 
Curse Monkey Isle $48 Power Dolls $30 
Dark Earth W95 $46 Qin Tomb Mid King $39 
Dawn of Darkness $44 Quest for Glory 5 $48 
Death Trap Dungeon $42 Rama $48 
Delirium $46 Return to Krondor $45 
DeusW95 $37 Riverworld $45 
Discwor1d 2 $44 S.C.A.R.A.B. $42 
Ecstatica 2 $47 Second World $45 
Fable S48 Sign of the Sun S34 
Fighting Fantasy $40 Simon Sorcerer 2 $40 
Gabriel Knight 2 $40 Star Trek Judg Rt Coll S38 
HunterHuntedW95 $45 Star Trek Voyager $4B 
Iner Shrinking Hero $43 Star Trk Sir flt Acad S55 
lndestructibles $44 Stars $38 
Interstate 76 W95 $48 SurrealW95 $42 
Into the Shadows $48 The Arrival $46 
KQ7:Princeless Bride S25 The Dig $26 
Kings Quest 8 $48 The Last Express $48 
Leisure Suit Larry 7$48 The Trial $44 
Light and Darkness $44 Third Millenium W95 $44 
Lighthouse $48 TimelapseAnc Civil $46 
Lion $39 Titanic Jrny Out Time $44 
Lost Vikings 2 $42 Tme Wrp Dr Brain W95 $33 
Magic of Xanth $42 Toonstruck $48 
Myst $41 Under Killing Moon $19 
Myst2 $52 Zork:Nemesis S53 

'BETRAYAL IN 
ANTARA' An 
empire over 
time has fallen 
pry to corruption 
and decay. Today 
a well-meaning 
Emperor faces a 
crumbling infra· 
structure where 
bribery, intrigue, 
nepotism, deceit 
and assassination 
run rampantCO $48 

'Alf GOLD · AH64 GOLD' AFT Gold brings you the 
best multiplayer combat simulation game. AH64 
Gold brings you the most acclaimed flight simulation 
series of the year. AFTG $46 AH64G $46 

·\Ii~~:~: ;ANlASi 
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'CRYSTAL FAN· 
TASY ' Venture 
through the 
cave of lust and 
find the secret 
crystal.Interact 
with the sexiest 
young jewels of 
the MacDaddy 
harem. Take 

snapshots of the girls and play with them in 
your own private portfolio. Six highly inter· 
active , three dimensional fabulous , gor· 
geous babes' CD $25 

11:MHIHIM 11:MHIMHI 
30 Ultr Pblt Crp Nght $42 20 Wargame Classics $20 
Beavs Btthd Lttl Thgs $19 Aces Collection $25 
Bug Too! $38 Air Attack Pak $30 
Bvs & Btthd Cllg Orks S19 Archives 2:Star Wars $48 
Bvs & Btthd Wnr Takes $19 Awrd Winning Wrgmes $22 
Cyber Gladiators W95 S45 Complete Grt Nvl Btls $32 
Deadly Skies $38 Definitive Wargames $28 
Deadly Tide W95 $49 Defntve Wargme Coll 2 $34 
Double Switch W95 $44 Ecstatica Bundle $19 
Ecco the Dolphin $38 Eye of Beholder Tril S25 
Full Tilt Pinball 2 $24 Fntsy Gnrl Strat Bndl $34 
Full TIit Pinbll W95 $24 Forgotten Realms Coll $30 
GEX W95 $39 HeroesM&M1 &2 $39 
Hive 2 $38 10 Anthology $99 
Hyper 30 Pinball $34 lntrply All Nghtr 2 $30 
Incredible Hulk $35 Kilrathi Saga $34 
Jungle Pinball $30 Kings Quest Anthology $25 
Lode Runner Net W95 $25 Legend Kyrandia Series S25 
Looney Labyrinth Pball $29 Leisure St Larry Ar :n S25 
Mission: Impossible $40 Megapak 5 $32 
Mnty Pythns Wste Time$32 Might & Magic Tnlogy $19 
Mortal Kombat 3 W95 $32 Pnzr Gen Strt Gd Bndl $19 
Pinball Builder $29 Police Quest Antholgy S25 
Pro Pinball S37 PowerHits Battltch $16 
Pro Pinball Timeshock $37 Quest for Glory Anth $25 
Re-Loaded $33 Rapid Fire Pak $29 
Rebel Assault 2 S25 SU-27 Strat Gde Bndle $30 
Road Rash W95 $42 Space Quest Anthology $25 
Sonic the Hedgehog S30 Star Control Collelo $19 
Space Jam $33 Take Ten $19 
Tempest2000 $34 The Archives 1 S27 
TigerShark $41 Treasures Pack S15 
Toh Shin Oen $27 Trophy Case S24 
Vector Man $39 Turning Point $19 
Virtua Fighter W95 $42 Ultimate Gamers Pak $35 
Worms $34 UltimteFlightSries $29 
Worms Reinforcements $34 Warcraft Bttle Chst $55 

---Anvil of Dawn S34 
Arch Mage W95 $48 
Arena Deluxe $47 
Betrayal In Antara $48 
Cobra Mission S29 
Dark Sun 2 $19 
Dark Sun Online W95 S15 
Olablo $46 
Die By the Sword $48 
Dungeon Master 2 $25 
Elder Scrolls 2 $56 
FR Desc Undrmtn $46 
Fallout $53 
Halls of the Dead $38 
Iron & Blood S34 
Knights Xent NR18 UG S5 
Knights Xentr PG13 $34 
Lands Lore Grdns Dest $48 
Meridian 59 W95 $34 
01 Light & Darkness $48 
Ravnlft 2 Sin Prop $19 
Realms of the Haunting $52 
Riftwar Legacy $23 
Rims Ark Shadow Riva $45 
Sacred Pools $48 
Serpent's Kiss $43 
Skyrealms of Jorune $33 
Star Trail $29 
Star Trek TNG fnl Unity $46 
Stonekeep S30 
Terracide $42 
Ultima 7 Series S15 
Ultima 8 Pagan S15 
UltimaOnline $42 
Ultima Undrwld 1 & 2 $15 
Unlimited Adventures $19 
Wizardry Gold W95 $32 

'THRUSTMASTER 
F·22 PRO' With a 
powder coated 
metal base, glass 
filled ABS handle, 
metal gimbal 
mechanism, and 
heavy gauge 
spring tension , 
the F·22 PRO 
gives you the 
edge you need in 
advanced tactical 
warfare. $128 

' LOONY 
LABYRINTH' Board 
the Loony Machine 
for a pinball adven· 
lure, wrrh champi· 
onship playfield 
design, expert flip 
control , authentic 
light illumination, 
Greek mythology 
theme, spectacular 
sound and 2 ~nds 
of background 
music. $29 

'THE LAST 
BLITZKRIEG ' will 
put you in the 
heat of Hitler's 
last chance at 
victory in the 
West. Detailed 
battles, new land 
combat system , 
operational artifi· 
cial intelligence, 
replay feature 
for reliving bat· 
ties. CD$41 
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1943 Euro Air War $44 
6881 Hunter KIiier $45 
A.T.f. Gold $46 
A 10 Tank Killr 2 W95 $48 
ACS Marine Fighters $25 
ACS Navy fightrs Gld $34 
ACS US Navy fghtr $29 
AH-640 Longbow Gold $46 
AH64 Flash Pnt Korea $25 
ATF Nato Fighters S22 
Across Desert 1941 $48 
Across the Rhine S29 
Air Cmbt Nvy Ftrs 97 $45 
Air Cmbt Pacfic 1942 $16 
Air Combat Pacific Gold$34 
Air Warrior $19 
Air Warrior 2 W95 $44 
Apache $44 
Archimedean Dynsty $40 
Armored Fist 2 $49 
Battle of the Ironclads $46 
Big Red Racing W95 $29 
Burning Road $44 
Comanche 3 $49 
Command Aces W95 S25 
Conquest of the Skies $48 
Oarklight $46 
Daytona USA $42 
Dead End $44 
Death Drome W95 $42 
Demon Driver $45 
Descent Bundle $26 
Descnt 2: lnfnte Abyss $48 
Destruction Derby 2 S47 
Dreadnaught W95 $42 
Ef 2000 Tactcom $38 
EarthSiege 2 W95 $40 

orders may require additional shipping and handling charges. Defectives replaced with same product. All sales final. Call for details. U~·~ I 
2 Dax ;tI ii TrJ'-8:_ 

Visa, MC and Discover accepted. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $8. Price, availability, offer subject to change at any time. Hardware I Priority Over Mail To Mail To 

~~!~~~~g 0~~~ ~!~~~~~ ~:~g0~~:~~u~~:~h~n .. ;:re:h~~~~n~:~~:~~;fsn~h~~~e~e~~~;f:ra;~s~hT~~i;~;0~r::rm~~:r~; ;~i~arged once per order placed and the ~per itemn charge is ~:~ fl~~~ent ~:~~ it~ n~ it~ ~~:~ ~:~ 
Each United States order will include a 6-month subscri lion to Com uter Games Strate Plus Ma azine, for which $6.00 of the order cost will be allocated, to be in with the Februa 1997 issue or later issues dependin upon available ma azine quantities. 



The most authen
tic NBA hoops 
game you can 
buy, with motion 
captured 3D ani
mation from real 
NBA players. 
Smooth new 
camera angles, 

new music, and an arena announcer improve the 
tv-style presentation. All 29 NBA team with full 
rosters, custom players, on-the-fly play calling , 
and more make this game LIVE' CO $45 

'ADMIRAL-SEA 
BATTlES' A naval 
conquest simu· 
lation game the 
combines the 
best of 18th cen
tury naval war
fare strategy 
with challenging 
board play boast
ing a full musical 
score and inte-
grated sound 
effects. CD $41 

'DESCENT TO 
UNDERMOUN· 
TAIN' With a vistt 
from a stranger 
(rom the future, 
many characters 
are now developing 
in the cracks and 
under the rocks of 
ancient caves. Move 
through an new 
world of 3D wtth 
360 degree move
ment. C0$46 

'DARK REIGN' In 
the 27th century, 
civil war rages 
across the 
galaxy. The 
lmperium with 
control of pre
cious water 
resources com
mands the fate of 

a 1,000 worlds. The Freedom Guard , a small but 
dedicated resistance group, attempts to break the 
lmperium's grip on the galaxy and the water sup
ply. CO $48 

'ROMSOFT 6 PACK' Double Down, Doors of 
Passion 2, Sensuous Girls in 3D, Massive Melons, 
Touch Me, Feel Me and Private Screenings are what 
you'll get in this sexy 6 pack! 6 CD'S $32 

'STAR GENER
AL' Feel the 
power of an 
incredibly 
enhanced 
Panzer General 
Game. A 2-level 
combat system 
accommodates 
space and sur· 

face combat. Conquer enemy planets with over 90 
fully rendered 3D starships,100's of ground troops 
and multipul planet types from fertile gems to barren 
wastelands. CD $43 

II ' Guardians of 
Destiny. Evil dwells 
wrthin your own 
soul, culminating in 
a battle in a 3D 
world of ancient 
horror and atroci
ties. You are Luther, 
cursed son of the 
Sorceress of 

Darkness, exploring treacherous lands in search of 
ancient magic, a super power that will release you from 
your vile birthright CO $48 

'THRUSTMAS · 
TEA GRAND 
PRIX 1' Gives 
you the com· 
petitive edge 
with variable 
throttle and 
braking at 
your finger-
tips and 

lightning fast thumb activated shift· 
ing. Securely clamps to your desktop . 
Total steering range is 180 degrees of 
travel. $74 

Test ~a 

Practice maneuvers 
and fly with lhe 
same skill and 
strategies that real 
life fighter pilots 
use. These tactcal 
flight practices and 
exposure to various 
aircraft options pre
pare you to defeat 
even the most sea
soned on-line veter

CD $46 

'TEST DRIVE OFF 
ROAD' What a wild 
ride' Conquer the 
world's most 
wicked terrain, in 
a Hummer, Jeep 
Wrangler, Land 
Rover or Chevy 
Kl 500 Z71 as 
you battle your 
way to the check

ered flag. Three unique environments, snow, 
desert and forest affect the way your vehicles 
maneuver. CO $42 

'STAR CRAFT' Wasteful, short sighted and quarrel· 
some humans pillage world after world. You must 
gather your resources to accomplish your goals, 
either freedom or galactic domination. CO $46 
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f-22 lightning 2 $49 
f15 Strike Eagle 3 $25 
f16 Flghtng falcon $48 
FA 18 Hornet 3 W95 $45 
falcon 3 SD1 fght Tgr $12 
falcon 3 SD2 Mig 29 $9 
Falcon 3.0 $16 
Falcon 4.0 $52 
Falcon Gold $39 
fighter Duel 2 W95 $39 
Fighter Duel Pro Net $38 
Fleet Defender Gold $21 
Flight Unlimited 2 $44 

flight Unlmtd W95 $36 
flying Corp $42 
Flying Nightmares 2 $42 
Flying Tigers $42 
formu~ 1 W95 $45 
Fury Cubed W95 $39 
Ganymede W95 $44 
Great Naval Battles 4 $34 
Great Naval Battles 5 $44 
Harrier 2020 $45 
Havoc W95 $36 
Hellbender W95 $38 
Hind Helicopter $44 

Indy car Racing 2 $48 
Indy car Rcng Comp $25 
Jet Fighter 3 $49 
Korean Crisis $34 
M1A2 Abrams W95 $45 
MechWarrior 2 $46 
MechWarrior 2 Add On $26 
MechWarrior 2 W95 $47 

~ Mechwrrior Mercnries $48 
g Microsoft FS 6 W95 $53 
o0 Mig Alley $46 
~ Monstr Trek Mdnss $40 
~ Msoft FS 5 Europe 2 $40 
~ Muzzle Velocity 
@ Nascar Racing 2 

$48 
$48 

Naser Rcng W Trek Pck$47 
Need Speed Gold W95 $45 
Need for Speed 2 $46 
Power f1 $42 
Rally Championship $42 
Red Baron 2 W95 $48 
Red Baron/A 10 Tnk Klr $14 
SabrAce $48 

Sail 95 $36 
Sand Warriors $46 
Scorcher $46 
Ship of the line W95 S44 
Shock Wave Assault S29 
Silent Hunter $39 
Silent Huntr Patrl 1·2ea$15 
SimCopter W95 $40 
Speed Racer W/ Brain $29 
Super Ef 2000 W95 $46 
Super Motocross W95 $33 
Tf)C Ef2000 $45 
TFX: X-22 $46 
TNN Motor Sprts Hdcre$42 
Team Apache $44 
Test Drive: Ott Road $42 
The Condemned W95 $48 
The Darkening $49 
Thunder Truck Rally $45 
Tie Flghtr Coll $28 
Tom Clancy's SSN $47 
Top Gun Fire at Will $44 
Trophy Bass 2 $48 
VMX Racing W95 $44 
Viper.Oper Red Sect S34 
Werewlf Vs Comnche 2 $49 
Wing Commander 4 $38 
Wing Commandr 5 $55 
World Rally Fever $44 
Wrld Circ Gran Prix 2 $44 
X·Car Exprmntl Ren $44 
X-Wing Collector $24 
X-Wng V Tie Fghtr $54 
if -22 $44 

British Open Golf $44 
FIFA Soccer 97 $45 
Fron Page football 97 $48 
Front Page Golf W95 $48 
Grand Slam '97 W95 $44 
Hardball 6 $42 
Jack Nicklaus Gon 97 $42 
links LS $46 
links Courses 1·16 ea $19 
links Pro 386 $19 
Madden Football 97 $45 
NBA Live 97 $45 
NHL Hockey 97 $46 
PBA Bowling 2 $35 
PGA Tour 96 Sawgrass $19 
PGA Tour 96 Spnsh Bay$19 
PGA Tour 96 Wentwrth $19 
PGA Tour Golf 96 W95 $37 
SimGolf $40 
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7th l egion 
Aden Magic 
Admiral Sea Battles 

$48 
$39 
$41 

Age of Empires $48 
Agents of Justice $48 
Ancient Empirs W95 $29 
Ares 
Army Men 
Batt1ecruiser 3000 
Birthright W95 
Blood & Magic 
C & C Red Alert 
C & C Red Alert W95 
Caesar2 
capitalism 
Cave Wars 
Celtic Tales 
Citiz Bckwtr Affr 
Civilization 2 
Civilization 2 Seen 

$42 
$46 
$25 
$48 
$46 
$48 
$48 
$41 
$42 
$39 
$34 
$42 
$42 
$26 

Civilization Network $25 
Colonization $25 
Comm Conq Covrt Ops $22 
Command & Conquer $47 
Command & Conquer 2 $48 
Commnd & Conqr W95$45 
Conq of New World Dix $48 
Conquest Earth $42 
Dark Earth Strtgy W95 $45 
Dark Reign $40 
Deadlock $47 
Destiny W95 $45 
Dominion $44 

Oune 2 $29 
Dungeon Keeper $46 
Emperor of Fadng SunsS38 
Empire 2 W95 $24 
Empire Dix Mstr Ed $19 
Enemy Nations W95 $42 
Fallen Haven W95 $47 
Fragile Allegiance $46 
Ga~ctic Mirage W95 $41 
Heroes M&M W95 $32 
Heroes Might & Magic $32 
Heroes of M & M 2 $35 
History of WMd $40 
lmperium Galactica $34 
Into the Void $44 
Jaggd Aline Ddly Game $44 
Jagged Alliance $19 
Jutland $19 
KKND $46 
Lords of the Realm 2 $48 
M Gathmg Battlemage $42 
M.A.X. $48 
Master of Magic $41 

Pax lmperia 2 W95 $48 
Pirates Gold $19 
Reach for Stars 2 W95 $48 
Rebellion W95 $48 

Risk W95 $41 
Romance 3 Kingdoms 4$34 
Settlers 2 $39 
Settlers 2 Missions $12 
Shattered Nations $46 
SimCity 2000 W95 Net $51 
SimTower $31 
SimTown $33 
Space Bucks $29 
Space Marines $44 
Spaceward Ho! 4 W95 $24 
Star Command $41 
Star Control 3 $47 
Star General $43 
Star Nations $46 
Starcraft W95 $46 
Starship Troopers $46 
Steel Legions $42 
Syndicate Wars $46 
Tranpsort Tycoon Dix $42 
Uprising $48 
Wages of War W95 $29 
War Gods W95 $29 
Warcratt2 $46 
Warcraft 2 70 Levels S 19 
Warcratt 2 Add On $26 
Warcratt 3 $47 
Warcraft Orc/Humns S29 
Warlords 2 $19 
Warlords 2 Dix $41 
Warlords 3 $42 
Warwind W95 $43 

Master of Orion $19 Wooden Ship Iron Men $39 
Master of Orion 2 $46 Worlds of Wonders $44 
Mechcommander $48 X•Com Apocalypse $45 
Mission Force $48 X·Com Terr frm Deep $35 
New Horizons $34 X·Com UFO Defense $19 
New Order $48 Z $43 
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Barbie Designer $42 
Battleship W95 $41 
Clue $40 
Hong Kong Mahjong $25 
Magic Gathering $46 
Monopoly $40 
Monty Pythn Holy Grl $32 
Scrabble $41 
Shanghaii Grt Moments$26 
Simpsns Vrtl Sprngfld $42 
USCF Chess $40 
Ultimate Yahtzee $28 
Unicom W95 $19 
Universal Neverlock $19 
Vegas Games 95 W95 $19 
Virtual Pool W95 $40 
You Don't Jck Ost Pck $20 
You Don't Know Jack 2 $31 
You Dant Know Jack $31 
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Aegis $19 
Afrika Korps $42 
Age of Ironclads $42 
Age of Oars $42 
Age of Sall $42 
Aide de Camp $45 
American Civil War $45 
Battle of Bulge $42 
Battlgrnd Gttysbrg $32 
Battlegrnd Antietm $41 
Battleground Bulge $28 
Battlegrnd BIi Run $42 
Battlegrnd Md East$42 
Battlegrnd Shiloh $39 
Battlegrnd Watrloo $32 
Blitzkrieg $39 
Broken Alliance $24 
Close Combat W95 $38 
□·Day Amer Invades $39 
Definitive Gettysburg $44 

East Front $42 
Fantasy General $35 
fifth fleet $39 
Gene Wars $34 
Great Battles Alexndr $44 
Harpoon 2 Deluxe $25 
Harpoon 97 W95 $44 
Harpoon Classic $19 
Last Blitzkrieg $41 
Man of War $42 
Myth $50 
Nam $42 
Napoleon in Russia $42 
Operation Crusader $39 
Over the Reich S39 
PTO 2 $34 
Pacific General W95 $45 
Panthers in Shadows $42 
Panzer General 2 $42 
Panzerblitz $42 
Perfect Gen 2 w/Scen $30 
R E Lee cw Gen W95 $48 
Rebel Chrg Chicamagua$15 
Road to Moscow $43 
Rommel at El Alamein $19 
Stalingrad $39 
Steel Panthers $37 
Steel Panthers Cmpgn $15 
Steel Pnthrs 2 $43 
TACOPS $44 
Tank Resistance 2024 $39 
Third Reich $39 
Tigers Prwl Cmp 1-2ea $15 
Tigers on Prowl Map $15 
Tigers on the Prowl $29 
Tigers on the Prowl 2 $42 
Typhoon of Steel $15 
V Victory Bundle $28 
War College $31 
Wargame CS3 Rifles $43 
Zukov's Campgns $37 
Zulu War $29 

GAME OFFER 
Spend the specified 
amount on any in stock 
software and choose a 
free IBM game from 
the corresponding list 
below. Request must 
be made at time of 
order. 

SPEND $60 
Grandest Fleet 3.5, 
Bridge Olympiad 3.5, 
Falcon 3 Mig 29 Disk 
3.5, Airborne Ranger 
5.25, Gunship 5.25 

SPEND $120 
Battles of Destiny 3.5, 
Disciples of Steel CD, 
Jutland CD, Riddle 
Master Lu CO 

SPEND $200 
Falcon 3.0 3.5, 
Journeymans Project 2 
CD, Jutland CD, Flight 
Sim Tool Kit 3.5, Wolf 
Hunt or be Hunted CO 

IBM BUDGET 

ESPN Inter Soccer $19 
Jet Pack $19 
Rex Nebular $12 
Riddle Master Lu $19 
Simon the Sorceror $16 
Star Trek Judgment RtsS14 
Star Control Collctn $19 
Under Killing Moon $19 
War $18 
Woll $12 



PERIPHERAL 
VISIONS 

HARDWARE • ADD-ONS • NEW TECHNOLOGIES 

e ee 
Before you can connect to the internet and start playing games online, 
you'll need a decent modem. But which one to buy, and how to make sense 
of all that confusing jargon? BY DAEVID VINCENT 

--------------------------------------- ••········· 
o you've seen the cool ads, and heard 
all the hype about this crazy "new" 
internet thing that can let you talk to 
Aunt Selma all the way on the left 
coast for free (my favorite four letter 
word), send pictures of yourself to your 
folks, and play your favorite games 

against several of your closest friends (or worst 
enemies, depending on how you feel that day) 
and you want to be a part of it all. Your question 
then is, what do I need to make it happen? Well 
one thing's for sure, you won't get very far with
out a modem. 

Starting with the basics and working our 
way up from there, the word modem itself 
stands for MOdulator/ OEModulator. Modems 
send and receive data as sound. The transmit
ting modem converts all those ones and zeroes 
(bits) that you wish to send as data into audio 
tones transmitted over the telephone lines, then 
the receiving modem uses the same procedure 
to decode the audio back into data again. That's 
the techy part, but how do you go about choos
ing the right one for you? And how do you make 
sense of all that jargon on the packaging? 
Luckily, we're on hand with reviews of some of 
the most popular modems out there, and a 
handy guide that makes sense of the jargon .. . 

Suprafxpress 
3361 Sp ASVD 
Sounding only slightly worse than a normal tele
phone call, the ASVD feature on the 
SupraExpress 3361 Sp Modem by Diamond 
Multimedia was quite intelligible and I was able 
to converse while sending data as if I had a 
second phone line installed. 

Setup of the modem was incredibly 
easy. Plug in the tiny ISA card. Boot up 
Windows 95 and insert the supplied diskette. I 
didn't have to answer any questions or even 
click a continue button! All hardware installa
tions should be so simple. 

Establishing an ASVD call is achieved 
through a cryptic AT-SMS=2,..1#VLS=O com-
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mand (don't forget those commas and the "1", 
they make all the difference in the world as far 
as voice quality goes). As expected, I found the 
modem to perform slightly better than a 28.8k 
modem. Transferring a one-Megabyte text file 
from our server connecting at 26400 the Supra 
took 5.8 minutes at 3.22 kb/s; the same file sent 
to another Supra Express took 4.85 minutes at 
an impressive 3.95 kb/s. 

Some interesting features that stand out 
about the Supra Express are the fact that all the 
manuals are on a CD-ROM in HTML format. I'm 
not sure this is the optimal choice for ease of 
use and installation for all products. I like to 
have a hard copy to reference and booting up 
my computer to find out what's wrong with my 
computer seems like a contradiction in terms. 
On the other hand, it does save the environ
ment and makes for searching a lot quicker. In 
this case, I think it works as a delivery medium. 
The CD-ROM also contains a bunch of pro
grams, including a very nice Voice Mail & Fax 
center, WarCraft II, and some trial versions of 
FarSite Lite whiteboarding software & 
VDOPhone for video conferencing. The 
price/performance ratio on this one is the best 
of the bunch. 

Zoom Comstar sva 
33.6Kbps V/f /SVD Modem 
Zoom has always been known as a contender 
in the PC modem arena. Its latest offering is no 
disappointment. and makes a worthy opponent 
in this new class of simultaneous voice and 
data modems. 

In keeping with the whole Plug n' Play 
philosophy, getting this champion ready to fight 
was as easy as plugging the 16-bit board into a 
free slot, connecting the included speaker and 
microphone, and booting up and loading the 
driver when prompted. After a simple 
AT$.$AS4=0N, and then the dial sequence, I 
was connected to my friend. He picked up his 
phone and my speaker rang, I picked up my 
phone and we were talkin' loud and clear. Let 
the bout begin. 

File transfer rates are a major factor in 
determining a good modem, and the Comstar 
SVD doesn't disappoint. although it may have 
gotten a few knocks to the head and can't 
count right I say this because I first tried send-



ing my usual test files to our server's 28.8k 
incoming PPP line. The results I got knocked 
me out. For a 1 MB text file using the standard 
Windows 95 FTP client, it took a super-quick 
109.85 seconds or 10.21 kb/sec. I tried it again, 
and got the same result! FTPing a 1 MB wave 
file indicated a more believable 384.26 seconds 
or 2.68 kb/sec. I sent some test files to my 
friend on his 33.6kbs Supramodem and the 
results were on the order of what we'd expect: 
4m 32s at 3852cps for a 1 MB text file and a 
tired 9m 17s at 1676cps for a 1MB wave file. 

The Comstar uses the speaker for the dial 
and touch-tones as well as the same Rockwell 
AudioSpan technology as the other ASVD 
modems. All the normal MNP error correction, 
fax groups, and V.34 standards are adhered to 
as well. BitWare is the bundled multiple mail
box voice mail/fax center software and is quite 
robust. One ideally helpful feature on a modem 
that stays on all day to answer your voice calls 
or faxes is the ZoomGuard lightning and power 
surge protection. I can't tell you how well it 
works, as I was unable to summon a bolt of 
lightning no matter how hard I tried. 

The price is a bit steep, all things consid
ered. A single speaker is not really worth the 
difference in price compared to, say, the 
Supramodem above, compounded with the sad 
transfer late of that wave file. On the plus side, 
the voice quality was very good and easy, and 
BitWare is a nice piece of software. 

Best □ ata 336SP 33.6Kbps 
Voice/Oata/fax Modem 
The Best Data 336SP internal Voice/Data/Fax 
Modem is slightly faster at transferring data 
that cannot be compressed, compared to the 
other modems I've tried recently, and comes 
with a few really nice features. 

Some of the more noteworthy points of 
this modem are the fact that its manuals are 

printed (unlike the other two modems 
I tested where they were HTML docu
ments on a CD-ROM) and contain 
many trouble shooting tips. Another 
snazzy feature that I haven't seen yet 
in the competition is the MOH plug or 
"Music On Hold." Just as the name 
implies, it allows you to play audio 
from any source connected to it to the 
person on hold via the included 
Ouicklink software. 

Sending a 1 MB text file to another 
33.6kbps mode achieved a transfer rate 
of 3855 cps. Granted, that is an impres
sive figure, but it is still about average 
with modems of this caliber. Sending a 
1 MB wave file (that doesn't compress 
very well) resulted in a transfer of an 
impressive 2075 cps. 

The speakers aren't utilized for 
the dialing procedure as they are in the 
other modems; this one still relies on 
the onboard piezo speaker. 

Overall this is a good buy if you 
don't care about the ASVD features that 
most newer modems are sporting for 
about the same price. 

IBM ComCentral 33.6 
Installation of the ComCentral was fairly simple, 
although be careful - you need to read the 
entire "read me" portion of the install proce
dure to find out the exact numerical (i.e. cryp
tic) modem driver to install! Consequently, this 
modem isn't billed as Plug n' Play. Also note 
that the supplied serial cable is a 9-pin on both 
ends (one male, one female). If you have an 
older computer, you'll have to get a converter, 
as the package doesn't supply one. 

Transfer rates were very good for text, 
but not so good for data. Using my standard 
FTP test, the 1 MB wave file crawled at 972 sec
onds or 1.06Kbps; this was connecting at 26400 
to our server directly. Much better results were 
achieved on the 1 MB text file: 78 seconds at 
14.3Kbps. I sent that file twice, and both tests 
resulted in about the same numbers. I also 
connected to another 33.6 modem. No matter 
what settings we tried to change, we couldn't 
get the modem to say it was connecting higher 
than 24000. The wave file transferred at 1988 
cps in 8m 39s. 

I found it very peculiar that I couldn't get 
the standard Hayes AT Answer command 
(ATA) to work-meaning I couldn't take 
incoming calls? It didn't even display the stan
dard RING notice on the terminal window 
whenever the phone rang. 

On the plus side, the LCD display is tres 
cool - it tells you plenty of information about 
the status of messages for both voice-mail 
boxes, faxes received, time, date, and the typ
ical modem light indicators as well. There is 
also a volume slider for the built-in speaker. 

retrieve your messages (as is the case with 
almost every other modem I've tried). In fact, 
it doesn't even need the computer to be on. 
This modem will work like an answering 
machine in its stand-alone configuration. The 
software included is really only a nicer, albeit 
simplistic, front end . Call forwarding, Caller 
ID, distinctive ring, one set of phone/wall 
jacks for each of the two lines, and pager 
notification are all included. 

There just isn't enough good to outweigh 
the bad on this overpriced product. I really 
wanted to like it, but you could buy a better 
modem for about one quarter the price and 
use the extra money you'll save to buy a sec
ond phone line or pay the increased electric 
bill for a year after leaving your machine on 24 
hours a day. 

Global Village 
lelePort 33.6Kbps 
Speakerphone/fax/Modem with Simultaneous Voice & Data 

Included with this modem is a 9-pin cable, 
built-in speaker, built-in microphone and a 
volume slider. In addition, there is an answer 
on/off switch, mute switch, and message 
waiting light (which doubles as activity light). 
The back has jacks for an external speaker 
and microphone as well if you want to use 
your own. 

This modem really excels in transfer 
rates. Sending via modem to another 33.6Kbps 
modem, it achieved a blazing 2185 cps (7m 53s) 
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for the 1 MB wave file, and an astounding 5685 
cps (3m 18s) for the 1 MB text file. I swear I 
could smell smoke! Both times were the fastest 
of all five modems reviewed. 

A simple installation combines with fan
tastic software. Using the included Focal Point 
integrated voice mail, fax and E-mail center you 
can do all the standard features this type of 
program uses, plus extras like voice annotated 
E-mail with spell checker and electronic hold 
that auto-detects other extensions being 

picked up. Caller ID goes one step beyond with 
call return at the click of a button. Music on 
hold, conversation recording, and scheduled 
sending of faxes and E-mail messages are also 
included. The fax part supports OCR as well as 
TWAIN scanners directly. 

Had space allowed, I could rave on and 
on about this product I haven't even touched 
on the AudioSpan SVD (simultaneous voice 
and data) feature. Suffice it to say, you won't 
be disappointed with this modem. It has all the 

features you could want 
now, with the ability to 
expand into the next wave 
of high speed 56Kbps 
modems seamlessly. 
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H o w t h e f u t u r . e i s p I a y e d 1 

''One of the year's hottest games." 

"If you've been looking for 
the ultimate tank game, 
look no further." 

- Computer Player 

"Here's a hot simulation of 
America's Main Battle Tank, 
featuring down-to-the-rivets 
authenticity, a slick inter
face, and all the action any 
tank-sim fan could ask for." 

-PC Gamer 

"Hell on High-Tech 
Wheels." 

"A game to make 
M1 Tank Platoon® 
fans enlist for a 

new tour." 

Computer Gaming World 

- PC Gamer 

NOW AVAILABLE! 
Visit your local retailer or call 

1-888-746-2442 to obtain your copy today! 

Developed by: 

@) 
iM IA2 Abrams is a lradema,k of Interactive Magic.All other irademarks are 1he p,openy of 1heir 
respective owners. 0 1996 Interactive Magic, Inc.All rights reserved. 
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SSI Expands on HII Fro.n .. 
here's some
thing interest
ing about this 
month's col
umn: for the 
first time, the 
bug patch sec
tion makes up 
more than 50 
percent of the 
total column. 
Why? 

The two 
months preced
ing the holiday 
buying season 
saw the release 
of, by my count, 
around 500 new 
games. Sierra 
alone published 

more than three dozen games 
within a period of a few weeks. 
Of course, only a handful of 
these 500 games were worth
while - that goes without 
saying. But what's significant 
is the amount of post-release 
patching that went on: pub
lishers were so desperate to 
shovel even more crap onto 
retail shelves that they 
released unfinished products. 
It reached epic proportions in 
Battlecruiser 3000 AD: a game 
that should not have been 
released. 

Is this new? Of course 
not. Marketing departments 
have always operated on the 
principle that the customer 
comes last (and that the cus
tomer service department can 
fix things later), but it's never 
been this widespread. The 
industry is growing too fast for 
its own good. No business can 
survive unrestrained growth 
without an eventual contrac
tion: a weeding-out process. 
Companies might not go away, 
but with luck we won't see this 
volume of half-baked, unfin
ished, uninventive, redundant 
products again. (This year's 
moratorium should be on new 
real-time strategy games: 
enough is enough, okay?) 

In the meantime, get your 
patches while they're hot. 
There's bound to be another 
crop next month. 

SSIGoes 
Add-on Crazy 
All of SSI's first-quarter 
releases for 1997 will be add
on disks to supplement its 

solid line of 1996 products. 
Here's what we can expect: 

Age of Rifles will feature 
three new campaigns: British 
Colonial Indian Mutiny, Wars 
of Italian Unification, and Civil 
War: Hood's Drive North. An 
additional fifteen scenarios, 
some from the Internet, will 
supplement the campaigns. 

Steel Panthers Campaign 
Disk 2 will also provide three 
new campaigns: Panzer 
Command (twenty battles of 
General Hans von Luck), Red 
Guards (Russian 1st Guards 
from Kursk to Berlin), and 
Bushido Warriors (Japanese 
army in Asia). More than 40 
stand-alone battles will also be 
included, and a few of these 
will be released on the SSI web 

site as a teaser. 
Su-27: A substantial revi

sion, version 1.5, will be 
released, along with a mini
mum of 100 new missions. 

Silent Hunter Patrol D isk 
2: This is a big one. It will 
include two new patrol zones, 
Hong Kong and Vietnam, as 
well as 15 historical scenarios. 
The big news, however, will be 
the mission editor, which gives 
you access to all enemy ship
ping, allows you to set convoys 
and routes, establish thermal 
layers, and set other parame
ters such as crew experience. 

There are also some plans 
for a War Wind disk, but those 
are still shaping up. About a 
dozen new scenarios can be 
found at the SSI web site: 
http://www.ssionJine.com. 

Steel Panthers II 
Campaign Disk: The first cam
paign disk has three new 
hypothetical campaigns, two of 
which are England & France 
against the Germans in the 

near future. Battle for the Low. 
Countries sets the Brits again§ 
the Huns in Belgium for six 
scenarios. Five scenarios 
makes up Drive Into the 
Rhineland: France versus 
Germany following an inva
sion of Poland. The largest 
campaign is Korea 1998, an 11-
scenario set in which you play 
the South Koreans trying to 
thwart (what else?) an invasion 
from the North. 

There are also thirty new 
stand-alone scenarios, with a 
good mix of Korean War (vari
ous nationalities), some excel
lent Vietnam scenarios, the 
Falkland Islands, Middle 
Eastern (Arab-Israeli Wars), 
and a good hypothetical 
Bosnian battle. To whet your 

appeti,te''a bit, SSI has released 
a new 'campaign on its web 
site, agd we':;;e put l('on this ' . 
month~ cover disk'. Bulge 1999, 
has the Americans taking up 
where the Bri~ and: p;~nth ./;f 
left off againsfthe Ger mans. ' 
The 82nd Airborne, (o:Uciwingl' 
the 3rd Armor, .makes·'a clrive1~. 
on the Arder:ines in !his hypo, 
thetical scenario. J 
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quite effectively integrated into 
the fabric of the sirrl. Narration 
and video clips essentially 
teach you to fly, and since the 
accurate representation of real
world instruments is at the 
core of Flight Sim, when you're 
done you will honestly have a 
pretty good feel for the work
ings of an airplane. 

All the many airports 
and geographical locations 
fans have come to expect 
from Flight Sim are here, with 
New York, London, Tokyo, the 
San Francisco Bay Area, and 
other regions modeled in 
some detail, and more scenery 
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packs to follow. The graphics 
are an improvement, though 
not a staggering one; Flight 
Unlimited still looks better. 
Terrain tends to go blocky, 
and lights on the ground can 
seem to shift like confetti in a 
breeze. But the exteriors of 
the planes all look superb. 
Better crash animations are 
still in order, however, since a 
Cessna doesn't tend to shatter 
like a plastic model when it 
smacks into the ground. 

Aside from the new 
online help and spiffy graphics, 
the biggest addition to Flight 
Sim 95 are the two new planes. 

The Extra 300S aerobatic plane 
is here (no doubt as a response 
to Flight Unlimited), and aero
batic champ Patty Wagstaff is 
even on hand to offer some 
pointers. This is a good addi
tion to FS, and the aerobatic 
element is a strong one. The 
other addition is just as inter
esting: a Boeing 737-400. 

That's right: a lumbering pas
senger jet. And man, after a 
few minutes behind its slug
gish controls you'll have a new 
understanding of just what air
line pilots go through. 

There's enough new and 
enhanced material in MS 
Flight Simulator for Windows 
95 to make it a worthwhile buy 
for FS fans who are Win 95 
users. Are there that many? 
Well, enough to make this 
thing a constant seller year 
after year. Just know what 
you're getting into when you 
pick it up; this is more like 
work than most games, but for 
those who want a slice of the 
real thing, it's a sure bet. 



Available at retailers or call 1-800-87 4-4607 
Command & Conquer is a registered trademark and Command & Conquer Red Alert and Command & Conquer 
Red Alert Counterstrike are trademarks of Westwood Studios, Inc. © 1997 Westwood Studios, Inc. All rights reserved . www . westwood.com 

Product Information Number 341 



A lien Mutating penguins are invading Earth 
and only you can stop them. With the help 

of the crime fighting duo of Rodney and Bernard 
combined with an arsenal of frying pans, base
ball bats, glue sticks, dynamite, anti-alien 
machines and good old Earth penguins, you're 
in for the fight of your life. But brute strength 
alone won't wipe out these bad guys. The right 
strategies together with timing, cunning and the 
ability to collect enough gremlins and power 
orbs are the key to winning this war. If this 
sounds a little strange, wait until you meet hun
dreds of nasty penguins and other bizarre char
acters as they try to build the lethal Doomscale 
Device and take over the planet. With over 50 
challenging levels, the battle won't be won in 
one night. 

So what are you 
waiting for? 

Get out there 

penguin 
butt! 

To order, See your 
local retailer or call: 

1-800-GAMETEK 



Pla~in_g with Real Science 

conveyer 
belts. A ten
year-old 
manipulates 
some data in a 
model of tec
tonic plates 
and forms a 
small volcano 
in a lab. One 
child designs 
a plane with 
helicopter 
blades, while 
another child 
builds a 

rocket to gather specimens 
from the atmosphere. How 
can they do that? 

With two new educa
tional programs, kids can 
come closer to manipulating 
real-science power tools than 
ever before. The Discovery 
Channel's Invention Studio 
and Pacific Interactive' s Bill 
Nye the Science Guy: Stop the 
Rock bring a new level of 
realism to science software. 
Adding to the effect, both 
packages try to wrap the tools 
in interesting environments 
that double as interfaces. 
They work well in some ways, 
and they falter in others. 

Invention Studio opens 
with Doc Howard, your 
friendly invention guru and 
lab janitor. He guides you 
around the studio, pointing 
out the desk where you can 
record information and 
research ideas, the various 
workshops where you can 
build new inventions, and the 
testing grounds where you 

can try out your new gadgets. 
Most areas of the pro

gram feature an interesting 
array of gadgets and an 
informative tutorial. The 
workshops include a mouse 
maze where you can toy with 
electronics to guide rodents 
through weird devices; a junk 
heap where you can recycle 
old machinery to mak~ new 
objects; and a garage where 
you can build trucks and 
planes to test in fantastic set
tings. Children will love the 
wacky components that go 
into some of the projects and 
the space-age components 
that go into others. These 
workshops may remind you 
of The Incredible M achine 
or Widget Workshop, but 

Invention Studio structures 
the projects so they feel more 
focused and more realistic. 
Neither approach works bet
ter; they're just different. 

Once you've completed 
. a project in one of Invention 
Studio' s workshops, you 
can test it. If your invention 
doesn't work, Doc - or the 

studio computer -
often provides 
helpful feedback, 
suggesting appro
priate changes. 
This feedback 
supports the 
believability of 
Invention Studio; 
you get the feeling 
the program is 
actually digesting 
your work in an 
intelligent way, 
not just rattling 
off one out of a 
handful of nega
tive responses. If 

ou can pro 
ffice for a c 
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or once, yo 
ureaucratic 
cause it f\ 
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perpetually raised eyebrows, 
he came off as an anxious 
geek, straight from a Revenge 
of the Nerds movie. 

Besides Doc's over-the
top characterization, the pro
gram also lacked interface 
labels. Because the environ
ment is the interface, this was 
a serious problem. Blank doors 
led to the most interesting 
workshops in the program -
but who knew? Fortunately, 
the program includes a Go To 
menu from which you can 
select your destination. But the 
menu dilutes the ambiance of 
the digital setting. These prob
lems would've been easy to fix, 
but while they're aggravating, 
they don't ruin the program. 

Invention Studio's Doc is 
a constructed fiction, but Bill 
Nye is another story - well, 
actually, he's not a story; he's 
for real. In his new adven
ture, Bill Nye the Science 
Guy: Stop the Rock, he infects 
you with his contagious fever 
for every kind of science. 

As Stop the Rock opens, 
you approach the door to 
Nye Labs. You may choose to 
"hang out," or to join Bill's 
team. As a new team mem
ber, you attend a staff meet
ing with Bill and his weird 
coworkers. Together, you 
learn that a meteor is head
ing directly for Earth. Fortu
nately, Earth has a secret 
weapon: the Meteoroid And 
Asteroid exterminator, a.k.a. 
MAAX. Unfortunately, 
MAAX, a super-intelligent 
computer network, has devel
oped an ornery personality. It 
has refused to exterminate 
the meteor unless Nye and 
his team solve seven science 
riddles. The plot is a little 
contrived, but it matches the 

PC 6AHEH April 1997 

campy style of Nye's televi
sion series. The plot also 
drives the program forward 
in an adventure-game fash
ion. Without the plot - as 
you can see if you try just 
hanging out - there's less 
motivation to navigate the 
environment and explore. 

Driven by the plot, you 
explore all kinds of data with 
Nye Labs' powerful equip
ment. There's an electron 
microscope, a rocket lab for 
gathering specimens from 
the atmosphere, a remotely
operated submersible 
explorer (called ROSE), a 
pressure chamber, and a 
kitchen stove - among other 
tools. Some tools are related. 
For example, you can use the 
microscope to examine the 
specimens gathered with the 
rockets. But most instruments 
seem to be isolated from each 
other; you can't take some
thing from the kitchen, for 
example, and put it in the 
pressure chamber. 

Nye explains the equip
ment and concepts very 
clearly, as clearly as he does 
on his television show. He is a 
master of science education 
because he knows how to 
draw relationships in a useful 
way, piggybacking the new 
content on familiar informa
tion. He also knows how to 
convey what appears to be 
genuine curiosity and ardor 
regarding the way the world 
works. Best of all, he's got a 
keen sense of cool-osity. Com
pared with the fictional Doc of 
Invention Studio, Nye is dap
per and witty - even though 
he's still eager and wide-eyed. 

On the other hand, Nye's 
staff is less impressive. And 
this is the main flaw of the 

program. From the first char
acter you encounter to the 
last, not one is suitable to 
guide children. Young Moody, 
the lethargic receptionist, 
teaches you how to navigate 
through the program, but he 
admits that he knows little. 
He's not much of a support. 
Sue Nami, the oceanography 
expert, pops in several times, 
goading you to be more 
aggressive. If you move too 
slowly through the puzzles, 
she compares you to a piece of 
driftwood and suggests that 
you act more like a tiger 
shark. If Sue Nami offered 
guidance rather than jabs, 
she'd be a better teacher and 
teammate. In another case, the 
Morphmaster 5000, a machine 
that simulates the movement 
of tectonic plates, uses sar
casm to point out your errors. 

This is not what educa
tors would call appropriate 
positive feedback. This is 
actually cruel humor at the 
expense of someone who's 
trying, perhaps struggling, to 
learn sometlling. I imagine 
the program designers were 
trying to appeal to current 
trends in television humor, 
but the fact that they' re 
trends doesn't make them 
an appropriate educational 
tool. Nye and his team should 
be encouraging more appro-

priate interaction 
as well as reinforcing 
a child's attempts 
to learn. 

While Invention 
Studio's drawbacks 
are aggravating, Stop 
the Rock's flaws may 
be more serious. Par
ents have to decide 
how their children 
will respond to this 
style of feedback. Will 
it hurt a child's feel
ings? Will it reinforce 
an attitude or behav

ior that a parent has been try
ing to change? How does it 
jibe with the positive lessons 
of the program - the value of 
exploring, the wonder of sci
ence, and the advantage of 
mastering tools? Do the excel
lent content and devices out
weigh the negative tone of the 
comments? For a child with a 
sturdy self-esteem, Stop the 
Rock may be a safe choice, 
but for a child who is timid 
about intellectual expeditions, 
it may be too discouraging. 

Both Stop the Rock and 
Invention Studio offer more 
than the bits and bytes stored 
on their CD-ROMs; they 
nudge educational software 
design in the right direction. 
As educational software 
comes closer to providing a 
convincing and absorbing 
environment in which kids 
can explore things otherwise 
out of reach, computers come 
closer to justifying them
selves as wonderful teachers. 

As Bill Nye has shown 
with his television show, 
though, no computer can 
outdo human teachers who 
love their work, who see 
magic in every detail of the 
topic even as they dispel 
myths. But a computer could 
be a contender, and these two 
programs show how to begin. 

l!CG 





"The Best 
Multiplayer Game Evll"". 

Next Generation March Cover Story 

"It Will Rock" 
Electronic Gaming Monthly 

" ditors' Top Ten" 
Ultra Game Players 



ith a whole 
feature this 
month 
devoted to 
Online 
gaming, 
I've got an 
excuse to 
stray off 
subject a 
bit. 

Before I 
do, though, 
I'd like to 
add one 
footnote to 
our cover 
story: you 
have to 
wonder 
how long 

Mplayer and TEN can keep 
going if the best games they 
offer - Diablo, Quake, Red 
Alert - are playable for free 
elsewhere across the Net. 
What I would do if I were one 
of these services? I would offer 
an all-in-one Internet gamer's 
package: all the regular ISP 
stuff (E-mail, ftp, newsgroups, 
home pages), plus the online 
gaming network - all with 
unlimited access for a price of 
about $20-$30 a month - and 
then throw in some discount 
rebates on top-of-the-line, 
upcoming products. That 
would be a far more com
pelling package than what is 
offered now. 

Gaming Roots 
Back in the 1980s, I played 
a lot of pen-and-paper role
playing games at a time when 
computer games were - let's 
admit it - not quite as good 
as their RPG counterparts; 
after all, computer games had 
little or no multi-player ele
ment. Since then the tables 
have turned. Paper RPGs are 
in decline, having degenerated 
into card games (Magic: The 
Gathering) and hand-puppet 
charades (Vampire: The 
Masquerade), while computer 
gaming - particularly 
Internet roleplaying games -
have only just taken off, not 
only as a commercial market 
but as a creative medium for 
game design. 

So, in a way, the online 
gaming market today is like 
the paper RPG market of the 
mid-to-late 1970's: bubbling 

Where are the Heroes~ 
and brewing with a dedicated, 
creative base of hard-core 
players, and just waiting for 
that crossover hit to break the 
market wide open. 

One neglected paper 
RPG genre is the superhero 
game, and with Marvel 
Comics filing for bankruptcy, 
the time would seem ripe to 
snap up the online rights to 
the Marvel Universe; at the 
very least, it's about time 
someone finished up one of 
the many superhero computer 
games that have been lurking 
just over the horizon for ages. 
And why is it that the only 
superhero/comic-book games 
in development - the 
Invincibles, for example - are 
set in some generic science 

fiction future? When you talk 
about comic book super
heroes, most people think of 
costumed crimefighters in a 
contemporary world, like the 
X-Men Spider-Man, or The 
New Titans, not some gun
slingers in a vaguely futuristic, ' 
Judge Dredd-style world. 
Even the Superhero League of 
Hoboken, which is probably 
the one good comic-book 
computer game that ever 
came out, is set in some post-

superhero game, with or with
out a Marvel/DC license. The 
basic game design has been 
around for years: just look at 
the Villains and Vigilantes, 
MaIVelSuperHeroes,or 
Champions pen-and-paper 
RPGs. Whether through 
licensing or by "creative bor
rowing," someone ought to 
make an action-strategy game 
along those lines. 

Ideally, how would such 
a game play? First-person 
perspective is a must, though 
with an option to jump out to 
a third-person view. To me, 
the first-person perspective is 
the more immersive, and you 
want the players to identify 
with the heroes they've cre
ated. But perhaps in fighting 

apocalyptic future and done in . -~u't!l,lt.;;~1Jl1~~"'l!'lll?ti.-.l't\,_..:;:,L,-.:i 
a humorous style. That's no 
knock on the game, but with 
such a lack ofreal superhero 
computer games, it reeks of 
missed opportunity, And 
apart from Hoboken, super
hero games to date on PCs 
and consoles have largely 
been a bust - second-rate 
side-scrollers and bad movie 
tie-ins - and we don't need 
more of those. 

Nq, what we need is a 
legitimate, action-strategy 



,,,Rn other [Online) World 
gods are associated with seven 
elements: Earth, Fire, Water, 
Air, Electricity, Fertility, and 
Void, and they all inhabit their 
own dimensions. Players can 
travel between the different 
dimensions as they grow in 
experience and power. 

'The ultimate quest will 
be to develop your character 
to epic proportions," Clark 
says. "Users at very high expe
rience levels will be allowed to 
create their own worlds, as 
opposed to simply being able 
to construct buildings in the 
already-existing worlds." 

That means the develop
ers of the game will turn over 
some of the tools of creation to 
players who gain sufficient lev
els of experience, Clark says. 

"We intend to create a 
sort of online tool kit for high
level players to run old-style 
campaigns right through our 
systems, running in tandem 
with the worlds that we cre
ate," he says. "We11 also pro
vide libraries of prefab rooms, 
objects, and textures as well 
as random room/dungeon 
generators for quick starts." 

By far the most intrigu
ing aspect of the game, the 
ability to create worlds 
should attract hordes of 
gamers who've dreamed of 
doing just that. 

"Our intention is to cre
ate an ever-expanding set of 
worlds that will be driven not 
just by the creativity of our 
staff, but by the massive 
wealth of imagination that 
our players will bring to the 
game," Clark says. "Ethereal 
will begin as a medieval fan
tasy game, but will, in the 
future, link to parallel games 
with wholly different genres." 

That's not to say that high
level characters will have all the 
fun. Lower-level players will 
have the ability to create their 
own homes and other buildings. 
As with any RPG, much of the 
player's time will consist of 
developing his or her character. 
However, because of the online 
elements, the social aspect will 
be strong. Each player can 
choose to wander around killing 
things or spend time talking to 
other players and developing 
diplomacy skills. 

Skill development will 
work similarly to the system in 
UJtima Online - the more you 
practice a skill, the better you'll 
get at it. If you don't use a skill 
for a long time, though, your 
character will lose the knack 

and you'll have to re-learn it. 
Clark hopes this twist will 
"prevent users from 'resting on 
their laurels' and require that 
they actively pursue tt:iose 
things that they find important 
for their character to know." 

Because of the way the 
Gamma engine works, players 
can not only build onto the 
world of Ethereal, but truly 
share it as well. 

"We support shared-state 
objects," Clark says. 'That is, as 
I walk over and open a treasure 
chest I've just found, everyone 
else in the room can see me 
actually open the lid of the 
chest. It's not an animation 
sequence run on the local sys
tem, but rather a true shared 
experience. I can toss a ball to 
another player in the game and 
they will receive it in real time, 
with an unscripted result." 

CyberNations has other 
plans for the game, as well, 
including real-time transmis
sion of players' voices using 
technology from Voxpro. If 
you're the shy type and don't 
care to have your voice broad
cast to hundreds of people, 
you11 have the ability to modify 
the frequency of your 
"Ethereal Voice" so it'll differ 
from your own. 

Initially, Ethereal's soft
ware will only be available 
through the Internet, although 
Clark says it may eventually be 
distributed on CD-ROM to 
save new players from having 
to download the basic textures 
and objects. On the web site, 
the software will be free, and 
$6.95 a month will buy unlim
ited playing time - pretty 
good as online RPGs go. Of 
course, you11 need your own 
Internet service provider (ISP) 
to get online. 

According to Clark, the 
beta test of Ethereal should 
start sometime in April and 
should last through the sum
mer months. Keep in mind that 
although all of the features 
mentioned here are planned 
for the game, they may not be 
available in the beta test. 
Already CyberNations wants 
feedback from players who 
have specific requests. For 
more information and the 
chance to sign up for the beta 
test and their mailing list, surf 
on over to www.cybemations. 
lonekeep.com. ll!CG 
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ntil recently, 
HPS 
Simulations' 
entire staff 
consisted of 
one man, Scott 
Hamilton; soft
ware compa
nies don't get 
much smaller 
than that. By 
steadfastly 
bucking the 
bigger-is
better trend 
that currently 
holds the 
industry in its 
merciless 
basilisk-stare, 
Hamilton has 

retained full control over every 
aspect of his products, and in 
the process has acquired a 
reputation for customer ser
vice that is (or bloody well 
should be) the envy of many 
larger companies. 

It isn't easy. He spends 
two to three hours out of 
every day (weekends, too) 
either working the phones or 
going online to answer cus
tomers' inquiries, debate their 
suggestions, and listen to their 
complaints - and he 
responds to every message. 
When HPS recently published 
a complete upgrade of its 
popular Tigers on the Prowl, 
Hamilton offered the program 
to all registered customers for 
only $20. At that price, he's 
barely breaking even, but as he 
sees it, that's not the point. 

"I myself am primarily a 
customer," Hamilton says. "I 
buy and play games just like 
anyone else. When I pay fifty 
bucks for a game and boot it 
up only to find it's full of bugs 
and crashes, I feel deeply vio
lated. And then when the pub
lisher kindly offers to sell me 
an upgrade that fixes what 

· should have been fixed in the 
first place, it makes me very 
resentful. It's as though the 
company were penalizing all 
the people who bought the 
game early and had enough 
faith in the manufacturer to 
take a risk." 

Hamilton refuses to let a 
game out the door until it has 
"no known bugs, period." Of 
course, within a week, he's get
ting feedback from users who 
have found bugs, or who have 

Wargaming·s Little Giant 
their own take on the game 
and want to contribute sugges
tions for making it better. 

"I know it sounds like a 
cliche," he says, "but I seri
ously believe that the customer 
is always right. The people 
who buy our games are intelli
gent, knowledgeable individu
als who may very well have 
valid criticisms and sugges
tions, and it's entirely possible 
that they've spotted something 
I missed. I feel obligated to lis
ten to what they have to say." 

HPS Simulations embod
ies a passion for PC wargames 
that dates back to Hamilton's 
years in the Army. In 1986, his 
dad gave him a Commodore 
64, and he began playing some 
of Gary Grigsby's early, classic 

games like Kampfgruppe. 
"I was serving in the 

combat engineers," he says, 
"and our job was to advise and 
support the combat arms. 
We'd train with them maybe 
two weeks out of the year, and 
run a tactical exercise. It 
dawned on me that our train
ing would be much sharper if 
we had access to PC 
wargames. Of course, I was 
way ahead of the military 
establishment in thinking that, 
but personally I was hooked." 

After leaving the Army, 
Hamilton worked in a number 
of jobs: marketing engineer for 
a firm that made computers 
for utility companies, real 
estate database consultant, 
repair man for a stereo 
dealer .... All the while, how
ever, he was working on his 
own game design and teach
ing himself to program. 
Gradually, the project became 
an obsession. 

In 1990, he took the 

plunge. After discussing it 
with his wife, he decided to 
publish the game, called Point 
of Attack. 

'1 had to sell my wife on 
the idea," Hamilton says. "After 
all, I had a great resume on 
paper - MBA degree, ex-offi
cer, engineer, etc. - and I was 
on the verge of leaving the 
world of 'real jobs' and plung
ing into the great unknown. 
Besides, to finance the venture, 
we had to dig deep into our 
resources and spend money 
that more rationally should 
have gone into the house or the 
savings account." 

Hamilton and spouse 
decided to go whole-hog, issu
ing the game in a professional 
boxed format, so as to avoid 
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Strntegq, Schmategq 
guides came out long after 
the games they covered. It 
just made sense; you released 
the game and got the public 
playing it, while at the same 
time giving the strategy guide 
author a reasonable period to 
romance a finished version. 

Curiously, Spectrum's 
licensing agreement with 
Brady dictated that the book 
be released no later than 30 
days after the game's release. 
And it didn't help that the 
Top Gun team was in north
ern California and I was 
stuck in the Midwestern hell 
of suburban Chicago, making 
communication a problem 
even if the designers hadn't 
been in a complete frenzy to 
get the game finished and out 
the door. 

Don't get me wrong - I 
don't fault them for being 
more concerned with com
pleting the game than helping 
with my silly book. I do, how
ever, fault the Marketing and 
Accounting-driven pressure 
to complete a project in less 
time than it ta:kes to actua:lly 
do so. You just can't make the 
Kessel run in less than twelve 
parsecs - Han Solo's claim 
notwithstanding. 

Despite our best efforts, 
this artificial time constraint 
resulted in the Top Gun strat
egy guide being somewhat 
less than we'd hoped it would 
be. One online critic sug
gested, "This is the first time 
I'm waiting for a patch for 
the book instead of the 
game." And his comment was 
one of the generous ones! 

I was naturally 
delighted when Prima 
Publishing offered me 

authorship of the JetFighter 
ill strategy guide - Mission 
Studios was located only 20 
minutes from my house, and 
I'd already developed a cor
dial relationship with the 
guys there. Redemption at 
last, I thought. 

Well, yes and no. This 
time the book was supposed 
to be out on the same day as 
the game - the motivation 
being the mistaken belief that 
everyone who buys a game 
buys the hint book immedi
ately, too - and, like Top 
Gun, JF3 was running far 
behind schedule. 

I asked about a half a 
dozen retailers how often 
their customers buy a game 
and its strategy guide 
together. Without exception, 

they replied, "Never." 
It stands to reason that a 

certain lag time between game 
and book would actua:lly 
extend the game's life (and, 
consequently, the book's). Not 
so, say the Powers That Be, 
and despite an enormous 
amount of cooperation from 
Mission Studios and my pro
ject editor at Prima, the JF3 
book was rushed to press with 
myriad typos and miscella
neous errata left knowingly 
uncorrected. It's a good book, 
and I'm damned proud of it, 
but I couldn't help feeling that 
the overa:IJ quality of the book 
suffered needlessly because of 
some marketing weasel's dubi
ous research. 

I look back over some of 
my favorite strategy guides -
Nick Dargahi's Microsoft 
Flight Simulator 5.1 book; 
Origin's and EA's in-house 
books for Wing Commander 
ill, ATF, and AH-64D 
Longbow; just about anything 
by Ruse! DeMaria; and the 
lovingly encyclopedic EF2000 
guide (released nearly a year 
and a half after the game; 
prevailing logic dictates they 
shouldn't even have bothered) 
- and I see no evidence of 
such compromise. 

Simulation strategy 
guides are fundamentally 
unique. Platform and adven
ture games are fairly straight
forward - characters and 
objects are usually found in 
expected places, and certain 
actions always achieve pre
dictable results. But you've 
got to put in a lot of time to 
discover definitive strategies 
for games that simulate real
world combat situations. The 
good guys and bad guys are 
in constant motion, and the 
variables are ever changing. 
It's life and death in the skies 
(or at sea, or in space), and 
only a weenwapper of the 
highest magnitude cheats 
himself by stepping through 
a brand new game with its 
strategy guide in his lap. 

But don't cry for me, 
Argentina. I got paid, and 
that's all that matters - well, 
that's not all that matters, but 
it's a sad truth that these 
books are product, not litera
ture. These are trying times 
for artists, my friends. 

l!CG 



GET YOUR FREE ISSUE AND CD·ROM 
~ What a GREAT DEAL! Send me my FREE ISSUE and CD-ROM, at 
no risk, and feed my PC needs. If I like boot, I'll recieve 11 more issues with CD-ROMs 
for just $29.95 and save almost 70% off the cover price! If I choose not to subscribe, 

I'll just write "cancel" on the bill, keep my FREE issue and disc, and owe nothing. 

name 

address 

city state zip 

Offer good in US only. Based on annual newsstand rate of $q5.88. Please allow 4-b Wttks for mailing of first issut . 
.__ __ _, Canada: $43.95 <includes GS Tl. Foreign: $53 .95. Prepaid in US funds. boot 



BUSINESS REPLY MAIL 
FIRST-CLASS MAIL PERMIT NO 1149 BOULDER CO 

POSTAGE WILL BE PAID BY ADDRESSEE 

boot 
PO BOX 51478 
BOULDER CO 80323-1478 

111111I111111ll111l1I 11111111II I I II II 111II11111 I II I I 

NO POSTAGE 
NECESSARY 

IF MAILED 
INTHE 

UNITED STATES 





STRATEGY 
CENTRAL 

SOLUTIONS • TECHNIQUES • QUICK TIPS 

re you 
ready to 
tackle 

games that are giving 
you fits? The PC Gamer 
Strategy Central crew is 
here with valuable hints, 

cheats, solutions, and 
strategies for some of 
your favorite games, 
including Circle of Blood, 
Heroes of Might and 
Magic II, Archimedean 
Dynasty, Oaggerfa/1, 
Apache, and more! 

Circle of Blood: Part 2 
This classic-style graphic adventure features some classic-style 
mysteries, so we've got the answers you need! 

When last we left our hapless hero George Stobbart, he just uncovered the 
existence of a new order of Templar Knights bent on ruling the world. 
With information discovered by smarts and a bit of luck, he and his partner 
Nico know that the next key to the mystery lies: in Marib, Syria. And that's 
where we pick up the story in the second part of our definitive solution ... 

··············--------------------------
Immediately upon arrival in Marib, head 
up the stairs on the right hand side of 
the screen. Show the matchbook to the 
carpet seller, and head on up to the club 
when he moves the carpet. Try to use 
the toilet, read the sign, and then ask the 
oh-so-friendly Utar about it. Go back 
down to the main street, and talk to 
Arto, the kebab seller. Keep looking at 
Arto's stand until you notice that he's 
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using the toilet brush on the kebabs. 
Talk to little Nejo about Arto, and then 
offer Nejo the red ball to help you get 
the brush . Use Nejo's phrase on Arto, 
then go back and talk to Nejo after Arto 
stops chasing you with a knife. You'll 
get the brush from Nejo. Head back to 
Club Alamut, and give the toilet brush to 
the manager. Go into the bathroom, and 
use the keys to unlock the towel dis
penser and take the towel from the 
roller. Head back to Nejo's stall, and 

Write to us at: 

150 North Hill Dr., 
Brisbane, CA 94005 

or 
E-mail: 

peeceegee@aol.com 
www.pcgamer.com 

while he's playing with the ball, pet the 
cat. Then ring the bell on the counter. 
The door will open, the ball will bounce 
and scare the cat, and the cat will knock 
the statuette onto the ground. Take the 
broken statuette, and use the tissue 
paper on it to make it look like stone. 
You can then sell the statuette to Duane 
(the obvious tourist with a bad John 
Wayne impersonation wandering 
around) for $50. Head back to the club, 
and show Ultar the picture of Khan. Talk 
to him until he offers a ride to Bull's 
Head hill. Pay him the $50. Meet Ultar at 
the truck, and give him the towel to 
replace the broken fan-belt. 

Once you get to the cliffs, take a 
branch from the tree near the edge and 
use the cut towel on it. Use the stick/ 
towel combo on the crack near the edge 
of the cliff and climb down. Find the ring 
in the niche on the side of the cliff, and 
pull. Go into the revealed passageway. 
Search Klausner's body, and look at the 
inscription on the wall. When Khan 
comes in and questions you, don't 
bother lying to him. When he offers to 
let you die honorably, take it like a man 
and shake his hand. You'll have a few 
seconds of t ime, so use the buzzer on 
him and jump off the cliff while he's 
down. You'll end up back in Paris at the 
end of the Act. 



When you get back to Paris, go talk to 
Lobineau at the museum about every
thing possible. Go ahead and give him 
Nico's address. Then go talk to Nico, and 
head back to the museum and talk to 
Lobineau until he tells you about Spain. 
Go to the airport, and head off to Spain. 

Once you get there, the man 
watering the grass (Lopez) won't let you 
in the house. Put the blood-pressure 
gauge you got from the hospital on the 
hose near where it enters the house, and 
even though Lopez tells you not to, go 
inside when he leaves to check on why 
his hose died. Walk down the hallway to 
the right of the stairs, and when the 
dogs start barking, click on the suit of 
armor to hide behind it. When Lopez 
goes back to quiet the dogs, walk up the 
stairs and start talking to the Countess. 
Ask her everything you can, and when 
she takes you to the mausoleum, move 
the bible on the lectern. Ask the 
Countess about the checkered pattern, 
and talk to her while Lopez gets the 
chess pieces. Once you have the pieces, 
place .them on the board to put the red 
king in checkmate. Take a look at the pic
ture to see how to do this. Once that's 
done, you'll watch the Countess pick up 
the chalice and you'll be back at Nico's. 

Act 7: Montfaucon Church 
Go back to the Montfaucon Church in 

Paris and show the 
chalice to the priest. 
Let him clean it. 
While he's cleaning 
it, look through the 
scroll in the statue's 
hand, and then use 
the lens on it. You'll 
see a burning 
Templar and a date. 
Talk to the priest 
and get the chalice 
back. Examine the 
tomb on the right 
hand side of the rear 
wall, and you'll dis-

cover the tomb of Don Carlos 
Vasconcellos. Then go to the museum 
and talk to Lobineau about Baphomet. 
Head to the Baphomet dig site. 

Act 8: The Excavation 
at the lnstitut Nerval 
Head down the stairs to the lobby. Click 
on the door on the right, and when the 
guard tells you it's locked, ask him for 
the keys. Go in the bathroom, and use 
the set of keys on the soap near the sink. 
You'll make an impression of the excava
tion door key. Use some of the plaster on 
the soap, and wet it under the tap. Go 
back and give the keys to the guard. 
Head back up to the street, and use the 
plaster key on the painter's bucket. When 
the painter tells you go to away, go back 
downstairs and call Nico on the phone. 
Go back and tell the painter he has a 
phone call, and dip the plaster key in the 
paint after he leaves. Go back down
stairs, and look at the thermostat on the 
left hand wall. Talk to the guard about it, 
and then turn it to cold. After the guard 
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puts on his gloves, ask for keys to the 
bathroom again, go into the bathroom, 
and swap the plaster key for the real one. 
He can't feel the fake one for the real one 
with his gloves on. Try to get in the door. 
Call Nico and wait for developments. 
While the guard is distracted, use the key 
on the excavation room door. Put the 
chalice in the floor, and you'll see what 
the pattern shows. Talk to Nico back at 
her place, and then leave for Spain to 
talk to the Countess again. 

Act 9: Spain 
Once you enter the Countess' house back 
in Spain, take the small mirror from the 
utility room in the Countess' house. Then 
go speak to her on all the topics avail
able. Go to the mausoleum and close the 
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window with the long pole. Use the 
tissue on the pole, and then light the 
tissue with the candle. Light the big 
candle high above with the burning 
tissue on the end of the pole. The candle 
will burn away, and you'll get a stone 
key. Take the bible, and head back to the 
Countess. Have her look up the refer
ences you found on Don Carlos' tomb. 
You discover that there are more secrets 
in a well. Talk to Lopez about any wells 
on the property. Go back to where the 
hose enters the house, and get a 
dowsing stick from the tree near the 
window. Give it to Lopez. After a while, 
you'll find the well and descend down it. 
Look at the lion's head, and pull the 
tooth. Immediately step back, or you'll be 
crushed. Look at the exposed wall. Use 
the mirror on the shaft of light to illumi
nate the wall, and use the stone key on it. 
Go into the room . Watch more of the 
story unfold as you find the remains of 
the missing Vasconcellos children. 

Once you're back in Paris, you ' ll learn 
from Lobineau that the end of the trail 

rests in Scotland. George and Nico will 
set off, and you'll eventually end up on a 
train riding through the Scottish country
side. Get up and try to go out the door 
of the train. A conductor will come in 
and ask for tickets. Once he leaves, walk 
out the door. Walk to the left, and you'll 
meet Guido. You'll remember that the 
conductor reminds you of Eklund, the 
man who killed Marquet. Walk back to 
your compartment, and notice that Nico 
is missing. Go into the compartment 
with the two drunks, open the window, 
and climb onto the roof of the tra in. Go 

The Sword of Baphomet isn't a sword at all, and the powers it gives the user can create an empire. 
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to the right to the baggage car, and 
climb into it. As soon as Flap is thrown 
out of the car, pull the emergency brake. 
Talk to Khan . Try to leave the train, and 
then talk to Nico. Once she's untied, 
leave the train. 

Act 11: Scotland 
Go into the tower, and turn the handle 
on the wheel mechanism. Take the cog 
and spindle, and look through the rubble 
for all sorts of items, including a second 
cog. Put both cogs in the demon's eyes, 

and use the handle 
on it. Walk in the 
door, and then walk 
to the far end of the 
crypt. Watch the 
climax unfold. When 
Guido stops George 
and Nico from 
escaping, throw the 
nearest torch into the 
pile of gunpowder. 

Then sit back, 
and watch the Neo
Templars fail in their 
mission to take over 
the world. You're 
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Heroes of Might and Magic II 
Expert strategy for this award-winning strategy game! · 

On its easiest level, conquering Heroes II isn't too difficult, but on any 
other setting, you've got to know how to get the most out of what you're 
given, or you'll quickly find yourself at the mercy of your opponents. 
There are plenty of new strategies the Heroes II tactician must be aware 
of, and for this, needless to say, you've come to the right place. 

Getting the right mix and arrangement 
in your armies is of the utmost impor
tance. Keep slow-moving creatures close 
to your archers to protect them. Try to 
have some flying units to tie up enemy 
archers. Having an army with creatures 
from the same type castle helps improve 
morale. These are all 
basic techniques. 

More effective 
methods include com
bining two average 
armies into one, 
tougher army. You 
can engage the 
tougher army in battle 
while the other, now 
weaker army, can run 
off back to your castle 
or go stealing 
resources and grab
bing free units on the 
map or purchasing 
Medusas, Nomads, or 
other creatures within 
your range. 

One of the more 
finesse moves is 
when you have an 
open spot in your 
army. Heroes II gives 
you the ability to split 

any group in your army into multiple 
groups. For example, one group of 20 
Gargoyles can be turned into two 
groups of 10 Gargoyles. This is espe
cially effective when going after groups 
of archers, where a flying unit can tie up 
the archers and keep them from firing. 
After the battle you can always regroup 
them into one big unit again . A lot of 

people don't seem to be aware of this 
feature. It's accomplished by holding 
down the Shift key, clicking on the unit 
you want to split up, and then clicking 
on an open space. 

What to Build Next 

Developing your castles is a difficult bal
ancing act, what with all the different 
structures you can build in the begin
ning. You should of course be aware of 
what resources your castle needs and go 
after them. Unlike the original Heroes, 
some of the creature dwellings can be 
upgraded to provide additiona l abilities. 
You shouldn't always go after the 
upgrades right away. Occasionally there 
are structures on the map you can visit 
that will automatically upgrade some 
units, allowing you to delay the pur
chase of an upgrade. 

The Vampires are an exception, and 
should be upgraded ASAP. They are 
given a unique ability to regenerate lost 
lives by absorbing an enemy creature's 
hit points as they strike. If you have 
more than 20 upgraded Vampires, 
they're almost unbeatable. It will usually 
take advanced spells or a group of the 
toughest creatures to take them down. 

No Substitute for Experience ... 

Hero gains experi
ence. A Hero can 
improve in many dif
ferent areas like Spell 
Power (super-critical), 
Attack Skill, Mobility, 
and Knowledge, to 
name a few. This is 
accomplished in a 
combination of 
methods from gaining 
combat experience to 
stopping by structures 
on the map that pro
vide instant skill 
enhancements. 

If you're not in a 
money crunch and 
come across a trea
sure chest, you're 
given the optior,i to 
take the cash or 
accept the experience 
points. Always take 
the experience points. 
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There's nothing like an experienced hero. 
It can make all the difference in combat. 

One of the new attributes a hero can 
gain is Diplomacy. This increases the 
chance of random creatures on the map 
to join your army. Your Diplomacy skill 
can increase through experience, and it's 
a good one to have. With an expert 
Diplomacy skill you can try to go through 
just about any group of creatures, but 
you'll have to provide an open space in 
your army for this to work (another good 
reason to keep an open spot). 

;·,• 

... So Run If You Have To 

Probably one of the most important deci
sions you can make in combat is when 
to retre·at. It may seem like the cowardly 
thing to do, but by retreating, your Hero 
will immediately become available to 
purchase, along with all the experience 
and artjfacts they have gathered. 

In contrast to this, you don't want 
enemy'Heroes running away before 
you've -killed off all their creatures. The 
most effective method is to use a Blind or 
Paralyze spell on the enemy's final sur
viving l:lnit. This skips the enemy hero's 
turn and doesn't provide a chance to 
retreat.' You ' ll need to use the spells each 
turn until the enemy unit is wiped out. By 
doing this you'll gain more experience 
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Spell Casting 101 
There are numerous spells available in 
Heroes II, many more than in the orig
inal Heroes. Without good spells you're 
destined to fail. This means you'll need 
to develop your Spell Power and 
Knowledge as much as possible. The 
Spell Power increases the strength 
and/or duration of a spell while 
Knowledge gives your hero a greater 
number of spell points to use (each spell 
takes a certain number of spell points). 

Some of the new spells you'll find 
yourself (and your enemy) using a great 
deal are Chain Lightning and Steel Skin. 
The Chain Lightning strikes four units at 
once, and can even hit your own if 
they're too close. It's a vast improve
ment over the standard Lightning, but of 
course takes more spell points to use. 
The Steel Skin helps protect a unit by 
decreasing the amount of damage from 
enemy creatures. 

During battle you can right click on 
the enemy Hero and see how many spell 
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points he has remaining. If he's out, or 
almost out, you know he can't blast you 
with a high-level spell which allows you 
to use your spell power with impunity. 
Running out of spell power can also 
happen to you, so make sure you keep 
your spell points at their maximum. This 
can be done by spending a turn in a 
castle that has a Mage Guild or by stop
ping by wells, which are randomly 
placed throughout the map. 

The Open Seas 

A new feature for Heroes II allows you to 
gather resources floating in the ocean. 
You may want to buy a boat and get a 
Hero grabbing these goodies before the 
enemy does. The resources gained will 
often more than offset the cost of 
building a ship, and you'll have a Hero 
that can drop into enemy territory to 
steal other resources and mines. 

New Castle Techniques 

One of the changes to Heroes II is the 
size and features within a castle. If 
you're defending a castle you can now 
add additional towers to fire at the 
enemy each round. 

There's also a moat, which causes 
enemy units to stop before entering or 
exiting a castle (this doesn't apply to flying 
creatures). The moat can be especially 
effective if the enemy has slow-moving 
units and you can keep at a distance while 
your tower does some damage. Your 
castle is also equipped with a front door 
so you can go out and engage the enemy 
before the walls are destroyed, if need be. 
Another feature, once your castle is fully 
developed, is a Captain of the Guard. If 
you don't have a Hero defending the 
castle, the Captain takes over. He normally 
has very weak skills and low spell points, 
but he is capable of tossing a few spells 
on the enemy. 
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Rrchimedean nunastu 
How to deep six the enemy and win the game! 

In Blue Byte's futuristic sub simulation, Archimedean Dynasty, you're a 
hired gun entangled in a dire plot where you'll have to keep your 
friends close and your enemies closer as you navigate the murky 
depths of the world's oceans. But with this detailed walkthrough 
straight from the game's designers, you'll get the complete rundown on 
who you can trust as well as detailed instructions on how to win the 
game. One note: This walkthrough is designed to give you the shortest 
path to the finale - there are a lot of side missions that are not part of 
the main plot that will allow you to buy better weapons systems that 
could help you complete the game. Now suit up and prepare to get wet! 

··············---------------------------
Argentine Basin 

In the beginning, you will receive a mes
sage from Perry LaSalle telling you that El 
Topo, your boss, will be calling in a few 
minutes. Talk to a few other people 
around the station until El Topo calls. He 
will tell you to go to Vespucci and pick up 
Perry Lasalle and bring him to El Topo's 
asylum. Go to Vespucci, pick up Perry; 
while you are here, talk to all the people 
you can. It is important to note that how 
you treat people will reflect on you later 
in the game. If you mistreat someone, 
they may tell a friend and cost you a 
commission later on. Before going to El 
Topo's asylum go to the arms dealer and 
upgrade your sensors, your current 
sensor can not tell the difference between 
friend or foe until they fire at you! 

someone attacks you. Get used to it. This 
combat sequence is as simple as it gets. 
The enemy is directly in front of you, so 
just get him in your sights, lock the 
target, and blast him with your guns to 
complete the mission. 

TOPO'S ASYLUM 
Once at the asylum, go talk to El Topo -
the plot thickens. Your next mission 
from El Topo involves clearing garbage 
debris from two NAV points. Make sure 
to talk to the arms dealer before going 
on the mission to repair any damage 
done to your ship in the previous fight, 
then start the mission. 

CLEAR THE GARBAGE 
At NAVA, clear all the garbage. Part of 
the way through blasting the trash, an 
Anarcho shows up; do as El Topo 
demands and destroy him. Now do the 
same at NAV B - there may be another 
scout here, if so, destroy him as well. 

STRATEGY 

NAV Chas yet another Anarcho. They 
are becoming a nuisance in the area. Go 
there, and blast him. Mission accom
plished. Speak with El Topo again, and 
don't forget to repair and re-arm your 
ship with torpedoes if you used any. Try 
to save as many credits as possible; the 
more you save the better weapons and 
sonar systems you can get. 

PATROL EL TOPO'S ASYLUM 
At NAVA, you are instructed to go to 
NAV B, so do so. Kill any Anarchos you 
come across and head for NAV C. Once 
there, go north until you see three 
crawlers. Destroy anyone threatening 
them. At NAV D, you will be told to 
retreat to NAVE, since there is a base by 
NAV D that you cannot take out by your
self. At NAVE, you will meet up with 
two more of El Topos's boats. Follow 
your instructions and go with the 
bomber back to the Anarcho base (NAV 
D). Once at the base, you will be 
instructed to identify the communica
tions devices. One of the buildings is a 
communications center; select a 
building and get within 30 meters of it to 
identify it. Once you find the correct 
building, help the bomber destroy it, 
then get out of there! Back at the 
asylum, talk to El Topo. It now looks like 
it's time to go back to Vespucci, this 
time to stop some Anarchos from 
destroying it. Since the missions 
become more complex from here on, 
make sure to repair and re-arm your 
ship after each mission. 

DEFEND VESPUCCI 
At NAVA, find the crawlers and follow 
them as long as you are not told to go 
to another NAV point. In the mean time, 
several Anarchos will try to destroy 
these crawlers, so take care of them. At 
NAV B, you will find some more scouts, 
a tank and possibly a bomber. The 
scouts should be easy now, since you 
have encountered them before. 
However, the tank must be attacked 
from behind and is very fast, so you will 
need to do a lot of maneuvering. The 
bomber is tough; it is the first ship that 
you will probably have to use torpedoes 
on. Attack from behind - there are less 
gun turrets there. 

VESPUCCI 
At Vespucci, El Topo contacts you again. 
Now it's off to Entropoint II and points 
unknown. There are several side mis
sions you can try for more credits before 
you go; feel free to do so, the more 
credits the better. Talk to everyone here 
as well (it's a good general rule to do so 
anyhow), and then head to Atacama City. 
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Once you arrive in Atacama City, speak 
to everyone there - again, there is the 
opportunity for some side missions 
here. Repair and re-arm your ship and 
proceed to Scavanger. 

SCAVANGER 
In Scavanger, make sure you speak with 
Fuller in Garcia's Lounge, along with 
everyone else. Now go to Atacama City. 

ATACAMA CITY 
Once you arrive at Atacama City, speak 
with everyone then head towards Lima I. 
In Lima I, accept the mission from 
Vasquez, then head back to Atacama 
City and speak with Chris Kruegar. 
Watch the cut-scene, then you will be in 
Galapagos. After you' re done speaking 
with Chris Kruegar, speak with everyone 
else and head towards Mockturtle II. 

In Mockturtle II, you will have the choice 
of doing a side mission. After com
pleting it (if you accepted it, of course), 
make your way towards Mockturtle I and 
speak with lwan King, then hurry back to 
Styx to let Chris Kruegar know how your 
meeting with lwan King went, and speak 
with anyone else at Styx. Make sure 
your ship is repaired and re-armed, then 
dock and start the mission. 

FAKE ATTACK ON STYX 
Go to NAVA and wipe out two of the 
enemy ships. Move along to NAV Band 
engage the enemy until you are allowed 
to use the auto-pilot. It doesn't really 
matter how many ships you destroy 
here, the important part is that you keep 
them busy. 

After the mission, Chris Kruegar 
will contact you. Repair your ship and 
meet Kruegar on the Poseidon. Once 
there, speak with Kruegar again, then 
dock and start the mission. 
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Immediately f ind cover from the enemy 
bomber because those torpedoes can 
wipe you out quickly. Try and keep it 
occupied until reinforcements come, 
then proceed to NAVA. Once there, take 
out the bomber. Back on the Poseidon, 
speak w ith Kruegar. When he tells you 
to relax, repair your ship then go back to 
the crew room and speak with Kruegar 
once aga in. 

Atlantic Federation 
NEOPOLIS 
Once in Neopolis, go to the meeting 
room and speak with Franco Farelli and 
then make your way to Jules I. Once 
there, speak with Kross, then make sure 
your ship is repa ired and fully armed 
before the next mission. It is extremely 
hard - so beware! 

PIRATES IN GIBBS CANYON 
After reaching NAVA, continue down 
the canyon and cut your engines. Flow 
with the current unti l you slow down, 
then restart your engines. When you 
reach the base, find the gas tanks and 
search for the Helinox system tank. 
When you take that one out, all the other 

tanks will follow. After that, follow the 
pipes, and target and destroy the control 
unit. You need to take it out quickly. If 
you can find a ledge above the unit, the 
enemy gun towers might not be able to 
find you . This will make your task much 
easier. Make your way to Neopolis. Once 
there, speak with Franco Farelli and 
General Cox, along with anyone else 
you find . Again the opportunity is here 
to do some side missions if you choose 
to. Speak with the Mogh follower then 
go back to General Cox and let him 
know how the conversation went. 

DEEPDRAFT II 
Head to Deepdraft II and speak with the 
Admiral. Dock and proceed to Seacore, 
once there speak to Capt. Bullock. Here 
you ' ll find yourself in Limbo. Speak with 
everyone as usual. Go back into the 
crew room and talk to Franklyn . Then 
dock and start the mission. 

ATTACK ON FREIGHTER ISHTAR 
Head out to NAVA and identify the 
Ishtar. Retreat back to NAV Band escort 
the bombers there. Keep the merce
naries busy until the bombers complete 
their mission. Keep an eye out for the 
captain of the Ishtar. When he tries to 
escape towards the east, follow him and 
make sure his ship becomes disabled. 

SCRANAGER 
In Scranager, speak with everyone, 
especially the Brewmaster. Again there 
are side missions available here, accept 
them if you wish. The next mission 
described is the one from Franklyn that 
you have to do. 

ENTROX AGENT AT LIMBO 
Hurry to NAV B, get the enemies' atten
tion, and let them chase you back to 
NAVA. Engage the enemy there but 
stay close to the gun turrets, since these 
will help you with your attack. After the 
mission in Scranager, speak with the 
Brewmaster once more. Try and get him 
to help you capture Captain Sorrow. 
When you speak with Sorrow use the 
info that the Brewmaster gave you to 
persuade him to board your ship. If he 
refuses don't worry about it - you will 
just lose the bonus that Bullock had 
offered you, but that's a lot of credits to 
lose. Head back to the Seacore and 
speak with Bullock. 

DESTROY THE LOCK 
You need to take out the generator ASAP. 
Ignore all the enemies and fly straight to 
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NAVA. Find the generator and destroy it 
quickly. You need to meet the captured 
bomber at NAV B. Once you hook up with 
him, move on to NAV C and take out all 
the gun turrets. Escort the saboteur while 
he completes his mission. Stay very close 
to him and try and draw enemy fire away 
from him while he finishes his mission. 
After the pirate base is destroyed, you 
need to protect the Seacore from the 
remaining angry pirates. 

HELP SEACORE 
Stay close to NAVA and destroy any 
enemies you encounter. Proceed to NAV 
B and do the same, then move on to 
NAV C. Again, take out all the enemies 
and then make your way to NAVE. 
Escort the command bomber back to 
NAV D and take out any boats that 
threaten the command bombers. 

SEACORE 
After that, you will find yourself back on 
the Seacore. Speak with Bullock and 
watch the cut-scene. In Floating Bombay, 
you need to speak with everyone. Take 
any side missions that appeal to you. 
Make your way to New Babel and speak 
with Yallah Rangon. After speaking with 
everyone else, dock and go to the Star of 
Bengalia. Speak with Yallah Rangon 
once you arrive. 

PATROL STAR OF BENGALIA 
Patrol NAV B, then head to NAV C and 
inspect the paralyzed scout ship. Be 
careful - there are other enemy ships in 
the area. After destroying them, head 
back to NAVA and protect the Start of 
Bengalia against all attackers. Track down 
the remaining enemy ships at NAV D. 
Back on the Start of Bengalia, speak with 
Yallah Rangoon and make any repairs or 
upgrades to your boat that are needed. 

PROTECT THE 
BREATHING GAS TRANSPORT 
Meet with the squadron and follow them 
to the gas transport. Once there, escort 

the transport. When the strange ship 
attacks, wait for the other ships to dis
able it. Then hit it while it's paralyzed. 
After the mission, speak with Yallah on 
the Star of Bengalia. 

Once you arrive in Ajanta 11, speak 
with Admiral Peacock. For the next mis
sion, you need to load up on Flash Shark 
torpedoes. You might want to upgrade 
your torpedo magazine here as well; you 
will need a lot of torpedoes for the 
upcoming missions. 

BOARDING A BIONT SCOUT 
Hurry to NAV Band hit the mysterious 
Biont with your Flash Shark torpedoes 
until it's paralyzed. Once it's disabled, 
protect the specialist while it examines 
the paralyzed boat then escort them to 
NAVA. Keep the attacking Bionts off 
their backs. When trying to paralyze a 
Biont with the Flash Shark torpedo, try 
and get as close as possible to the Biont 
before launching the torpedo. 

Once the mission is completed, you 
need to go to Ajanta I. After arriving in 
Ajanta I, speak with Admiral Peacock in 
the destroyed hall. Dock and make your 
way to the Polar. Once there, El Topo 
will contact you. After speaking with 
him, talk to Admiral Peacock and watch 
the cut-scene. 

Tornado Zone 
MACHINA ANTARCTICA 
In Machina Antarctica, you need to talk 
to everyone before starting the mission. 

ATTACK ON BELLINGSHAUSEN 
This is a very tough mission, so make 
sure you are fully armed before 
attempting it. Take out all the scouts that 
are attacking the gas tanks. Find the 
command bomber, destroy it, and then 
finish off the rest of the Anarchos. 

MACHINA ANTARCTICA 
Back in Machina Antarctica, speak with 
Barhelm and then dock and go to Little 
Paris. Once there, speak with the beggar 
and everyone else. Dock and make your 
way to Entropoint Ill. Check in, and jump 
to Entropoint V. 

After you arrive, dock and move 
along to the Big Fat Mama. Make sure 
you speak with everyone on the Big Fat 
Mama. You need to gather all the info 
you can. Then dock and start the mission. 

ATTACK ON BLUE HAWAII 
At NAVA, wait for any enemy ships that 
make it through the mine field. One will 
try to escape back the way he came. 
Follow him, and identify the enemy 
freighter. Then return to the Blue Hawaii. 
Meet up with their defenses at NAV B. 
From there you need to take out the 
enemy tanks (cluster bombs are 
extremely effective against multiple 
tanks when they are grouped together). 
Then take out the enemy bombers. 
When you hit auto-pilot, select Deepdrift. 
In Deepdrift, speak with Santiago, talk to 
everyone else there, and then make your 
way back to the Big Fat Mama. Once 
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there, speak with Santiago again and 
make your way back to Deepdrift. Pick 
up Fritz Rasmussen, then dock and go to 
the Mole. 

GOTCHA 
You need to kill all the enemies in the 
area extremely fast, so use your torpe
does. Make your way to NAVA and 
finish them off. Once at the Mole, speak 
with Colosimo and start the attack on 
the Big Fat Mama. 

ATTACK ON THE BIG FAT MAMA 
Go to NAVA and take out the guard 
ships and escorts, then finish off the 
weapon transports. After that's done, 
hook up with the squadron at NAV C and 
take out the rest of the Guard ships. 
Back on the Mole, take the 5,000 credits 
that Colosimo gives you and, upgrade 
your ship as much as possible for the 
upcoming missions. 

CAPTURING BIG FAT MAMA 
Follow the bomber and clear the mine
field on the way to the Big Fat Mama, 
Protect the bomber as it boards and dis
ables the Big Fat Mama. Once it's dis
abled, finish off the remaining guards, 
After that is done, repair your ship then 
go take out Santiago. 

THE END OF SANTIAGO 
This one's pretty basic but very grati
fying. Take out the guards, then send 
Santiago to the Abyss where he belongs. 
Back on the Mole, after speaking with 
Colosimo, you need to speak with gen
eral Cox on the Triton. Dock and take 
care of Willy Boy. 

PATROL BIG FAT MAMA 
At NAVA, keep Willy's people from 
destroying the crawlers. When the attack 
wave from the south comes, stay close 
to the Big Fat Mama and destroy all the 
bombers who 
attempt to infiltrate 
the Fat Mama. Make 
sure you don't let 
any bombers slip by 
you when you are 
attacking other 
ships. It doesn't take 
long for them to 
capture the Mama. 
Once the bombers 
are taken care of, 
destroy Willy Boy's 
remaining ships. 
Once back on board 
the Triton, speak 
with everyone. Go to 
the weapon shop 
and make any 
repairs or upgrades 
as needed. Then 
dock and start the 
next mission. 

AVALON'S UNDER SIEGE 
Follow the canyon north-east until you 
get to the transport. Identify it, then take 
out the escorts. Once they are finished, 
wipe out the transport. Move on to NAV 
A, go straight up about 300 meters and 
kill the Moghs. 

After that mission, you will find 

yourself at Avalon, Make sure you speak 
with everyone there. Then dock and start 
the new mission. 

Clans Union 
THE MOGH BATTLE 
Once at NAVA, destroy all the Moghs 
while protecting the Freighter. Hurry on to 
NAV Band destroy the operations center 
as quick as possible, Move on to NAV C 
and meet up with the battle squadron. 
Take out all the Moghs in the area, and 
help the battle squadron destroy the 
energy supply. Once the mission is com
plete, speak with Admiral Cox when you 
arrive at the Triton. He will give you 

another mission, so 
make any repairs or 
upgrades, dock, and 
start the mission. 

THE SHOGUNATE 
IS ATTACKING 
Proceed to NAV A, 
and start destroying 
the enemy, When 
the Triton starts to 
have problems 
hurry to NAV Band 
protect it. Shoot 
down any torpedoes 
that are launched. 
Take out the enemy 
bombers first, then 
finish off the rest of 
the attackers. Back 
on the Triton, speak 
with Cox, repair 

your ship, then get back to the grind. 

A TT ACK ON TRITON 
Hurry to NAV B, and once there, destroy 
Alpha squadron (try and destroy the 
bombers first, it makes things a lot 
easier for you). Once Alpha is destroyed 
move on to NAVA. Destroy all the ene
mies that are attacking the Triton. Watch 
out for the bombers, Take out both 

waves of attackers. Back in the Triton, 
Major Lopez will tell you to meet him on 
the Polar. Speak with him and everyone 
else. Dock and start the mission. 

GUARD THE STRAITS AT SECTOR A 
At NAVA, take out any enemies that you 
come across. Hurry to NAV Band pro
tect the supply freighter. Go to NAV D 
and protect the freighter with the plans. 
Don't worry when the plans are stolen, 
just take out the rest of the enemies. On 
the Polar, you need to speak with 
everyone and upgrade your guns to 
plasma if you have enough credits. 

AKIRA'S SECOND WAVE OF ATTACK 
Hurry to NAV B, destroy the attackers. 
Make your way to NAV C and take out 
the tanks. When prompted, go to NAVA 
and protect the tank transport. Destroy 
all the enemies and remember to use 
the cluster bomb if you find a lot of 
tanks grouped together. Back on the 
Polar, a new ship awaits you. Go to the 
arms dealer and spend some credits. 
Make sure you load up on Flash Sharks. 
In the mission, find and paralyze the 
Biont scouts. Once they are disabled, 
destroy them. Don't worry about the 
Biont bomber. After the mission, re-arm 
your ship with Flash Sharks for the next 
mission against the bomber. 

AKIRA'S KAMIKAZE ACTION 
Head toward NAV Band take out the 
bomber's escorts. Then send the 
bomber to a watery grave. 

On the Polar, speak with everyone. 
Re-arm your ship with Flash Sharks 
again and proceed to NAVA. Use the 
Flash Sharks to paralyze all the Bionts. 
Once they are all disabled go back and 
destroy them. After that go and help the 
Shogunate warriors at NAV B. Do the 
same thing you did at NAVA: Paralyze 
and destroy the Bionts. 

After your return to the Polar, talk to 
everyone, then dock and free Hong Long. 
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Head out to NAVA. Once you pass it, 
cut your engines and let the current 
carry you. When the current stops car
rying you, restart your engines. Find and 
destroy the energy containers, then take 
out the Bomber of Zalman. 

Upon returning to the Polar, speak 
with Hong Long and Major Lopez. After 
that you'll find yourself in Svesda 
Wostock. Make sure you speak with 
everyone there. Be careful about which 
side missions you choose to accept. 
Upgrade and repair your ship as 
required, then dock and start the mission. 

ATTACK ON SVESDA WOSTOCK 
Meet up with the task force at NAVA. 
Proceed with them to NAV Band 
engage the Bionts. Once the freighters 
are attacked, hurry to NAV C. Once 
there, take out all the Bionts as quickly 
as possible (when fighting against a 
large number of Bionts make sure you 
paralyze all of them first - then go back 
and destroy them). Back on Svesda 
Wostock, speak with everyone. Repair 
and restock your ship with Flash Sharks 
and go start the mission. 

THE BATTLE FOR THE WATER WORKS 
You need to follow the Samuri. When 
you see the Bionts, engage and destroy 
them. Remember to paralyze them first, 
then go back and destroy them. Do the 
same thing to the second wave of 
Bionts. Once you return to Svesda 
Wostock, speak with everyone, then 
repair and rearm your ship. 

CHASE!!! 
Follow the rookies until you get to NAV 
A. Start attacking the enemy. Do what 
Ping says and hurry to NAV B. Once 
there, destroy all the Bionts. Keep an 
eye out for the rookies - if one gets in 
trouble, help him out immediately. 
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Remember, all the rookies must survive 
the fight. Once you arrive on the Polar, 
speak with everyone, then dock and go 
to the Challenger. At the Challenger you 
need to speak with Admiral Ping in the 
Shang Chang Long . Then dock and start 
the mission. 

BIONT ACTIVITIES IN 
THE MARIANAS TRENCH 
Meet up with the battle forces at NAVA. 
From there you need to move on to NAV 
B and identify the bomber's cargo. Then 
engage the enemy and protect the 
power plant. Keep the enemy busy until 
they give up and retreat. 

Back on the Challenger, speak with 
Admiral Ping. Then you need to dock and 
choose Progress. Once there, speak with 
the scientist and get 
all the information 
you can off him, then 
dock and return to 
the Polar. In the crew 
room on the Polar 
you' ll find Fritz 
Rasmussen; speak 
with him. After that 
load up on Flash 
Sharks then dock and 
start the mission. 

RECOVERING THE 
SEISMOBOMB 
You need to drop the 
water man off at NAV 
A. Once that's done 
engage the Bionts 
until the water man 
contacts you. Once 
the water man is 
ready, pick him up 
back at NAV A. 
Secure the bomb and 
hurry to NAV B. After 
completing the mis
sion, repair your ship. 

DEFENDING THE POLAR 
This one's fairly easy, all you need to do 
is destroy all the attacking Bionts then 
return to the Polar. Speak with general 
Cox and get ready for the next mission. 
It's one of the hardest yet. 

SECTOR B OF THE 1 ST RING 
You need to take out all the gun turrets 
first, then engage and destroy the 
enemy ships. Try and take out the gun 
turrets quickly because they are the 
main threat to the squadron. When 
engaging the Bionts make sure you 
don't get too close to the Biont battle
ships; their firepower is definitely more 
than you can handle. Help the squadron 
finish off the remaining Bionts. After 
returning to the Polar, speak with 
Admiral Cox. Rearm your ship and start 
the next mission. 

THE ATTACK ON SECTOR C 
Go to NAVA and help protect the Star of 
Bengalia. You need to take out the gun 
turrets first, then destroy the bombers 
and scouts. When prompted, head to 
NAV Band help destroy the remaining 
gun turrets and enemies. Some of the 
gun turrets are hidden behind the 
garbage, so you might have to clear 
some out of the way before you can get 
to them. 

THE TRITON ATTACK ON SECTOR D 
You need to protect the Triton at NAVA. 
Once that is done, move on to NAV B 
and destroy all gun turrets and enemies. 
Make sure you take out the gun turrets 
first, as they are more of a threat then 
the ships are. After returning to the Polar, 
speak with Hong Long. Then get ready 
for the penultimate mission. You might 
want to carry a few Big Bang torps for 
use against the Biont battleships. 

THE ATTACK ON SECTOR E 
You need to protect the Polar by helping 
bring down the battleships. Attack the 
battleship's gun turrets to draw fire away 

from the Polar. When 
Hong Long joins the 
battle, watch her back 
because she has to 
survive. Destroy all 
the enemies and gun 
turrets in the area. 
Back on the Polar you 
need to speak with 
Admiral Cox. Then 
make sure your ship 
is fully upgraded for 
the final battle. For 
this mission, you are 
virtually on your own, 
so here's a couple of 
hints: When taking 
out the many gun tur
rets, use the canyon 
walls for cover. If 
your shields are get
ting low, retreat and 
find a good hiding 
spot while they 
recharge. Good luck 
on this one - the fate 
of all of Aqua 
depends on you! 
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Readers· Requests 
You've got questions. We've got your answers right here. 

This month, we've received almost as many reader tips and strategies 
as we have reader questions. Either games are getting easier, or you 
readers are getting smarter! (We prefer the latter explanation). 

I've got a great tip for ya! Ever since I 
received the Daggerfall demo in the 
January issue, I have been playing it 
non-stop, and have found a very useful 
little bug (at least I think it's a bug). You 
know how handy it is to have a horse 
and cart? And how long it takes to get all 
the money to buy it? No more! All you 
have to do is go into any of the taverns 
that have treasure in the attic, then get 
the treasure and save the game. Now 
load your saved game, and the treasure 
will appear again. Do this for a little 
while and you've gained a sizable for
tune. After you've got all you can carry, 
go sell your stuff and buy a horse and 
cart, then you will be able to go back to 
the tavern and fill your cart up with all 
that gorgeous loot! By the way, you can 
get rid of all that junk that nobody buys 
at the antique store in Betony. 

- Joshua Condon, Brodhead, WI 

That's good use of a built-in bug of the 
game, Joshua. It also works in the full 
version, and in other cities besides 
Betony. Of course, there are other ways 
of making money quickly, as we've 
heard from many readers, including the 
tips outlined in the following letter: 

Here's a tip for getting a ton of gold 
quickly in Daggerfa/1. All you have to do 
is enter a shop of your choice, and loiter 
there until the shop closes. Although the 
shopkeeper still appears to be watching 
you, simply saving and reloading your 

game will make him 
disappear. 

Then you can 
clean out the joint 
without incurring the 
wrath of the city 
guards, because you 
didn't actually break 
in! If you choose the 
shop wisely, you can 
even steal a horse 
and cart to help you 
load up on the loot. 
Then, if you like, you 
can go to other shops 
in the city and try 
your hand at 
breaking into them. 
Save your game 
before trying the 
lock, and if you don't 
pick it successfully, 
you can reload and 
try again. If your pick
lock skills are too 

low, try using an Open spell. The next 
morning, you can even sell your items to 
the shopkeepers you stole from (keeping 
the good stuff for yourself, if you need 
it). Keep this up, and you can build a for
tune overnight! 

- Tony Sanchez, Omaha, NE 

Who says crime doesn't pay? 

Crusader: No Regret 
This tip will give you all inventory items, 
and a special bonus, without cheat 
codes. The secret area is located at the 
end of the mission where you are 
required to destroy the ore separator. 
When you get to the ore separator, and 
before you drop a fusion pack into it, 
cross the conveyor belts and follow the 
path until you reach the health regener
ator. If you walk west along the wall to 
the north of the regenerator, you will 
trigger a floor switch that opens a wall 
panel leading to a teleport pad. Use the 
teleport pad. This will take you to the 
secret area. No need to be cautious; 
there are no enemies here. 

Follow the path south until you 
reach the ever-so-deadly Dicor and toilet 
bowl pile, and follow the path East. 
When you reach a junction in the path, 
follow the path to the North. Here you 
will find every weapon, shield, power
up, and device available in the game. 
Take all you can! Next, follow the path 
back to the junction, and follow the path 
to the East. Keep going until you reach a 

door. Enter and enjoy one of the game 
designers' Easter eggs; a demon will rise 
out of a pentagram on the floor and say 
"I've waited a long time for this, 
Crusader." Next, a picture (one of the 
designers) will appear at the top of the 
screen and you will hear, in his best 
southern preacher voice, "You will not 
succeed-uh! " At this your crusader will 
blow the demon away. Have fun! 
- Jason Goldberg, North Hollywood, CA 

That's a pretty fun tip, Jason! It's always 
nice when players can find those extra 
little tidbits that the programmers left 
behind when they made the game, espe
cially when they're things that have 
nothing whatsoever to do with the plot! 

Space Hulk: 
Vengeance of the Blood Angels 
I must point out just how right you are in 
your wunderbar strategy guide to Space 
Hulk: Vengeance of the Blood Angels. 
Although you provide admirable specific 
information on the missions, I have 
some tips that may be useful in general. 

My first pointer is a formation to 
use in situations where you must have 
your whole squad in the open. With all 
bolters, of course, a line abreast will 
work fine, but with more diverse 
weapons, protection for the weak is crit
ical. For instance, in the Great Hall mis
sion, I array my troops like this: from 
right to left; Claws, Bolter, Cannon, 
Bolter, Cannon, Bolter, Claws, with the 
two flame units standing behind the 
group. The close combat terminators pre
vent the enemy from flanking, and the 
mix of fire in front lays waste to any 
frontal attack. This strategy can also be 
adjusted to conserve ammo by moving 
the assault cannons back and closing 
ranks in front. It is also extremely stable 
when advancing, and quite easy to turn . I 
suggest you personally occupy the flank 
guard who is in the most danger, fol
lowing this advice on close combat: The 
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Space key strikes or parries with the 
power-glove or the left hand weapon 
(both hands, with claws, and right 
hammer w ith the Thunder Hammer, and, 
in some cases, chain fist or sword). The 
Tab key parries or strikes with the ranged 
weapon up close (parries with claws and 
raises shield w ith hammer) . Contrary to 
the manual, you can kill your opponent 
by pressing Tab; it simply uses the less 
effective weapon. A good strategy is to 
use both buttons at once until the stealer 
readies a claw. Then, respond with the 
weapon on the same side as the pre
pared strike. This will either parry the 
blow or slay the genestealer. 

I've found that you can never get 
enough practice in close combat, so I 
suggest starting each serious playing 
session with several "warm-up" mis
sions, usually single trooper historical 
missions, to get your timing down. After 
all , this is a game, dammit, and you can't 
afford to lose! 

- Ari Samsky, Brookfield, CT 

That's some sound advice, Ari. Knowing 
your enemy and arranging your troops 
correctly is essential to any battle cam
paign. And those genestealers are some 
nasty opposition! 

Conquest of the New World 

Here's some tips on how to win 
Conquest of the New World. When you 
get your first ship, explore the coastline 
about two turns in each direction. Look 
for a forest, but if you can't find one it's 
okay. Just don't go more than two turns 
in each direction, otherwise you end up 
behind the other players. Find the best 
sight from what you explored and land 
your crew. 

Remember to build the colony on 
the coast. When you first get your settler 

PC 6RHER Rpril 1997 

and found a colony center, build as 
much housing as needed to house your 
colonists, then build a farm, three to 
four mills, a dock, two to three metal 
mines, and a church or two. Then buy 
two goods and build a commerce. 

When you 've got that 
done, make any building 
that you need to produce 
vital resources. However, 
on each turn, expand to 
the limits of your resources 
or size of your workforce. 

Trade any resources that 
you aren't going to use for gold, 
and built two to three forts in your 
colony. Always keep at least one leader 
at full strength in your colony. Upgrade 
buildings as soon as you can and recruit 
new settlers as soon as you can, even if 
they're level one, until you have four to 
five colonies, then start developing 
them. Remember to build your colonies 
on the coast. When recruiting leaders, 
have the leader be able to control 13 to 
14 units and seven 
to eight attacks. 
Transfer goods to 
your new colonies 
to help them 
develop and 
remember to keep 
at least one leader 
in each colony. 

Battling Native 
Indians isn't the 
hardest aspect of 
Conquest of the 
New World. 
However, the fol
lowing strategy 
works very well , 
especially when 
you're outnum
bered. Equip your 
leader with six cav-

airy, and three artillery and infantry. On 
the battlefield , move the cavalry to the 
second square in the left and right 
columns. Move the artillery into the flag 
square and move the infantry behind the 
cavalry. When the enemy comes 
between the cavalry, shoot at them with 
the cavalry and artillery. Then the enemy 
will start to withdraw as you begin to 
pick them off one by one. 

Battling European forces is harder. 
Equip the leader mostly w ith artillery 
and cavalry. Move the cavalry into the 
second square of each column. Move 
the artillery behind the cavalry and just 
start shooting! 

Don't declare independence if 
you're on unfriendly terms with a player, 
because then you ' ll have to battle your 
mother country and the other player will 
probably attack you . When you are 
ready to declare independence, make 
sure you have a big army, a healthy 
amount of gold, and that your colonies 
aren't dependent on the mother country 
for food or some other goods. 

Remember to build a navy also. 
One or two fleets are fine . Equip each 
fleet with about eight sh ips. Build one to 
two fourth level ships, one to two third 
level ships, and four to six second level 
ships because they're good fighters . 

To attack other colonies, you 
should use a spy to find out how many 
military units are in the colony. Then 
take two or three leaders and put them 
on ships. Move the whole fleet to your 
enemy's colony and destroy ships 

around the colony to cut off support 
from the sea, but keep ships that 

are carrying troops out of 
combat. Then raid the colony 
with one leader to weaken the 

colony, and then attempt 
to capture it with your 
other leader. 

- Peter Kuchnio, 
Oakville, Ontario, Canada 

Thanks, Peter! Anyone having a hard 
time with Conquest of the New World is 
sure to get some value out of those tips. 
And congratulations, you 've won the Tip 
of the Month award this time around. 
Expect to see some Gaming Goodness 
come your way soon! Thanks to 
everyone who sent in tips and cheats. 
Keep 'em coming! 



How the future is played 

''This isn't just a game, it's an 
exhilarating quest through time.'' 

Overall Rating 93% 

11 lt's like Civ 2 on steroids." 

11 1f you enjoyed Civilization 
even just a little bit, 

I think you1l love Destiny." 

Visit the Interactive Magic Web site at 
www.imagicgames.com for more information on a Destiny 

Contest where you can win $5,000 in cash! 

"New features like local governors, enhanced 
graphics and more control over resources 
make Destiny a must have." 

- Mark Tisdale, Destiny Scholar 

"The amount of detail in the Discoveries is 
amazing; everything from primitive carving 
and secret elections to nuclear engines and 
satellite tracking." - Jim Pedicord, Destiny Tutor 

"What has impressed me the most about 
Destiny is the exceptional support of the 
product. The responsiveness of the develop
ment and support team is remarkable." 

- Bob Viener, Destiny Tutor 

The Destiny Academy is up and running 
on the I-Magic Web site! The Destiny 
Academy was created by and for gamers. It 
is a special place on the I-Magic Web site 
where gamers share hints, tips and ideas 
about Destiny. Visit the Destiny Academy at 
www.imagicgames.com for daily hints and 
tips on game play and to leave messages! 

01996 lnteracliYe Magi<. lrx.~I riljhB """"1 Destiny is a tradema~ of lntNactiYe Magic.In<. 
All other tr~emarts are the property of their pe-0spe<1ive OWOffi. 

Product Information Number 184 

P. O. Bo x 1 3 49 1 Re s earch Tr i angl e Pa r k NC 277 0 9 www.imagicgames . com 

F o r more info r mation call 1-888-232-5836 



Cheaters· Corner 
Admit it; you're proud to be called "Cheater, cheater, pumpkin-eater!" 

There's nothing like dusting off an old favorite and playing it all over 
again - especially if you can cheat. So, this month, we give you the 
secrets to U/tima Underworld, a way to have invulnerability in Apache, 
and other cheats for some of your favorites. Happy gaming! 

Having a rough time surviving the obsta
cles set before you by your alien 
taskmasters? Staying alive gets tough 
when just about every object you 
encounter seeks your blood. For those of 
you who have found the challenge of 
Sierra's new action game a tad high, we 
managed to locate several codes that 
will ensure your victory over your jailers. 
Just hit Enter before and after typing in 
these codes, and you ' ll be home free. 

COLE - 100 Health, All Weapons, Full 
Ammo and Invulnerability. 
TREVOR - All Weapons and Full 
Ammo 
INVINCIBLE - Invulnerability 
SNELLINGS - 100 Health 
BLUE - Changes player color to Blue 
AVACADO - Changes player color to 
Green 
OCHRE - Changes player color to 
Brown 
VINCENT - Changes player color to 
Gray 
SAGE - Changes player color to Bright 
Green 

Rpache 
Flying the unfriendly skies can really 
make staying airborne a challenge. With 
missiles flying, shrapnel screaming by, 
and more enemies in the air than you 
have ammunition, keeping your ship 
from careening into the ground becomes 
a battle of reflex and smarts. Just when 
you thought it was getting impossible, 
though, we sent out our crack team of 
experts to uncover the secrets of 
longevity in this war-torn game of sur
vival. What we came up with was a way 
to maintain unlimited ammunition and a 
force of invulnerability that the opposi -
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tion will never puncture. The key to this 
awesome power is as simple as creating 
a new pilot and giving him the same 
name as one of the designers, Monty 
Barrymore. Then the next time you take 
to the clear blue yonder, your enemies 
will quake, and your m issiles w ill fly 
with fury. 

Ultima Underworld 
Sure, it's an older game, but sometimes 
those are the best games to have and 
play. And Ultima Underworld definitely 
fits in that category. Whether you like the 
roleplaying elements of the whole Ultima 
series, you ' re a fan of Lord British, or 
you just like first-person dungeon explo
ration games, this one has it all. From 
mystical magic to melee mayhem, 
Ultima Underworld is a PC Gamer 
favorite. So when we came across these 
dusty cheats hidden away in a cubbyhole 
down in the basement, we couldn't help 
but to make sure everyone has them, if 
for no other reason than to inspire 
gamers to load up the fantastic t itle and 
give it another whirl. So, without more 
ado, the Ultima Underworld codes. To 
use them, just press and hold F10, and 
then hit one of these letters: 

G - Unlimited Strength 
I - Increase Light 
Z - Stop Time and Monsters 
W - Jump to the Next Level 

Fire Fight 
When it's time to clean up a mess, who 
better than someone with enough fire
power to clean out an entire planet? It's 
not an easy task, though, 
picking up after those 
that go against the 
wishes of the Phantom 
Council , so it's always 
helpfu l to hide a few 
tricks up your sleeve for 
those occasions when a 
couple of key presses 
open a world of possi
bility. With these cheats, 
you can waltz through 
the missions in Fire Fight 
like the wind through a 
planet-wide forest fire. 
To use them, press C, 
W, and the plus (+) key 
on the number pad all at 
the same time. When the 
female's voice says 

"Cheater," well , you ' ll know it worked. 
Then, pressing F12 will give you the 
cheat menu, where you can use such 
fine functions as invulnerability and 
unlimited weaponry. 

CqberGlndintors 
When the never-ending battle between 
the Gy Djin and the Alliance rages on, 
it's always handy to have a few cheat 
codes to keep you warm at night. The 
codes are tricky to use - enter them at 
the fighter selection screen, and you 
have to enter them just like a move in 
the game - quickly and accurately. 
However, the payoff is great! Of course, 
you can find these codes yourself if you 
finish the game without using a 
Continue, but hey, taking out Carnig ore 
or Shrapp is one tough cha llenge! If you 
enter the codes correctly, you 'l l hear a 
nice ka-boom. 

U,D,U,D,U,D,L,R,L (W,S,W,S,W,S,A ,D, 
A on keyboard for Player 1) - Unlim
ited Continues 

U,D,PK+SK (W,D,J+L on keyboard for 
Player 1) - Disco Mode 

U+L,U,D,D+R (W+A,W,S,S+D on key
board for Player 1) - Limb Loss 

BOSS CODES 

Highlight Psyclopps and enter 
PK,PP,SK,PP (J,l ,L,I on keyboard for 
Player 1) - Fight as Shrapp 

Highlight Carnigore and enter SK,PP,PK 
(L,l ,J on keyboard for Player 1) - Fight 
as Carn igore 
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•Pentium 133 MHz 
• 16M RAM 
• 1 .6 Gigabyte HD 
•8x CD ROM Drive 
•33 .6 Modem 
*monitor sold seporotely 

CALL US NOW 

FOR A FREE CATALOG! 

1• 800• 864• 8334 

• While supplies last. Shipping charges apply lo free offers. 
··orders received as late as 9:30 pm (CIT) for 2nd day air. 

Coll for other deadline limes. 

COMMAND & CONQUER RED ALERT: In this C&C alternative Red Alert 
history of WWII, the Nazis never come to power & WWII 53328 

is a battle between the Allied & Soviet forces. Slam Scape 
SLAM SCAPE: This first in a series of MTV Music Games puts 53123 
fast action gameplay inside an interactive soundtrack by the 
up-and-coming alternative band God lives Underwater. Circle of Blood 

CIRCLE Of BLOOD: You must discover the identity of a 
53137 

smiling assassin, recover a manuscript written by the z Combat 
legendary Knights Templer & uncover its mystical secrets. 50279 
Z COMBAT SIMULATION: Command your squadron of 
robots into enemy territory & try to capture all the 
enemy Hags. 
DEATH DROME: Eight players ride special runners, battle 
in gigantic arenas & shoot & kill opponents to move to the 
next level. Reach your kill gool in all eight arenas & 
gain your freedom. 
LITTLE T HINGIES: Embark on a quest for coolness by 
helping Beavis & Butthead avoid things that suck & 
find things that are cool. 

MATHEMATICS : You'll find a self-paced, self-help tutorial in 
over 250 key subject areas. With an emphasis on learning by 
doing, it allows students to progress at their own pace. 
MATHEMATICS II: 4 CD set includes Calculus 1, Calculus 2, 
Differential Equations, Probability & Statistics. The complete, slep
by-step learning solution for the advanced mathematics student. 
SPANISH 4-CD Box SET: Comprehensive tutoria ls in 
vocabulory, pronunciation, verb conjugotion, translation & 
sentence structure with over 2 hours of video cooching. 

SCORCHER: Screaming through a white-knuckled world of 
shadows & danger, you must pit your skills against a pock 
of high-speed rivals where ultimately, only one will survive. 
AMOK: With the best graphics, fastest gameplay & 
most diverse reployability in its genre, this 3D shooter 
puts you in control of a hi-tech battle mech . 
AREA 51 : As a soldier in the elite S.T.A.A.R. forces, you 
must penetrate al ien forces at Area 51 & eliminate the 
threat of the deadly al ien infection that has spread 
through the base. 
SPQR: Welcome la Rome, 205 A.D. & the empire's 
darkest hour. As a gihed inventor's apprentice, you must 
discover the identity of a saboteur. Succeed & the 
Empire is saved. fail & it's straight lo the Dark Ages. 

~~30~er $46 (f- tri~4s45 
Area 51 $23 !!.!.'!!!!!!!.! SPQR $46 
51974 54532 

Death Drome 
53126 

Mathematics 
47411 

Spanish Set English Set 
49474 49477 

YouR ~ 33 
CHOICE ~ 

SfJbFSOURCE" 

UL RIPKEN FANTASY 
BASEBALL 
by Fantasy Sports 
Allows fantasy baseball 
commissioners to set up 
& run fantasy baseball 
leagues with schedules, 
scoring & more. 

56900 s24 
MAGIC THE GATHERING 
by Acclaim 
A spellbinding ~ssey 
that brings the wizards 
& creatures of Corondor 
to life in a maelstrom of 
real time strategy & 
network dueling. 

53003 s40 

Business Hours: Mon-Fri 8am-1 0pm; Sat 8am-5pm; Sun 12pm-5pm. 
Special offers, item availability and prices may vary 

according to format and ore subiect to change without notice. 
All prices in U.S. dollars. Not responsible for inadvertent 

Mail Orders to: 800 United CD ROM Drive, Urbana, IL 61802 

CONTACT us! 
errors. 

.Au.Mu:>R.Qaar CompuServe: 76043, 1605 
America On-Line: UNITEDCD 
BBS 1-2 17-352-9654 

http://www.uni tedcdrom .com 
Fax back 1-217-352-8123 
Fax orders l -217-337-8531 

You've just entered 
"Collision Town• & the ! 
world of a psychotic 
overlord who lives lo 

41

0

~ 

engage lost motorists 
in a deadly game of i: 
cat & mouse through ~; 
the mazes of _ 
Collision. 

52407 s43 

GLI DER 4.0 
Start with a paper 
airplane & an erie 

old house & Ay your 
Glider from room ta 

room avoiding a 
wild collection 

of obstacles. 

SCREEN GRAZERS ACCTRACT 
The milk carton design Open invoicing, billing, 
& 14 animated screen accounts receivable & 
saver themes with cows inventory & inventory 
moving smoothly tracking sohware 
against detailed lull package for small 
color back-

1111 grounds pro 
vides hours of 
enterta inment. 

*27 57180 

VIRTUAL SQUADRON 
by Microstor 
Add on for MS Flight 
Simulator for Windows 
95. All of the thunder
birds, past, present & 
future. Detailed & hi~ 
torically accurate. 

56044 s26 
SIMULEYES 
by Slereogrophics 
Transforms your com
puter into a stunning 
environment for 3D 
games & multimedia 
sohware. 
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Li 
he buzzing in our 

heads is getting 

louder and louder, 

which can only 

mean that the big 

Spring/Summer Games 

Slump is right around the 

corner. We may have to 

expand this Letters section 

to around 30 pages just to 

make up for the lack of 

new games to review and 

preview, so please keep 

those letters and E-mails 

coming! We're counting 

on you, dear readers, to 

sustain us through those 

gaming dry spells. 

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 

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

One day I overheard some of my 
friends talking about games based on 
movies, and they all seemed to be in 
agreement that it was a bad idea. After 
more time and investigation, I found 
that more than a few people think it is a 
really bad idea. 

Well, I have some points to make: 
If it weren't for movie-to-game conver
sions, you could kiss a lot of LucasArts 
software goodbye. All of the Star Wars 
games developed by LucasArts have 
been top-notch stuff. I don't hear a lot 
of people complaining about TIE 
Fighter, Dark Forces, or the upcoming 
X-Wing vs. TIE Fighter and Jedi Knight. 

And what about the Terminator 
games? Terminator: Future Shock was
n't a bad title, and SkyNET looks fabu
lous. And what about Dune? Would we 
have seen Command & Conquer if 
Dune II hadn't come first? I doubt it. I 
think the answer to making successful 

games based on movie/book/television 
licenses is to take only the bits you find 
interesting for a game and use them, 
and leave out all the stuff you don't 
need. If people were really looking to 
see that much of the movie in the game, 
they could rent or buy the darned 
videotape. 

- Allan Spears, Ajax, Ontario, Canada 

Allan, it is true that a handful of really 
good games have been based on movies, 
television, or books, but they're still the 
exception that proves the rule; for every 
Dune II, it seems like there are at least 
two Judge Dredds. You're right, though, 
that the best tie-in games don't make the 
mistake of hewing too closely to the 
movies they're based on; you won't find 
Han Solo or Luke Skywalker anywhere 
in TIE Fighter or Dark Forces from 
LucasArts - instead, what you'll find is 
a game that captures the flavor of the 
Star Wars movies without trying to 
reproduce specific elements from the 
successful films. 

Adventures in Text 
One of Michael Wolfs recent columns 
discusses the adventures of old. I must 
say that, even in the days of text adven
tures, there was some utter crap on the 
market. These days (or at least before 
Myst), you might have to try to use 
every object with every other object to 
get ahead, but with some text adven
tures - even when you knew which 
objects went together - you had to find 
just the precise words the game's 
designer had in mind. 

And I'm not entirely sure that a 
good story line is what new games are 
missing. I mean, you can' t say that the 
story line of Monkey Island was a work 
of art. But Monkey Island was a lot of 
fun, and it had some original ideas in it 
(the insult fights were great). Perhaps 
that's one thing that's missing - many 
new adventure games prefer horror 
over humor. 

And I'm not really against techno
logical development. In fact, games run
ning at 320x200 now seem less playable 
to me. I think that the main problem 
with technology is that you have to 
work much harder to produce a high
technology game than a simple one. 
With a text adventure, all you need is a 
good parser and a lot of imagination. 

Problem is, I'm not sure I'd want to 
go back to the days of text adventures 
- unless, perhaps, someone creates a 
real artificial-intelligence parser that 
will not tell me "there is no tree here" 
when I type "climb tree" in the middle 
of a forest. 

- Eyal Teler, via the Internet 

Well, Eyal, no one really wants to see a 
return to text adventures; it's the quality 
of those old games that we miss. You 
said it yourself: a text-adventure 
designer had to rely on his imagination 
- and the gamer's, too - since words 
were the only tools he had for creating 
the game's images. These days, too 
many games seem to replace imagina
tion with technology, resulting in too 
many adventure games that look and 
feel just like the last. 
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Generallu Frustrated 
Mr. Trotter's declaration that Fantasy 
General has the toughest AI really struck 
a nerve with me. I agree, though I suspect 
that it has more to do with SSI's numskull 
campaign design. What the hell were 
theythinking?Thecampaignisdown
right unwinnable. 

I win all the time in Panzer General 
and Steel Panthers, but I find myself get
ting killed on the third isle of the Fantasy 
General campaign. I have a magnificent 
army - many of them with five shields' 
of experience - and I find myself strug
gling to survive in the scenario "The 
Serpent's Cauldron." It just can't be done. 

Tell me, were the designer's think
ing: "Okay, it's fantasy; let's add some 
respectability by throwing killer odds in 
the campaign"? Nothing is more frustrat
ing than defeating the enemy in 20 bat
tles, and seeing little impact upon the 
enemy. Where the hell is the enemy get
ting more and more (and better and bet
ter) units as the campaign drags on? And 
why the hell does the Shadowlord win if 
you've lost one battle? What, one battle 
and you lose the war - despite winning 
20 in a row? Utter nonsense! 

SSI had better make a patch for 
Fantasy General, or this old grognard will 
wait for a cold day in hell before buying 
another product. I love SSI, but I'll be 
damned if I'm going to pay 60 bucks just 
to fail constantly. 

- John Psinas, Montreal, 
Quebec, Canada 

Believe it or not, John, the campaign can 
be won; it's just very hard, and it can take 
forever. Maybe the Fantasy General vet
erans out there have some tips we can 
publish in the Strategy section. What 
about it readers - do you have any tips 
for John? We're keeping our eyes peeled! 
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Polugons Revealed! 
I'm just writing in on a whim, but this is 
important to me: I'm aware that a lot of 
people (all of them non-programmers, 
and most of them under 13 years old) 
have been getting the illusion that a 
polygon is a three-sided, three-dimen
sional figure. They're totally confused! 
A polygon, as any programmer like 
myself knows, is a two-dimensional fig
ure; such as a triangle or a square. The 
complex 3D "polygon" characters in 
games like Mech Warrior 2 and Tomb 
Raider are actually a intricate bunch of 
polygons (2D figures) that are joined at 
the edges. Maybe I'm wrong, and all the 
polys I create aren't messing up kids in 
geometry class, but I thought I'd set the 
record straight anyway. 

- Nicholas J. Porter, via the Internet 

Madden Revisited 
I'm writing in response to your review 
of John Madden NFL 97. I love the 
game and think it's great. I wanted to 
address the problem you had with the 

high scores and excessive yardage 
allowed in a game. Almost every foot
ball game I've ever played, whether it 
was on Nintendo, Sega, or the PC, 
allowed excessive yardage and points . 
Two things cause this: First, since a top 
view, or at least a distant view, is 
needed to see the whole field at once, 
the players have to move at higher 
speeds than in the real world, or the 
game would seem sluggish. Didn't you 
notice that you can run 60 yards in 
about 3-4 seconds? 

Second - and most important -
look at the play clock when you snap 
the ball. It's probably around 30-35 sec
onds. It takes much longer to get a play 
from the coach's booth down to the 
sidelines, onto the field, and ca lled in 
the huddle than it does for you to pick 
one on a computer game. In the NFL, 
the ball is usually snapped with 5-10 
seconds left on the play clock. That's a 
huge difference. To get more realistic 
results, either let the play clock run 
down, or adjust the quarter length to 
five minutes. 

- Stuart Rodda, Richmond, VA 

Thanks for the tip! 

Sex! Sex! Sex! 
I have something to address regarding 
computer games: sex. I feel that games 
don 't need sex unless it is used as a part 
of the plot in a game, such as Sierra's 
Leisure Suit Larry series. In those 
games, sex is used in the puzzles and as 
a vehicle for humor. But most games 
that contain sex (or use sex to lure us 
into buying them) usually aren't good 
games anyway - like Catfight - so 
what's the point of blatantly exploiting 
the sexual angle? Even Duke Nukem 3D 
has sex, yet it is very mindless. Oh, 
what fun to watch the strippers! Game 
companies that use sex to make a buck 
aren't very smart. Let's hope gamers 
won't be sucked in by their tricks. 

- Patrick Ratanpunna, Norcross, GA 

Heh-heh. He said "sucked." 



You can reach the 

largest job search 

service dedicated to 

the computer professional. 

At home. On your computer. 24 hours a day, 

7 days a week. DICE has contract and full-time 

listings for Programmers.Analysts and Technical 

professionals to fill open positions for companies 

nationwide. 

What's even better - we're FREE, pro

viding detailed information so you can find the 

right contract or full-time position in your area 

AND your area of expertise. Take a look for 

yourself. Please contact DICE by calling any of 

these access numbers, using your computer & 

1200-28.8 baud Modem, 8-N-1. 

California 408-737-9339 

Georgia 404-523-1341 

Illinois 708-782-0960 

Iowa 5 I 5-280-3423 

Massachusetts 617-266-1080 

New Jersey 201-242-4166 

NewYork 212-482-4887 

Texas 214-691-3420 
Virginia 703-560-8152 

Internet telnet dice.com 

www.dice.com 

DATA PROCESSING 
I NDEPENDENT 
CONSULTANT'S~ 

EXCHANGE. 

Oon·t gamble with qour job search. Use DICE. 



U N I V E 1 R S I T Y 
Advancing Computer Technology 

(FORMERLY CAO INSTITUTE) 

Call Today for Information 1-800-658-5 7 44 
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Welcome to the AICS Virtual Campus 
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Product Information Number 234 MARl<ETPLACE 
W will beat d 

e co,ifirme 
anY Price!!! JP]RJI IE WAJE fl roudMember 

V o/the Better Business 
e e~© -B---ureau! ....... !! ........ 

We buy and trade New 
and used memory!!! 

HARD DRIVES 
QUANTUM 

QTFB640A 640MB IDE 
QTFB1280A I .2GBIDE 
QTTM1700A 1.7GB IDE 
QTFBTM2110 2.1 GB IDE 
QTTM2110S 2.1 GB SCSI 
QTAT34300SW 4.3GB W-SCSI 

$ 145. 
$2 19. 
$237. 
$280. 
$333. 
CALL 

SEAGATE 
ST3630A 630 MB IDE $140. 
ST3850A 850MB IDE $148. 
ST31081A 1.08GB IDE CALL 
ST31276A 1.2GB IDE $2 10. 
ST32521A 2.5GB IDE $285. 
ST32550N 2.5GB SCSI $730. 
ST15230N 4.2GB SCSI $ I 095. 
ST19171N 9. 1 GB UFS 3 CALL 

WESTERN DIGITAL 
WDAC2850A 850MB IDE $168. 
WDAC212000 1.2GB IDE $2 13. 
WDAC21600 1.6GB IDE $246. 
WDAC22100 2. 1 GB IDE $299. 
WDAC32500 2.5GB IDE $3 19. 
WDAC33100A 3.1 GB IDE $379. 

1 - 800 - 501 - 2770 
CPU'S 

Intel Pentium 
P-PRO 200 $CALL 
P-PRO 180 $CALL 
P-PRO 150 $CALL 
P-200 $495 . 
P-166 $399. 
P-150 $299. 
P-133 $236. 
P-120 $145. 
P-100 $ 140. 
P-75 $ 135. 
486 DX4-100 $89. 
486 DX2-66 $69. 

Cyrix 
686- P166 
686 - PlS0 
686 - P133 
686 - P120 

' .. 
' .. 
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MODEMS 
U.S. Robotics 

Sportster 33.6 Int. VOICE. $172. 
Sportster 33.6 Ext. VOICE. $195. 
Sportster Data/Fax Int.. $ 159. 
Sportster Data/Fax Ext. $ 174. 

Dzamon 
Stealth 64 4MB VRAM $230. 
Stealth64 2MBVRAM $ 159. 
Stealth 3D 2000XL $129. 
Stealth 3D 3000XL $185. 
Edge 3D XL 1MB $195. 
Edge 3D XL 2MB $309. 

Matrox 
Millenium 2MB W /RAM $2 10. 
Millenium 4MB W/RAM $305. 

CD-ROM DRIVES 
Toshiba 8X IDE $135. 
Mitsumi 8X IDE $125. 
Mitsumi 6X IDE $78. 
Mitsumi 12X IDE $149. 
IBM 6X IDE $99. 
All lOX / 12X CALL 

MEMORY FOR ALL 
LAPTOPS, NOTEBOOKS 

AND PRINTERS!!! 

1- 800 -501- 277 
THE MEMORY EXCHANGE INC. 

1250 PROSPECT STE. 05 SAN DI EGO, CA 92037 Int. (619) 454 - 9263 FAX (619) 454 - 9076 

We do have EDO, DIMMS, 
and Memory for all Laptops, 

Notebooks and Printers!!! 

MOTHERBOARDS 
Super Micro 

DUAL PRO P6DNF Full Size Brd. 
DUAL PRO P6DNE Baby AT Brd. 
Single Pro P6SNE Brd. 
Trident 2 PSSTE 

Intel 
Please Call for Intel Boards 
and Pricing! 486 & Pentium 

MEMORY 
4MB 1X32/ 36 
8MB 2X32 / 36 
16 MB 4X32 / 36 

Call 
For 

32 MB 8X 32 / 36 1ndustry's 
64 MB 16x 32 / 36 Lowest 
1 MB 1X3 / 1X9 
4 MB 4X3/4X9 
16MB 16X9 

Memory 
Prices!!! 

We Also Sell Memory For All Laptops, 
Notebooks, wul Printers, lucfodi11g 

Apple. AST. Toshiba. Compaq. Canon. Dell. 
Epson. HP. IBM. and all OTHERS!!! 

1°~888 ACTSOFT 
1-888-228 - 7638 





New and Used CD ROM Games 
Buy Sell Trade 

Afterlife $28 The Hive $25 
Angel Devoid $30 Holy Grail $29 
Jane's ATF $39 Lighthouse $39 
Ceasar II $30 Madden 97 $28 
Chronomaster $24 Mission Critical $30 
Civilization II $35 Missionforce $34 
Command & Conquer $32 NHL Hockey 96 $29 
Conquest of the New World $33 Pandora Directive $30 
Crusader: No Remorse $27 Phantasmagoria $30 
Dark Forces $25 Police Quest: SWAT $29 
Daedalus Encounter $31 Riddle of Master Lu $25 
The D $28 Rise of the Triad $26 
Descent $22 Shivers $28 
The Dig $31 Spycraft $28 
Dragon Lore $18 Stonekeep $23 
Duke Nukem 3D $25 Triple Play 97 $27 
Full Throttle $22 Under a Killing Moon $23 
FX Fighter $19 Wing Commander IV $33 
Gabriel Knight 2: Beast Within $27 Zorl<: Nemesis $31 

Call for additional titles and availability 
Hours: Mon to Sat 10-9 EST Prices do not include S&H 
· Visa/Mastercard/AMEX/Discover/Personal Check 
j 66 8/ Monev-Back quarantee on all used titles 
• WW / 8 We will beat any advertised price in PC Gamer! 
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co-ROM AccEss 
12201 Saratoga-Sunnyvale Rd. 
Saratoga, CA 95070 

TEL: (408) 366-6700 
FAX: (408) 366-9066 

. ~ -·~---- . 
Over 3,000 titles in stock. Call for a free catalog 
or for more info, visit http://www.cdaccess.com. 

Aces of the Deep .. . . DOS $19 Monopoly . . . . . . . . . . W3.1/95 $39 
Apache . . .. .. .. . DOS $19 Nascar Racing II ........ DOS $39 
Bad Mojo........ . W3.1/95 $39 Phantasmagoria II ....... . W95 $39 
Buried in Time . . . . W3.1/95 $19 Pirates! Gold .. . ......... W3.1 $15 
Civilization II. .......... W3.1/95 $39 Privateer II . . . . . . . . . . . . . DOS $39 
C&C: Red Alert . . . ... DOS/W95 $39 Quake . . . . . . . . . . . . . . . . . . DOS $39 
Daggerfall . . . . . . . . . . . DOS $39 Sim Copter . . . . . . . . . . . .. W95 $39 
Deadly Games . . . . . . . . . DOS $39 Steel Panthers II . . . . . . . . . DOS $39 
Diablo ..... . ........... . .. W95 $39 Timelapse ......... . . W3.1/95 $39 
Duke Nukem 30 Atomic .. DOS $39 Titanic . . . . . . . . . . . . . . W3.1/95 $39 
Heroes Might & Magic II .. DOS $37 Tomb Raider ... . . . DOS $39 
The Hive . . . . . .. . .. . .. . . . . W95 $19 US Navy Fighters 97 ...... W95 $39 
Lords of the Realm II . DOS/W95 $39 Wizardry Nemesis . . . . . DOS $39 
Magic the Gathering .. . ... W95 $39 Z . . . . . . . . . . . . . . . . . . . . . . . DOS $39 
Masters of Orion II . .. DOS/W95 $39 Sound Blaster Sound Cards .. $Call 
Mechwarrior II Mere .. DOS/W95 $39 Toshiba 12X CD-ROM Drives $Call 

All Software Listed Above is NEW in Retail Boxes. 
2 Day Air Shipping: Flat Rate $5.95 Per Order within 

US 48 States. Worldwide Shipping at Low Rates. 

Orders: 1-800-959-5260 8-7 M-F 9-5 Sat PST 
VISA/MC/DISC/AMEX/Checks/Money Orders 
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Now YOU Can Mova lo Iha 
Sama Address Shaq Did 

www.sporlslina.com 
"To be on the best team you sometimes have to move. And, that's what I did. I moved my 
game to Sportsllne USA, the most exciting sports community on the Internet." 
- Shoqullle O'Nral 

Chat live w1th Shaq, Joe Namath, Wayne Gretzky, Jerry Rice, John Daly and 
other sports greats! Get answers 10 the questions you've always wanted to ask. 

la UD Bua TU lnma m C- llllol'IIIDI& 
Watch award-winning Baseball Live! on your PC. Hear exclusive live 

interviews with America's top coaches and players. See up-to-the minute 
.scores magically appear with SportsUne's Instant ScoreCenter. 

Whether your fantasy game is baseball, football , o r basketball, you'll get 
everything you nttd to win. You'll amaze your faniasy opponents. 

Get the Inside track on a great sports job with 
Spans Careen Online. 

Fun Orr TU bllDI S-
Get inside the coaches' heads and Inside 
the locker room with exclusive scoops 
from America's top sports writen. 

SPuQrtslln~ 
www.apartsllna.com 

or call 
85781-9444 

Use preferred customer code: NTGD297 
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GAMING! MOVE UP TO A HIGHER 
RE nu FUN NMR ENDS AND 1t 
ESf LIVE, llilNKING PlAYERS IN 11i 

W.CiAMEPAD.COM 

Product Information Number 240 

EOU'TAINMENT GROUP 1.~ 
L------W=O~RL~D.:.W.::-:.:.ID=E...:D~l~S:.:TR~IB:::;UTl::::..;;-~N.::;G::;-:......,..,....,.,=--...,...,-.-!-,,, 

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 
- G Nome - Star Craft 
- Dark Force 2-Jedi Knight - 7th Legion 
- X-Com: Apocalypse - Dark Reign 
You also can visit our WEBSIDE at: http://www.etcd.com 
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R& G GAMES We Buy & Sell New & Used IBM Games 
Do you have games to sell? Call 1-800-525-GAME 

PO BOX 5008 Glendale Heights, IL 60139 9am~9pm M-F Canada 630-980-9995 or_fax or email us your list 
http://members.aol.com/RG GAMES/index.html wit~ your name address & fax or email. Fax 630-980-9996 

Email rggames@aol.com Call, Fax or email before sending games. 

$26 Doom 2 CD $22 Normality CD 
Aegis CD $18 Dragon Lore CD $ 14 Pandora's Directi ve CD 
Age of Rifles CD $33EradicatorCD $29 ShiversCD 
Angel Devoid CD $ I 5 Exp lorat ion CD $ I 8 Si lent Thunder CD 
Bioforge CD $ I 5 Fade to Black CD $ I 3 Space Quest Coll CD 
Breach 3 CD $18 Fantasy General CD $27 Spycraft 
Buried in Time CD $ 15 Fifa 96 CD $22 Star Control 3 CD 
Caeser 2 CD $27 Front Pg Spt Baseball 96 CD $22 Strife 
Chaos Overlord CD $24 Full Throttle CD $22 Terminal Velocity CD 
Command & Conquer CD $29 FX Fighter CD $ 15 Torin 's Passage CD 
Conquest New World CD $22 Gene Wars CD $20 Under Killing Moon CD 
Crusader No Remorse CD $20 Grand Prix 2 CD $28 Urban Runner CD 
Crusader No Regret CD $27 Heroes of Might &Magic CD $22 YR Soccer 96 CD 
Cybermage CD $ 15 Lighthouse CD $29 Wages of War CD 
Cyberstorm CD $22 Mechwarrior 2 CD $26 Warwind CD 
Daggerfa ll CD $33 Mission Criti cal CD $ 18 Wing Commander 4 CD 
Deadl ock CD $27 Mummy CD $27 Woodruff&S chnibbl eCD 
Dig CD $26 Myst CD $22 

$28 Afterli fe CD 
$29 Battleship CD 
$26 Deadlock CD 
$27 Diablo CD 
$27 F-22 Li ghtning 2 CD 
$27 Final Doom CD 
$29 Heroes Might & Magic 2 CD 
$26 M.A.X. CD 
$ I 5 Mechwarrior 2MercenariesCD 
$24 Nascar Racing 2 CD 
$ I 8 NBA Li ve 97 CD 
$ 2 2 Privateer 2 CD 
$ 2 2 Road Rash CD 
$3 2 Steel Panthers 2 CD 
$32 Time Commando CD 
$29 Tomb Raider CD 
$24 Trophy Bass 2 CD 

$33 
$39 
$37 
$42 
$40 
$34 
$39 
$39 
$39 
$40 
$38 
$42 
$39 
$40 
$37 
$39 
$39 

Call 1-800-525-GAME to order or for more titles. Free UPS Shipping for orders over $75 
Visa/MC/Discover/AmExpress/Cashier Check/MO Accepted UPS $5 Airborne $11 Requirements: All games must have all original boxes, CD's & manuals (NO COPIES) games must be in 
aood condition workina comolete scratch & virus free. Anv Unacceotable items will be returned at vour exoense minimum $5 via UPS. Prices and availabilitv subiect to chanae. 

CASES.KEV& 
NIICE, ACCE& 

ALL 1-800-7 
FOR BEST P 

MEMORY 
30 pin/ 72 pin/ EDO/ Parity/ Non-Parity 

SIMMS & DIMMS are available at 
Ill LOWEST PRICES l!I 

4-30 pin to 72 pin corwerter ....... ............ .... ... 15 
8-30 pin to 72 pin corwerter ........................... 24 
VIDEO MEMORY 
1 MBDRAM .................................................... 19 

NETWORKING 
NE 2000 Comp ISA Combo Card .... .. .. .. .......... .. .... 29 
NE 2000 Comp. PCI Combo Card ....................... 49 
8 Port Network Hub. .. . . •.• •. •.•.• •.•.... •.• . .• .• . . 85 

_ , . CONTROLLERS ..... 
16 bi t ISA (2HD/2FD) . . ................... 15 
16 brt ISA 16550 (4HD/2FD) ..... .... .............. 17 
32 b,t EIDE BLB Fast 16550 . . ... ...... . .. ..17 

16 Port Network Hub----------··----............... 159 

TAPE1BACKURS..-
Colorado Jumbo DJ-3S 350 Mb Int 69 

FLOPPY DRIVES 
Travan T-1000 800Mb Int w / tape . 139 
TEAC TR-2 1 6GB w / t ape 155 

· ~ , • 35'° .............. ... ...... ............ 'l:1 CONNER 800Mb 129 

- .............................. 31 
,,,.-<lo: .. ,, • ••• •• ••• ••• • • • .35 



W012Ll)WII)~ Cl)-120M 
l)liTl2113UTOl2 

· * 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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Used IBM P.C. Games 
BOUGHT and SOLD 

~ CALL · ~ 
~TOLL FREE I. 

1-888-57 4-2424 
(No games accepted 

without authorization number.) 

Attention all CD•ROM Dealers! Looking for tlte best prl,es and fastest delivery of top CD·ROM titles? Multimedia Integrated is 

YOUR SOURCE FOR WHOLESALE CD-ROM TITLES 
5 Years in the CO-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 ' 

■ 
ff. ; ) ,, 

' ' " . ' .: 

,foiii'c;a ~w '_, , ' . ~:•~ ■■ Phantasmagoria2 Dungeon Keeper MW2:IV-ercerories AH64 Longbow Warcraft II 

CALL NOW FOR A DEALER APPLICATION FORM 
To qualify for dealer pricing you must have a resale license & be able to place a $500 initial order 

379 Oyster Point Blvd. #7 TEL No: 1-415-872-7100 Hours: Mon-Fri 9:30-6 PST 
South S.F., CA 94080 USA FAX No: 1-415-872-7133 email : MMinteg@aol.com 

1-415-872-7100 
Dealer and Distributor Inquires only please. International Dealers welcome. We ship via any carrier. 

■ i■- ·· · 
' - J:, • • 

Noah's Ark Creation 





7012 LAAGE S1 
PhilAddpHiA, PA 19149 
(21 5) 745,2121 fo::(215) 745 . I 818 

0vER 2 I PIEASE 
ViSA, DiscovER & MC. WElcoME 

l .-800.-5 60.-5449 
Product Information Number 313 
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ADIII.T C!D-ROl-1SI O\IER '?00 mLES fN STO<!KI wru WIT ANV PRICE/ 

FRff SHfPPfN(j, AfRHAfl, WORLDWfr>E! \IISA HASTERCARr>,AHEX, CHECK COi) 
C~J JOl+-lllJO 24 HRS171>AVS ~ 2S4-WJ1 tNTWJATIONAL (2~ 2St,-12D(, FAX 

(jOOSEglJHP (jRAPHfCS, EOX S1b/, HENTOR, OH 41+061 (Hl/57 EE 0\IER 21) 

AmESSES llNC.'()l,Q@ (QFS} .. .......... m f!Jl'OqMTO (t,W1AN rcNDA<;E) .. .. .. m 
APl/t.T STOREVrOO/l (1E)l1 f.t..) ........ m .JAMNESE /JfA(S 1 DI: 2... .............. m 
AHATEIJR r>EMANTES (t;IFSl ............ m UFE IN THE FAT IANE (/lf-/OTOSL .... 31 
AHATEIJR PI-/IYTO qAlla;V .......... ...... m I.UST (c;AkE) ...... ........................ m 
AHATEVR Sl'IWrOOI( (t;IFSl .... ......... m MAI(£ Vout OWN o• .. (QAME) .. .. ... m 
•••• J/Dl-1 ...... .............................. $31 MAN/JO\VEe. ll',AVl .. ..................... $31 
ASIAN /JfARtS 1,2 ou .................... m MISS MJOE lfORt!) (c;lfS) ................ S31 
AWARI> '-NINNIN(, )00/ PI-/IYTOS .. .. ....... m NASTY Nl/eSES .. .................. .... ... m 
rAf,JKDl(.JEAtmES (QIFS) .... .............. m Nf(il(T',NATl'f/ 1,2, DI: 3 (r,AMESl .... .. m 
, .. F 1,2,3 OR PRIME (QA~ .......... .... m NI'/( llf)( HOT fl)( 1,2,3,4 011. s .. .. .. ... m 
gESTOf(!NJr)VsrtOO?S ...... .... .. .. .... m NUDEC!El8S ............................. m 
IM1V LADIES IQFS} ...... .... .. .. .. .... .. .. .S31 ONLY THE gEST OF A•~! ........ ........ S31 
MTlfORt!).t.. .... .. .. .. .. .......... .. ..... S31 ONLY THE gEST Of 0•~! .. .............. $31 
L'I/Ee.fi1.V J>OPPEl?.S 1 OR 2 .......... ...... . m 1>E£11IW4 llE1E tr.4MfJ ................... m 
C!U/lAfi?.1 Ee.O'lk!I\ .......................... .S31 />ENTHOIJSE 1,2,3,4.S, 011. L ....... m 
(>ygEe. E~ (>Cr/'SJ .. ...... .. ..... m PINllMSSION (LESgWJ QIFSJ .... ........ m 
~ Wlt'.!KJ,U .. .... .... ......... .S31 llOfi1.NO 1'0l(£fi1.. .. ... ........ ... .... .. .... .S31 
~ fJ DmESS <c;lfSJ ........ .. .... .. . m Pfi1.IVATE Efi1.0TK! r,AUERY .. .. ............ m 
OEmE!>OESMUAS .... .. .... ...... .... ... .sn Pl:lllATEQlll.'SSG.m.tQFSJ ........... m 
!>EE/> 7n nT atfi1.!S 1,2,3 Ol:f# ............ $31 Pfi1.I\IATE PRJ!Cl,J ({'/IME) .... .... .. .... ... $31 
DEPRAVE!> FANTASIES 1 DI: 2 ............. m fi1.Afi1.E Pl(!S I WJ/W!(S) .. .. .... ........ .... m 
DE$/Cf0/> IIDVAaEe. c~ ........ .. ..... m fi1.Afi1.E PIC!S2 cwATEe.S/>ORT.Sl .......... m 
l>IE PIEOOIE lc;EeHIW J:lilll .... .. .. ..... m 11.AIJNl'H (QAME) .............. .......... .S31 
l>lli1.1V 'OEMANTES 1 Ol:.2. ...... .. .... ... $31 11.0Pf;S ii C!WNES ........ ...... .. ....... .S31 
l>lli1.1V U11I£ APl/t.T a4fi1.1oo,JS ........... m 11.Uff8. /lfWJTASIES (Pl-/(YTOS) .. ...... $31 
EUTE <!OllEl,E ~ (1lf/010S) ........ .... m $E.Al£l) '-NflH A KISS 1 DI: 2. ............. m 
Efi1.0TJ(! REAM: (STMSJ ..... .... .. .. .... m SEXIIAL r>EMANTES (QFSJ ............. m 
f£IISl/ .. .. .. ................ .. ................ m Sf/AOOES, C!IJff5 ii Touc;H STl/ff. .... m 
FOi: WOMEN ONLY ((/IFS) .. ........ .. ..... $31 STAl?.S ii MO!>EIS .. .... .... .. ............. .S31 
FOffll)l)EN Sl/M(!TS .. .... .. ...... .. ..... .s31 mtP />Of(Efi1. />11.0FESSK»i/t ............ m 
F11.EAl<'.~1011.2 ............ .... .. ..... m s-···wQll!S ........................... m 
Ffi?.EAll~ 1 Ol:2 .... .... .. ...... ...... .$31 M'£1(J/l:£/(S (t;IFS). .................. . .S31 
FllN '-NflH T .. S ............................. S31 SVt.T-HAlX.'f/EN 1 DI: 2 CNl/DESl ...... m 
£;AV WOfi?.Ll) 1,2 Ofi1. 3... .................. .S31 Tl/Al 1DNDA<,E .. .. ...... .... .. .. .... ..... S31 
c;lffV WOl1.U) 1,2,3 DI: ~ .. ................ m TIFFANY <AMATEVR Nl/'OESJ ............ m 
~lfi1.Al'loi:TErJ ................. m T11.AN2CCJm'-NIIH ... ~!J ........ .. .. m 
f-W!1(£11. l'f/11.0M(?1£S 2 .. .......... .... .. .. m IJLTIMATE Efi1.0WA l'OUE<!TIONS ....... m 
HAfi1.ll L'Ofi1.E 2. .................. .. .. ...... .. $31 IJLTIMATE TOICIO (QAME) ........ .. ..... m 
ij4fi1.I) roe£ QFS. .................... .... ... S31 ~ KISS ({'/IME) .. ........ .. .. ...... .S31 
I/Ellll'S HOUSE (c;AkE) .. .. ........ ........ .S31 ~ C!OUEC1ION (2 (!!)SJ ........ .... m 
!KllDENCWIEfi1.A~~ .. .. ...... m ~LSEX10fi1.2. .. ...... .... .. ...... .S31 
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NEXT TIME ... 
Having closed the final chapter on 

another glittering edition of the 

world's best-selling PC gaming 

we're all off to engage in our 

usual unsavoury leisure pursuits. But we'll be 

back next month with another large portion of 

Gaming Goodness. Including stuff like this ... 

, PC GRMER Rpril 1997 

COVERAGE 
As of next month, PC Gamer's hardware 
coverage is being cranked up like you've never 
seen it before, as an all-new section debuts with 
all the latest news, reviews, previews, technical 
tips, and support for PC gaming hardware and 
gizmos you could ever need! Peripheral Visions 
will never be the same again, so check it out 
next issue, and prepare to be amazed ... 

Reviews of the latest games! 
Another bumper crop of big-name 

releases is lining up to come under our 
microscope, including •.• 

• Magic: The Gathering - Battlemage • 

• Flying Corps • 

• Ecstatica 2 • 

• Die Hard Trilogy • 

• KKND • 



''The Course Designer 
is a landmark!" 
-T. Liam McDonald 

" ... gives Links LS a 
run for its money." 

"A truly revolutionary 
product. Links finally has 
some stiff competition. A 
Course Designer so easy 
to use, that you'll quickly 
find yourself addicted. 
16. 7 million colors with 
one major improvemen · 
virtually no redraw w 

II • t be ... promises o 
among the greatest 
achievements yet on 
the electronic links." 

" .. .impressive ... " 

This is the Course Designer that created all 
5 Nicklaus-designed courses in the game ! 

Use the Designer to re-create your favorite 
course! Import, modify, and play courses 
from previous Nicklaus games! 

TM 

Challenge golfing legend Jack Nicklaus -
The Golfer of the Century - on one of his 
own signature courses! 

Play with friends across the room or 
around the world via serial, modem, LAN, 
and the Internet! 



maximize 
control 
around the 
green. 

For enhanced gameplay, this optional 
grid floats down and drapes itself 
over the green, clearly showing all 
high and low spots. 

Jl!te Approach Shot 

Pop-up 
displays are 
optional
leave them 
off for the 
purest 
golfing 
experience. 

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

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

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

Look for the Jack Nicklaus 4 
playable demos in select 
magazines, online at 
http:/ /www.accolade.com 
or at your local retailer. 
For hints and tips on Accolade products, 
call Accolade Direct 1-900-454-HINT. 
$0.99/ minute. If you are under 18, 
please get your parents' permission 
before making this call. 

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

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

Weather can 
change in the 
middle of the 
round, and 
natural wind 
variations and 
every possible 
turf condition 
add to the 
challenge! 

Call 1-800-245-7744 
to order direct 

,rrn1 ,nr:.. 
"-'-\...Uu,LIL 

Jock Nicklous 4, Accolade, and the Solo Plus logos ore trademarks of Accolade, Inc. ©1996 Accolade, Inc. All righ ts reserved. All other trademarks are of their 
respective owners. Screenshots from pre-Alpha version of the game. Actua l screen shots may vary. 
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Sound Blaster® audio cards include 

awesome wave-table 

synthesis providing 

the most realistic PC 

sound in the universe. 

REAL GRAPHICS. 

Graphics and video products deliver 

faster performance, higher resolu

tions, more colors 

and full motion video 

playback and capture. 

REAL SPEED. 

Sound Blaster multimedia kits give 

you high speed CD-ROM perfor

mance with wave-table 

sound and the software 

you really want - top 

sellers from current hot lists . 

REAL COMMUNICATION. 

Creative communications let you 

surf the net, see the world, 

share ideas and speak to 

anyone, anywhere, on the 

face of the planet. 

REAL FREE SOFTWARE. 

To join our new on-line membership 

club and receive $200 worth of free 

software, go to 

the "Creative 

Connection" at 

Do it today. And learn 

more about upgrades so real , 

they're unreal. 

CR:::::ATIV:::::® -w ww . sou nd b I as t e r .co m 
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