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The only first-person 

POV full-motion-video 

streetball game you can get. 
* B52 ae 

This ain’t no candy-colored cartoon, but live, 

in-your-face streetball. You’re in the game, one-on-one. Drive, dunk, shoot 

and steal - anytime you want. But beware. You take on real players, in 100% constantly 

interactive game play. No lags. No delays. Instant response. All in real video so 

nsteSwiteh> QB ws74n7 sharp it’1l knock you into next week. How’s it done? Two patent-pending 
CD-ROM 

. 

; TECHNOLOGY 
technologies from Digital Pictures: InstaSwitch® for instant action and 

DigiChrome™ for dazzling video. You’1ll need all this technological wizardry 

to face the wildest B-ball players this side of the ‘hood. So go ahead, try 

aking it to the hole. Who knows? You may even earn enough respect to face piricnronté 

cottie Pippen himself. It’s Slam City, baby. 

vailable at Babbage’s, Best Buy, CompUSA, Computer City, Egghead, 
Electronics Boutique, Sears and Software Etc. >» 

“Visit your local retailer or call 1-800-262-5020. ty 

‘Digital Pictures, the Digital Pictures logo, Slam City, DigiChrome, InstaSwitch and “When Movie Makers Make Games, Everything Else Is Just D 7 ' t | p 1 t 
Cartoons” are all trademarks of Digital Pictures, Inc. Pentium is a trademark of Intel Corporation. Sega, Sega CD and Sega CD 32X are | g I a | C U [ C S 
trademarks of Sega Enterprises, Ltd. © 1995 Digital Pictures, Inc. All Rights Reserved. 
at 

™ 

That’s Mister Brittany loves a “How’d you get 
Scottie Pippen winner, And only up that high?” When Movie-Makers Make Games, 

to you. a winner. Everything Else Is Just Cartoons.™ 
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One of the most articulate 
spokesmen for interactive 
electronic entertainment, Rd 
Mical of 3D0 talks candidly with 
FG about his past successes, 

his creative philosophies and 
_ big future plans. 
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finally available for viewing via CD-ROM. 
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AND | MUST SCREAM 

FIVE DAMNED SOULS: Trapped in the bowels of an insane computer for the past hundred 
and nine yearsm Gorrister the suicidal loner = Benny the mutilated brute = Ellen the hysterical 
phobic = Nimdok the secretive sadistm Ted the cynical paranoid 

fe 
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AIKMAN NFL FooTBaLL™ 

“Its really impressive...the Jaguar 
version is the best yet.” -EGM 

“It has tantalizing innovations 
and a well-prepared collection of 

features.” -GamePro 

SYNDICATE™ 

“Jaguar strategy fans should be 
stoked. One of the best Jaguar 
games.’—Game Players 

“More than 50 missions of 
mayhem and mob activity.” 
—GamePro 

TEMPEST 2000™ 

“One of the most intense video gaming 
experiences ever.’—Next Generation 

“Further proof that the next 
level of gaming has arrived.” 

“This game sets a new standard for 
intensity.’"-Die Hard Game Fan 

is OD =o 1 (0) - O1 glo) (X-MClo) (eV N\r-1¢0 Pied AC1\1/ 

“Best sound and best shooter— 
all platforms.”—Game Informer 

™ 
ALIEN VS. PREDATOR 

“A masterpiece and a milestone... AVP 
\ scared the hell out of me.’"-VideoGames 

A “AVP’s graphics are stunning.” -GamePro 
\ “Best Jaguar action adventure game.” 

\ —Die Hard Game Fan 
\ “Jaguar game of the year” 
1 —Game Informer & Game Players 

Doom™ 

“Blows Sega’s 32X version away!” 

“The best version of DOOM for any home 
system.”-VideoGames 

“Doom is a gaming milestone.” 

“10-a mega hit!” -GamePro 

Zoot 2™ 

“Features superior level design... the visuals 
are truly gorgeous.”—Die Hard Game Fan. 

“Zool has everything... 
once you play, you're hooked.” -EGM 

VAL D’ ISERE SKIING AND SNOWBOARDING™ 

“My adrenaline is pumping-I'm blown away!” 
“The best skiing and snowboarding game 
ever created.” 

“The speed at which it moves is what 
makes it so freakin’ fun."-VideoGames 

“Graphically, the art is right on.” 
—Die Hard Game Fan 

THEME PARK™ 

“a Sardonic strategy game 
that honors the unique design 
of SimCity and Populus.” 

“It’s worth the price of 
admission.’—GamePro 

“Anyone who enjoys designing 
things is gonna love this game.” 
—Game Players 

“Recommended.” —VideoGames 

WOLFENSTEIN™ 

“The best on any platform, 
including the PC.” 

“If you want riveting action, 
intense graphics, lots of 
10) ofole r-la(e i Cela Melm (0a 
Wolfenstein delivers.” 

“It’s candy for your senses.” 

—GamePro 

AV ATARI Game tips and hints: 1-900-737-ATARI. 95¢ per minute. If you are under 18, be sure to get a parent's permission before calling. A touch-tone telephone is required. USA only. Atari Jaguar information is available in the Atari Gaming © 

aon in rnausa Forum on CompuServe. Type GO JAGUAR to access this area 24 hours a day. Atari Jaguar information is available in the Atari Roundtable Forum on GEnie. Type JAGUAR to access this area 24 hours a day. “Includes Jaguar and 
one controller. ATARI, the Atari logo, Jaguar, the Jaguar logo, Burn Out, Fight for life, Iron Soldier, Tempest 2000, Hover Strike are trademarks or registered trademarks of Atari Corporation. Copyright 1995, Atari Corporation, Sunnyvale, CA 

94089-1302. Made in the U.S. of domestic and imported components. All rights reserved. Troy Aikman NFL Football © 1994 Williams Entertainment Inc. Tradewest™ and Troy Aikman NFL™ Football are trademarks of Williams Entertainment Inc. 



COMING SOON 

IRON SOLDIER™ 

“The best game of its kind.” 

“Simulation game of the year, among all hard- 
ware platforms.’—Die Hard Game Fan 

“Gripping first person game with edge-of-the- 
seat excitement.” -GamePro 

RAYMAN™ 
“The control is perfect and the artwork 

Ais, <i ‘i is phenomenal.” —Die Hard Game Fan 
As if it weren't enough having “The whole game’ looks like 

FWer-avele]a Mee C1) 

the most killer system on 

the face of the earth, we 

ULTRA VORTEX™ 
“The graphics in this game are mind 
bending...the detail is unbelievable.” 

—Die Hard Game Fan 

the universe. All you have to 

do is take one look at what 

FIGHT FOR LIFE™ 
“Its super smooth graphics... texture- 

the ma (ef=P4 ine critics have mapped polygons... gives Virtua Fighter 
a one-two punch.”-VideoGames 

been saying and you'll 

Hover STRIKE™ know that the Atari Jaguar 
“Hover Strike should blow you away.’"-EGM 
“With 30 fully texture-mapped 3D levels, 
laren e)t-\\(-1merone) omnarele(-mVelU mine) \2 : aie 
cannot lose with this game.” is where it’s at. 

Burnout™ 
“Redefines the term hi-octane. 

The fastest motorcycle racing game, 
bar none.”-VideoGames 

CANNON FODDER™ 

“Detailed and ultra colorful...original and just INTERACTIVE MULTIMEDIA SYSTEM 
plain fun to play.”—Die Hard Game Fan 

“War has never been so much fun!” -EGM 

Williams © is a trademark of WMS Games Inc. All rights reserved. Team names, logos, helmet designs, uniforms, Super Bowl and NFL™ are trademarks of the NFL and its member clubs. Ultra Vortex is a trademark of Beyond Games Inc. Val 
D'Isere Skiing and Snowboarding™ is a trademark of Virtual Studio. Doom™ and Wolfenstein 3D™ Copyright by id Software. All rights reserved. Alien™ and Predator™ © Twentieth Century Fox Film Corporation. All rights reserved. Used under 

sublicense from Activision. Zool is a trademark of Gremlin Interactive Ltd. Cannon Fodder is registered trademark of Virgin Interactive Entertainment. Virgin is a registered trademark of Virgin Enterprises Inc. Theme Park and Syndicate are trade- 

marks of Electronic Arts. Game Programs © BULLFROG Productions Ltd. Manufactured under license by Ocean of America. Actual screen shots may vary. All other trademarks and copyrights are properties of their respective owners. 



he self-appointed guardians of public 

morality are on the warpath. They 

plan to ambush the Bill of Rights and 

steal a portion of every American’s 

freedom before we even know it’s gone. 

Would-be censors, from Comstock to 

Tipper Gore, often share a perverse sinceri- 

ty. They always claim to want only the best 

for people. Selflessly, they yearn to protect 

our children and uplift society. This is a 
laudable goal in the abstract, but their cure 

is worse than any disease. 

Sincerity is a much-admired character 

trait. Alas, it’s no substitute for freedom. 

Too many of these people sincerely want to 

abridge our ability to speak and write. 

Somehow, these self-anointed arbiters 

have come to the amazing conclusion that 

they are wise enough to know what’s best 

for all of us, not just themselves. They’re 

anxious to perform this service, even if we 

don’t particularly want them to. “It’s for 

your own good,” goes the refrain. 
Parents have a duty to regulate their chil- 

dren’s activities, and that includes surfing 

the Net. This editorial would be about some- 

thing else if making it easier to exert 

parental supervision was the sole intent of 

the Communications Decency Act of 1995. 

The sponsors of this pending legislation 

aren’t satisfied with running their own lives. 

They want to deny access to everyone else, 

too. They insist on “protecting” everyone. 

Even those who don’t especially want this 

form of Big Brotherish intervention. 

Sen. James Exon (D.-NB) and Sen. Slade 

Gorton (R.-WA), who introduced the bill, 

want to give the federal government control 

over electronic communication to a degree 

never before allowed in the print and non- 

interactive electronic media. I want us to 

stop them. 

The strategy: Get it passed now, while 

most people still don’t have modems. A mil- 

lion new users log onto the Internet every 

month. It won’t be long before some form of 

the Net touches almost every U.S. house- 

hold. These legislators know that they must 

pass this repressive measure before enough 

10  Hlectronic Games 

OWER ON 
reedom and Decency 

°C ongress shall make no law 
respecting an establishment of 

religion, or prohibiting the free 
exercise thereof; or abridging 
the freedom of speech, or the 

press; or the right of the people 
peaceably to assemble, and to 

petition the Government for a 

redress of grievances.” ci comes orne 

voters hit the info highway or public resis- 

tance will stop it in its tracks. Supporters 

want to strike before a vigilant electorate 

awakens to the danger. 

The bill, introduced in February, threatens 

anyone using a telecommunications device 

with a $100,000 fine and a two-year jail 

term. That’s what’s waiting for anyone 
who “makes, transmits or otherwise makes 

available any comment, request, suggestion, 

proposal, image or other communication,” 

material which is “obscene, lewd, lascivi- 

ous, filthy or indecent.” 

Answers often depend on the phraseology 

of the questions. Most people oppose distri- 

bution of kiddie porn, and quite a few argue 

that a certain amount of government inter- 

ference in citizens’ lives is justifiable in 

pursuit of people who make and sell such 

disgraceful material. 

Debate about the admissibility of such 

trash is beside the point. Kiddie porn clearly 

violates “community standards” of existing 

laws. By extension, it should be equally 

illegal in electronic form. 

The evil of the Communications Decency 

Act of 1995 is that it doesn’t stop at the 

existing boundaries or extend current law 

to the cyberverse. It adds nebulous, hard-to- 

explain terms like “filthy.” Without solid, 

objective definitions to go by, the govern- 

ment gains obscene latitude in enforcement 

United States of America 

and prosecution. 

If passed, it would create a vast no man’s 

land of intellectual content in which any 

pressure group can hammer people who 

write, draw or photograph things they don’t 

like. It could be downloadable nudes, song 

lyric sheets or even a political commentary. 

The misguided drive to “clean up the 

Internet” plays into the grasping hands of 

government officials who want to start read- 

ing your e-mail. That’s at the bottom of the 

recent furor over the use of encryption tech- 

nology to keep out government snoops. 
The Communications Decency Act of 

1995 must be defeated before it turns the 

electronic highway into a digital prison. If 

you value your freedom of expression and 

choice, now is the time to write to your 

Congressional representatives and let them 

know how you feel. 

No one denies that Senators Exon and 

Gorton are entitled to propose this law. 

Americans have the right to be wrong- 

headed. But if the rest of us don’t band 

together to battle against it, these well- 

meaning men will steal our freedoms away 

in the night. Once they are gone, we will 

find it exceedingly hard to get them back. 

Coeceecceccccessccceseeseoeseseseseseeeeee® 

by Arnie Katz 
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F 
s a 31-year-old gamer, I am proud to 

have been a supporter of the video 

game industry since those fabled 

early days. Yes, I was one of the 

trailblazin’ vidiots who waited in line at the 

local pizza parlor for a turn at the revolu- 
tionary new Pong. I am also the proud 

owner of the very first programmable home 

system, the original Odyssey ITL-200 by 

Magnavox. I’ve remained faithful to the 

hobby, investing in nearly every system and 

thousands of game cartridges to date. I’ve 

experienced first-hand the industry’s rise 

and fall and rise again, and have maintained 

a positive outlook for the future. 

Old-timers such as myself can likely 

relate as I was nostalgic recalling the thrill 

of the early days and that bristling sense of 

wonder that came packaged with each new 

ROM cartridge. I shall never forget the near- 

cardiac arrest I experienced in 1982 upon 

plugging in Demon Attack by Imagic. Such 

arcade-level thrills had been unheard-of and 

unseen on the Atari 2600, and it was, to 
quote an old review, “manna from heaven.” 

What is so troubling to me—and I shud- 

der to admit it—is that the thrill is gone. It 

has been many years since those quite liter- 

ally sleepless nights spent awaiting the 

release of Asteroids and Pac-Man, and 
such ColecoVision treasures as Zaxxon and 

Donkey Kong Junior. Is it me? Have I 

become jaded in these days of full-motion 

video and virtual reality? Can there ever be 

another Demon Attack? Sadly, I think not. 

We’ve come too far and grown too big to 

take pleasure in such naiveté. 
William Simpson 

Los Angeles, CA 

Sounds good, William—and welcome 

back to Feedback, you STD controller win- 

ner, you! You may have had greater enthusi- 

asm over Demon Attack than some of us, 

but not an awful lot. We also played it for 

many hours, and can imagine we'd find it 

easy to do again. But some of us currently 

find ourselves spending many hours on 

recent games like Doom and BreakThru, 

12 Hlectronic Games 

A Tale Told by a Vidiot 
— 
Teom 

and newer classics like Shanghai, SimCity 

and Tetris (see this month’s Kunkel Report). 

In 10 years’ time we may look back and 

remember only those titles, just as most of 

us have happily forgotten Yar’s Revenge, 

ET (or its clone, Raiders of the Lost Ark) 

and others you might just as soon have 

rather let slip from memory as well. 

Exception Taken 

After reading the April Feedback’s first 

entry, I’m thinking this Shane Shaffer has to 

be an April Fools’ joke. First of all, Steven 

Kent was on the ball with Tempest 2000. I 

mean, here’s a guy who wants to see what 

the Jaguar can really do. Tempest 2000 is 

nothing to rave about. Mr. Shaffer also made 

mention of Tempest’s solidity of game play. 

Oh, wow! Move your character from left to 

right—very original! 
I couldn’t believe what he said, “Today’s 

letter Contest 
i digmrelg moe 0 Dero) staxe)l (pm Nelrolgmartey sien 

EG selects one letter and the 

writer gets a choice of one of 

9) OM ililem ligteme) more) gtage) l(c pom (e)y 

consoles and computers. 

mich. 11 IRHOLLENGERT Ty T_ | 
|, (|. 

| = a OK 

games are garbage.” Is he crazy? Games 

today couldn’t be better! If anything is 

garbage, it has to be the Jaguar! It’I] never 

win over the next-generation systems, espe- 

cially Nintendo’s Ultra 64. 

Mr. Shaffer mentioned the arcade games 

Killer Instinct and Virtua Fighter 2. I’m 

awesome at both! What does he mean, the 

game play is terrible? I guess he sucks big 

time with fighters, so the best excuse he can 

come up with is the game play! 
Herman McClain 

Van Nuys, CA 

We told Shane “Atariman” Shaffer that 

Steve Kent has a right to his opinion, and 

we repeat to you that Shaffer has the same 

right. One doesn't have to be poor at a game 

to dislike it, either. It’s great that you’re 

“awesome” at fighters; we know quite a few 

who are pretty much expert at them too— 

and know how to be critical of them when 

need be. As to the Jaguar and the Ultra 64, 

we'll see how the industry shakes them out. 

Thanks, everyone, for your correspon- 

dence. Send your letters to: 

Feedback % Electronic Games 

330 South Decatur, Suite 152 

Las Vegas, NV 89107 

and e-mail us at: eleegames @aol.com 
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Own the first and only official re-creation based on the game 
sactually played by Captain Kirk™ and Mr. Spock™... 

‘THE OFFICIAL 

jams. PARAMOUNT PICTURES 
0 NW: presents the spectacular 
“= three-level chess set of the 
future. Rich with Silver and Gold. 

« 

S 
I$ the ultimate chess challenge! The inter- 

galactic game of the future, based on the 

game actually played aboard the legendary 

starship U.S.S. ENTERPRISE™ A spectacular 

showpiece-moving the STAR TREK’ saga into 

a bold new dimension. 

And now Paramount Pictures invites 

you to own the first and only authorized 

re-creation based on the famous 

By set introduced by Captain Kirk 

s” and Mr. Spock in the classic 

=u episode “Where No Man Has Gone 

~  Before’™ 

Bold, distinctive, eminently logical, it has 

everything you'll need to begin play immedi- 

ately. Three main playing boards. Four move- 

able “attack boards.” 32 game pieces, each 

lavishly coated with sterling silver or 24 karat 

gold. Plus complete playing instructions. 

The entire set sent at one time. Just $195, 

in monthly installments. Specially imported. 

Satisfaction Guaranteed 

If you wish to return any Franklin Mint purchase 

you may do so within 30 days of your receipt of 

that purchase for replacement, credit or refund. 

T™. & 5 Pa t t All Rights Ri C A 

— : ‘ : Please mail 
Booklet provides complete © . j a a 7 by Stardate 9530.06 

instructions and rules ’ HL ’ 2 in 4 (June 30, 1995). 
of the game. Bb 5 ‘ > The Franklin Mint 

i : Franklin Center, PA 19091-0001 

Please enter my order for The Official Star 

4 Trek® Tridimensional Chess Set, authorized and 

*’ authenticated by Paramount Pictures. 
| need SEND NO MONEY NOW. The complete set will be 

sent to me in a single shipment. | will be billed in 5 equal 
monthly payments of $39* each with the first installment 

due prior to shipment. *Plus my state sales tax and 
a one-time charge of $3. for shipping and handling. 

SIGNATURE 
ca wa — ALL ORDERS ARE SUBJECT TO ACCEPTANCE. 

Game pieces each lavishly SUN MISS PLEASE PRINT CLEARLY. 

coated with sterling silver Game boards measure 13%" (33.66 cm) tall x 6%' ADDRESS. APT. # 
or 24 karat gold. (15.56 cm) wide x 10%" (26.04 cm) deep. 

(CTSA ZIP 

THE ULTIMATE CHALLENGE! (See 





rly 

of PANZER 

son perspec 

entertainmen 

For more information on Sega 

segasaturn@segaoa.com or on the w 
http://www.segaoa.com or on Compuserve at GO SEGA 

Poona = 

Bor = SAT VUIRIN 



Complied by Joyce Worley 

& Ross Chamberlain 

Censorship On-Line 

here have always been 

well-meaning people 

who wished to control 

the actions of others 

“for their own good.” There 

have always been leaders anx- 

ious to take on themselves the 

burden of other people’s person- 
al behavior. Some people believe 

that policing morality is appro- 

priate behavior for politicians. 

Senator James Exon (D- 

Nebraska)and Senator Slade 

Gorton (R-Washington) pro- 

posed an extraordinary measure 

to the Senate Commerce 
Committee, where it was accept- 

ed without debate as part of a 

general telecommunications bill. 

The Communications Decency 

Act is the most wide-ranging, 

penalty-laden attempt to date to 

impose censorship that will curb 

our freedom of speech. 

The amendment bans trans- 

missions via any telecommuni- 

cations device that makes avail- 

able “any comment, request, 

suggestion, proposal, image or 

other communication” that is 

“obscene, lewd, lascivious, filthy 

or indecent,” and imposes fines 

up to $100,000 and up to two 
years imprisonment. 

The proposed Act does not 

attempt to define these terms. 

But, what is clear is that the Act 
will place the government in the 

position of policing private 

communications on-line. 

Senator Exon, in his statement 

upon introduction of the legisla- 

tion, claims the Act is necessary 

to protect children from “inap- 

propriate communications.” The 

Act covers cable television, 

radio, telephone and “all com- 

munication including digital 

communication.” 

“Children should be protected 

from the pornography and smut 

that I fear could turn the Infor- 

mation Highway into a red-light 

district,” said the senator in his 

statement. “My amendment to 

the Telecommunication Reform 

Bill will ... make those who 

would misuse a computer to 

spread obscene material or 

harass others think twice.” 

Advocates opposed to the Act 

have pointed out that there are 

already systems of passwords, 

blockage of certain areas and 

lockout provisions that enable 

adults to control what kids can 

see, without instituting this bar- 

rier to freedom of speech. 

To voice opinions about the 

Communications Decency Act, 

contact your own senators, and 

write to Senator Larry Pressler 

(R-South Dakota), the chairman 

of the Senate Committee on 

Commerce, Science and 

Transportation. 



The Communications 
Decency Act 
A statement by 

Senator Jim Exon 
When a youngster logs on to a 

computer terminal, he or she is 

welcomed into a vast new world 

of information that will revolu- 

tionize how we all learn and 

work in the future. This world- 

wide web of computer connec- 

tions represents an information 

explosion unprecedented in 

world history. This information 

revolution may rival the inven- 

tions of the printing press and 

broadcasting in terms of how it 

will affect our daily lives. The 

evolving telecommunications 

infrastructure known as the 

Internet will link homes, busi- 

nesses, schools, hospitals and 

libraries to each other and to a 

vast array of electronic informa- 

tion resources. But there are 

some dark side roads on the 

information superhighway that 

contain material that would be 

considered unacceptable by any 

reasonable standard. 

I want to make this exciting, 

new highway as safe as possible 

for kids and families to travel. 

Just as we have laws against 

dumping garbage on the 

interstate, we ought to have 

similar laws for the information 

superhighway. 

My amendment to the 

Telecommunications Reform 

Bill will toughen penalties for 

people who actively transmit 

pornographic or harassing mate- 

rial, boosting the maximum fine 

from $50,000 to $100,000 and 
increasing the maximum jail 

sentence from six months to two 

years. We need this added deter- 

rent so that those who pervert 

the network will think twice. We 

already have laws to prohibit 
obscenity over the telephone or 

pornography through the mail. 

My amendment extends to com- 

puter users the very same pro- 

tections against obscenity or 

harassment that now partially 

protect telephone users. 

The legislation does not make 

innocent “carriers” of electronic 

messages liable for inappropri- 

ate messages, nor does it by any 

stretch of the imagination 

require system operators to 

“eavesdrop” on electronic mes- 

sages. To do so would be the 

equivalent of holding the mail- 

man liable for the packages he 

delivers. 

Many critics say that on the 

Internet, anything should go, no 

matter how outrageous. I say the 

framers of the Constitution 

never intended for the First 

Amendment to protect pornogra- 

phers and pedophiles. 

There are documented cases 

of computer misuse all over the 

country. These include incidents 

of electronic stalking, inappro- 

priate contact with children and 

computer breaking and entering. 

Last summer, the Los Angeles 

Times reported that a computer 

at the Lawrence Livermore 

National Laboratory in 

California was being used to 

store and distribute hardcore 

pornography. Despite the lab’s 

elaborate security precautions, 

investigators found more than 

1,000 pornographic pictures. 

The computer was shut down 

and the FBI called in. 

Computers are a unique medi- 

um because children often have 

much more knowledge about 

how they operate than their par- 

ents. My amendment would pass 

the standard outlined by the U.S. 

Supreme Court that Congress 

may take action to protect chil- 

dren from obscenity, pornogra- 

phy and indecency in areas like 

radio or television broadcasts 

where youngsters have unique 

access. 
Does anyone really think that 

a parent can stand over their 

child’s shoulder and monitor 

them all of their waking hours 

of every day? If anyone thinks 

that this material is hard for 

youngsters to come by, they 

don’t know youngsters. 

In a recent newspaper article, 

a computer hacker who viewed 

some of this pornography on the 

Internet said 98 percent of it is 

no worse than you might find in 

an adult video store. That weird 

admission makes my point. Is 

material that is okay for an adult 

video store okay for kids to see 

on their home computers? 

To those who are critical of 

my suggestions I say, come let 

us reason together. Nothing is 

etched in stone, and I am open 

to any constructive proposals. I 

have suggested, for example, a 

parental lock-out mechanism as 

a possible solution to make cer- 

tain areas of the Internet inac- 

cessible to youngsters. 

We are talking about our most 

important and precious com- 

modity—our children. 
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TALL SHIPS AND 
GOOD WHISKEY 

Take to the high seas in a tall 

ship on a Prohibition era 

whiskey run from the Bahamas 

to New York in Cutty Sark Scots 

Whiskey’s Virtual Voyage, a 

promotion that won top place in 

the Kiosk/Point-of-Purchase cat- 

egory at the Annual Interactive 

Media and Marketing Awards 

ceremonies held at New Media 

Expo 795 in Los Angeles. 

GreyStone Technology, Inc., 

Horizon Entertainment, Scaros 

and Casselman and Spinnaker 

Design shared the honors for the 

18 ~=Flectronic Games 

development of the interactive 

ad, in which would-be sea cap- 

tains don a VR helmet, stand at 

the helm of a mockup ship and 

encounter 2/2 minutes of rough 

seas and high winds in the effort 
to deliver their precious cargo. 

The promotion, which began 

its tour in Chicago in 1994, will 

continue through June. 

SAMSUNG, 
NINTENDO 
MAKE PEACE 

Samsung and Nintendo 

agreed to end their legal dis- 

putes and resume business as 

usual, and to launch a coopera- 

tive antipiracy move to identify 

unauthorized copies of Nintendo 

games. 

Although the two companies 

agreed not to discuss the case 

further, Nintendo acknowledged 

that the counterfeit software did 

not originate with Samsung. 

TIMES, TORSTAR IN 
POPCORN CHANNEL 

Senior officials of Torstar 

Corporation, parent company of 

The Toronto Séntar, say they are 

considering creating up to three 

cable television channels in 

Canada, including an all-news 

channel, in addition to an on- 

line service. 

Other channels would be for 

classified advertising and theater 

listings, and the new services 

would not raise cable rates, but 

would be paid for with advertis- 

ing revenue. 

Torstar has already announced 

a partnership with The New York 

Times and Salter Street Films of 

Halifax to create the Popcorn 

Channel in the United States, to 

show numerous clips from cur- 

rent movies and provide local 

schedules. 

If Popcorn is a success in the 

United States, it will be expand- 

ed to Canada. 

SENATE ACTS ON 
COMMUNICATION 
RESTRICTIONS 

A Senate panel voted to lift 
many of the restrictions on tele- 

phone and cable companies, a 

move supporters said would 

give consumers greater access to 

information as well as cheaper 

services. But some consumer 
groups say it will lead to higher 

cable and telephone rates and 

create giant companies that con- 

trol access to telecommunica- 
tions services, news and enter- 

tainment as well. 

The proposal will free tele- 

phone and cable companies to 

enter businesses previously off- 

limits, such as networks that 

transmit voice, video and data. 

Cable companies would hold 

and maintain rate regulation on 

lower tier services, though the 

rates would be deregulated for 

other services. 
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2DELL SEES 
SUPER PCS 

According to Michael Dell, 

chairman and CEO of Dell 

Computer Corp., future com- 

puters will be more intelligent 
and able to predict what the user 

wants to do. Dell sees the PC of 

the future as an all-in-one that 

can handle wireless phone calls, 

faxes, video, voice and paging. 

“Youll have just one comput- 

er—smaller, lighter, more pow- 

erful and less expensive than 

today’s notebooks. You’ ll use 

just one phone number to send 

and receive all communications 

... the PC will refine, filter, 

access, sort and assimilate 

information,” he predicted. 

SIERRA GETS 
RAMA 

Sierra signed a long-term 

partnership with Gentry Lee, 

science-fiction novelist and 

NASA engineer, and licensed 

the rights to develop interactive 
multimedia titles based on Rama 

II, The Garden of Rama and 

Rama Revealed, written by 

Arthur C. Clarke and Lee. 

“Multimedia is the future and 

I’m ecstatic to be designing 

games for Sierra,” said Gentry 

Lee. “They have proven that 

they know game development 

and I’m looking forward to 

working with the fantastic talent 

that has helped to make them so 

successful.” 

Lee, formerly chief engineer 

for Project Galileo and director 

of Advanced Programs, Solar 

System Exploration for NASA, 

will be designing a sequel to 

Outpost, a simulation of build- 

ing a colony on a hostile 

planetary surface. 

DID YOU KNOW... 
Remember the controversy 

when Vanguard’s American his- 

tory program was criticized for 

discussions of homosexuality, 

abortion and other hot topics? 

Apple solicited educators for 

input, and continued distribution 

to secondary but not primary 

schools. ... Less than 10 percent 

of Pentium owners bothered to 

get a replacement for the flawed 

Intel chip. 
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NINTENDO PAINTS THROUGH WWW 
THE BEACH LOUD 

Launching their new “Play it 

Loud” line of Game Boys, 

Nintendo painted Daytona beach 

red, yellow, green and black, at 

the Play It Loud launch party. 

Painted Bodies of Spring Break 

was the theme as vacationing 

coeds competed for the crown 

of “Fastest Body Painter.” Play 

it Loud Game Boys were award- 

ed to the winners and a few 

lucky audience members. Now 

that’s fun in the sun! 
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BY PHONE & FAX 

Starting this summer, naviga- 

tion of the World Wide Web will 

be opened to folks who fax. 

Universal Access, a California 

Internet access provider and 

software developer, created a 

service called WebFax, intended 

mainly for information retrieval. 

Members can phone WebFax 

and then enter identification 

numbers for various websites 

via their touchtone keypads. 

They’ Il receive fax pages with 

printed-out text and graphics for 

those sites. Where hypertext 

would appear on the computer 
screen, there are special ID 

numbers that may be punched in 

to obtain the linked documents. 

Price of the service includes a 

one-time $25 activation fee plus 

$7.77 per month basic member- 

ship fee. Phone charges are not 

covered. Advantages are to com- 

panies not wishing to open up 

their systems to outside access. 
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Holy 
War on the 
Intobahn? 

he Net may be largely secular, but 

religious elements have certainly 

begun to creep into the computer era, 

with the arrival of both SATAN and 

a Roman Catholic-style confessional pro- 

gram within one month. 

First, we have a new piece of security 

software that was released freely into the 

Net on April 15,1995, and that, according to 

AP reporter Catalina Ortiz, has computer 

security professionals uttering profanities 

galore. Could it be ... SATAN? In this case, 

that’s exactly what it is; SATAN (or Security J 
Administrators Tool for Analyzing 

Networks) is “a new piece of software 

designed to find security gaps in computer 

systems and make them harder to crack.” 

Created by Dan Farmer, the program has 

security pros tweaking with the expectation 

that hackers will use the system to execute 

break-ins, but Farmer demurs: “As far as 

abuse goes, I think it will actually decrease 

because people can make better decisions 

about improving their security.” 

While the war against SATAN rages, 

there is now also the possibility of silicon 

expiation. According to The Hartford 

Courant (3/11/95), Greg Garvey, an assistant 

professor of design art at Concordia 

University in Montreal, has developed the 

“Automatic Confession Machine” or 

“ACM,” a “computerized booth that allows 

sinners to come clean by picking from a 

menu of the seven deadly sins and the Ten 

Commandments ... the ACM asks the con- 

fessor about his transgressions before pre- 

scribing ... penance.” Unfortunately, accord- 

ing to its creator, the ACM can be a little 

draconian in assigning penance. “Garvey 

says his machine tends to be a little more 

heavy-handed with the Hail Marys than your 

average priest. Instead of three, you might 

be ordered to say 300.” Therefore, Garvey 

recommends his “Personal Pocket Penance 

Assistant, which is a handheld device ... 

[that will] say your penance ... automatical- 

ly. Perfect for the busy sinner on the go.” 

“The only people that have [the right to 
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be] upset about O.J. Simpson must be the 

Florida Citrus Growers. They would pay 

him any money if he would just change his 

name to Snapple Simpson.” 

—Paul Rodriguez (Prodigy) 

“Thrilled by all the controversy surround- 

ing the bug in Intel’s Pentium processor, 

Kurt [Glaesemann] decided to jump into the 

fray on the Internet newsgroup 

comp.sys.intel. But then he posted a mes- 

sage comparing the Pentium bug to being 

shot: “Being shot is rare and affects relative- 

ly few people, but if you’re the person who 

gets shot, it really sucks.’ Kurt says his com- 

ment was misread as a death threat against 

Intel president Andy Grove, causing the FBI 

to send an agent to Kurt’s Ames, IA, home.” 

—“Open Folder” MacUser 5/95 

“Another formidable ally [in the 

DreamWorks project] is Microsoft’s [Bill] 
Gates, whose tactical pitches include the 

hardball and the spitball. ‘Microsoft doesn’t 

take no for an answer,’ [Jeffrey] Katzenberg 

says. ‘If they can’t come in through the front 

door, they’ll come in through the back door. 

Or the cellar or the attic. That’s what they 

do. Well, so do we. So I respect that.’ Yet 

Gates’ prodding of Katzenberg during a 

January meeting in Las Vegas nearly scut- 

tled the software deal. As Spielberg recalls, 

“When Jeffrey said it took 400 animators to 

do The Lion King, Bill asked, “Can’t you 

cut that down to 40 people and do the rest 

on computers?” Jeffrey misunderstood Bill. 

He wasn’t turning up his nose at creativity; 

he was putting us to the test.’” 

— “Hey, Let’s Put on a Show!” Time 

3/27/95 

“The latest [gambling] machines coming 

off the assembly lines at Nevada’s major 
manufacturing plants offer many games of 

chance from just one machine. ... 

“Multigame machines, which are becom- 

ing available from several of the major man- 

ufacturers, allow customers to play a variety 

of games ... without leaving the machine. 

“The machines are expected to appeal to 

the next generation of casino customers; 

those who grew up playing with Nintendo 

and personal computers...” 

—Monica Caruso, “Manufacturers Prepare 

for the Nintendo Generation of Gamblers,” 

Las Vegas Review-Journal, 3/12/95 
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We didn't invent these games, 
we just gave them a whole new spin. 
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Welcome home, troubled gamers. The use 

of America OnLine as a send-off point for 

questions has paid major dividends with lots 

of great questions. So the Game Nurse has 

been running her buns off this month, and 

while we reorganize our system, I feel I 

should answer a couple of questions that 
have been annoying all of us for several 

months now. Frankly, we’ve been dogging it 

on producing conclusive research as to the 

“Genesis” of the number “2600” on the old 

Atari VCS/2600. I feel we have also been 

less than conclusive in confronting the 

question of why video games can’t generate 

better resolution on standard TVs. 

So let’s abandon our traditional Q&A for- 

mula and get some hard facts nailed down 

on these two issues so I can sleep at night. 

Question 1: How did the Atari VCS come 

to be called the 2600? 

This was the toughest nut the Doc’s had 

to crack since that Vectrex business back in 

the Jurassic period. It began with an inno- 

cent-looking letter from this well-inten- 

tioned fellow in Chicago with a damned 
good question. Now it’s several months 

later, and my years of hard-won game cred 

are on their way down the toilet. One reader 

even challenged me over e-mail to answer 

the damn question, claiming to know that 

the number 2600 was chosen because of 

its numerological importance within 

the world of phone phreakdom and 

high-level electronics. 

So I knocked the dust off my 

P.F. Flyers and actually left the 

office—something the Doc 

has only done to eat, gam- 

ble, golf or hot tub since 

moving to the great 

American 

Southwest over 

half a decade 

ago—to the 

great aston- 

ishment 

of the 

Game 
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Nurse and several patients who had begun to 
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phone bill. (Alert: a Prize Packet to 
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how he got his name.) 

Now that was interesting. 

In fact, it was almost 
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tants seemed to shore 

up the theory, claim- 
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a well-known 
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Sears in 1978 who saved Atari, then moved 

on to become one of the cornerstones of the 

wizards. “There was even a magazine 

with that name,” one source sug- 

gested. “Maybe still is.” (2600 is 

still around and still giving 

sysops nightmares.) This 

was getting seriously 

gooooo0o0000d! 

Then reality came 

crashing down. I had 

been bugging the 

hell out of poor 

Dick 

Lehrberg— 

the elec- 

tronics 

buyer 

at industry—who felt certain that the number 

was meaningless. “We never even called it 

the 2600,” he remembered. “That was just 

its shipping number, CSX2600 or something 
like that. It wasn’t until the ColecoVision 

came out and Atari had to launch a next- 

generation system that we looked at the 

number and decided to double it and 

make the next model the Atari 

5200—and then the 7800, and so 
on. No one thought anything 

about it until we needed a 

number, at which point 

we started calling it 

the 2600.” 

Yes, Dick, it all 

sounds so ... 

facile. But 

where did the 

original 

number- 

ing of 

2600 
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come from? Surely, they didn’t pluck it from 
a hat? Unfortunately, Dave Crane, the big 

killjoy, had a squelcher for even that seem- 

ingly mystical question: “I believe Atari pro- 

duced 25 products before the VCS—Pong 

systems, Video Pinball, stuff like that. So 

the VCS was probably the 26th; it needed a 

shipping number, so it became the 2600.” 
That’s where we stand today. I feel that 

on an issue as important as this one, we 
must all draw our own conclusions. 

Question 2: We hear an awful lot about 

the “brick wall” that game creators run into 

when designing games which must be played 
on standard TV sets. Doesn't the fact that 

the regular imagery we see on broadcast TV 

looks better than the electronic games we 

play on those same sets prove it’s just a 

question of the game systems not having 

sufficient processing power? 

The Doc totally stepped aside on this one 

and left it to my consultant, Dr. Raj, who 

assures us that we are being paranoid about 

this. “There is, in fact, a very serious limit in 

the resolution a TV can produce. For U.S. 

systems (NTSC) the limit is about 550 x 550 

(pixels per cm are not the same for both 

directions). The reason why it always seems 

the other way around is one of bandwidth. 

The TV circuitry has very low bandwidth so 
it tends to smooth the finer lines out. Thus, 

you cannot see jagged edges and stuff (they 

get smoothed out) and that gives the illusion 
of better resolution. The only real test for 

resolution is a TV test card.” In other words, 

because TV res is so fuzzy, it looks 

smoother, while the lines on game-generated 

images are so sharp we can see the pixeled 

edges! 

Thank you, Dr. Raj. 

And that’s a wrap for this issue, gang. 

Next time out, we’ll tackle the question of 

what, exactly, is the international language 

of the Net/WWW and other cool 

questions. 

To send your queries by snail 

mail, write to: 

The Game Doctor (EG) 
330 S Decatur, Suite 152 

Las Vegas NV 89107 

To address us by e- 

mail, meanwhile, jack in 

to us at: Game 

Nurse @aol.com and 

that’s a big Aloha, 

dear readers. 
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THE MULTIMEDIA CONSOLE BRACES 
FOR THE CONSUMERS’ VERDICT 

. t’s hard to think of Sega of America 
> as an underdog. SoA is a major 

component of a cash-rich, billion- 

dollar entertainment colossus. Still, many 

experts expressed skepticism about Sega’s 

entry into the multimedia console market, 

the Saturn. Clearly, Sega has beaten longshot 

odds to rank as a major contender in the fast- 

developing multimedia console battle royal. 

Sega applied a lot of people and money to 

the problem of a cutting-edge game machine, 

code-named Saturn, to supersede the Genesis. 

The project’s first fruits weren’t encouraging. 

Many initially sized up the Saturn as.an 

expensive machine with capabilities inferior 

to its prospective rivals. 
Saturn’s early problems began with a media 

perception that the machine wasn’t as strong 

as some of its rivals. Sony’s PlayStation 

impressed many in its behind-the-curtain 

debut, and analysts couldn’t discount 

Nintendo, even though the Ultra 64 was 

little more than a vague rumor. 

Pricing concerned the industry, too. No one 

wanted a $600-plus game-player, even if it 

had multimedia sound and graphics. The first 

prototype also appeared resistant to economies 

of scale, because of the composition of the 
chip set. This raised the fear that the Sega 

Saturn would be left all on its lonesome, hun- 

dreds of dollars more expensive than anything 

else of comparable quality. 

The software, Virtua Fighter and Ridge 
Racer shown in rough form, didn’t blow away 

sneak-peeking editors. They weren’t at all bad, 

but they didn’t seem fresh or exciting enough 

to lead a new platform into the market. 

Although the company probably wouldn’t 

admit it, the 32X upgrade to the Genesis also 

posed difficulties. No hardware manufacturer 

has ever successfully maintained a two-level 

marketing strategy, so some feared that 

the 32X would undermine 

the Sega 
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Saturn’s place in the retail market. 

The occupational disease of electronic gam- 
ing journalists is impatience with the future. 

It’s understandable, perhaps, in such a for- 
ward-facing business. Whatever the reasons, 

the competition for scoops and headlines 

sometimes causes attempts at premature bur- 
ial. In a desire to be first with a big story like a 

platform going belly up, some journalists ring 

the death knell way too soon. 
That is certainly the case with the Sega 

Saturn. There are five major new consoles, all 

of them multimedia. Sure winners are only a 

little harder to predict than guaranteed losers, 

but Sega Saturn is now a lock to make the 

Final Three. 

Close-ups on the following pages describe 

the specifics of hardware and software devel- 

opment, but the general pattern is unmistak- 
able: Sega looked objectively at its multimedia 

project and made the needed decisions. 
On the eve of its late-summer debut, the 

Sega Saturn has already surmounted most of 

its potential obstacles. Sega improved the 

development system, refined the unit’s con- 

struction and started to develop software as 

innovative as the hardware. Panzer Dragoon 

undoubtedly owes something to the classic 
Space Harrier, but its audiovisuals, first-per- 
son intensity and involving strategy are strictly 

state-of-the-art mid-1990s. 
The two-level strategy must still prove 

itself. SoA has boosted its chances to pull off 
this marketing miracle by more precisely posi- 

tioning the 32X as an accessory rather than a 

platform. Its tight focus on arcade-style action 

and sports for the Sega Saturn also separates it 

from the 32X. 

Survival 
Report 
There are, most likely, only three 

chairs available for the five main 

players. That makes the multimedia 
console market quite a scary game of 

musical chairs for Sega, Nintendo, 

NYo anes DIO Micaela m 
As the Sega Saturn roll-out starts, 

it’s time to assess its chances. It will 

come in as the highest-priced 
machine, but the difference between 

it and the PlayStation won’t be as 
large as predicted a year ago. The 
public’s reaction to the first wave of 
software will do much to determine if 

the price gap has narrowed enough. 

The Sega Saturn software looks 
and plays a lot better than some cyn- 

ics expected. This has to make a dif- 
ference in a crowded field, so expect 

Panzer Dragoon, in particular, to 

sell some systems. 
The yen’s movement against the 

dollar imperils price relief on the 
hardware. In fact, monetary fluctua- 

tions (see sidebar in this section) 

could make a shambles of the entire 

industry’s pricing structure. Until the 
five manufacturers react to the situa- 

tion, however, speculation about 
retail tags is fruitless. 

s+ ° VIRTUA FIGHTER FOR THE 
ss SEGA SATURN HAS PROVEN 
<1 BE THE STANDARD BY 

WHICH SUPER SYSTEM 
FIGHTING GAMES ARE 

“=| JUDGED. 
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by Ed Dille 

s there a secret to engineering the 

perfect video game system? Each 

of the major hardware manufactur- 

ers would certainly claim that is the 

case. Further, that their solution is the end all; 

the Holy Grail gamers have been waiting for. 

Most consumers would recognize these 

claims for what they are, marketing dollars at 
work, but there will always be a few for 

whom the pitch transcends the performance. 

After these early adopters propel the new 

system into the mainstream, the sell becomes 

a little more difficult. The balance of video 

game consumers are not unlike car shoppers; 

some will drive “Betsy” until she literally 
falls apart (witness the large number of 8-Bit 

Nintendo cartridges routinely swapped at flea 

markets across the country), others will trade 

in their old model on a newer one every three 

to five years. Despite some reduction of the 

potential market for the Sega Saturn by 
Jaguar and 3DO, not to mention Sega’s own 

interim measures like the 32X, the fact 

remains that there are a large amount of 
potential console consumers about to go on 
the market in that three- to five-year cycle. 

Sega is counting on this, and the timing of 

their release of the Sega Saturn seems to be 

right. Nevertheless, market timing is only one 

piece of the equation. As in the automobile 

industry, the proof is in the performance. 

Further, performance of a design must show a 

balance between style and substance, or 

power. Put a Testerosa engine in a 

Yugo and you have a pow- ; 

erful machine with- inp? 

out style. 
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Put a Yugo engine in a Testerosa 

and you have a stylish machine 

with no power. 
Video game engineering is no different. 

The console design establishes the power of 

the system. Software design implements that 

power to varying degrees and establishes the 

style of the system. Herein, EG “test drives” 

the Sega Saturn to rate the power and poten- 

tial of this new system. This analysis will 

make no claims about the eventual style that 

software engineers will implement. EG must 

note, however, that software support has 

always been the deciding factor in whether or 

not new hardware enters the market with a 
bang or a whimper. With that firmly estab- 

lished, let’s. peek under the hood of the 

Sega Saturn and put her through some paces. 
Starting at the surface and working 

deeper, the first impression Sega Saturn 

players have is that the visual presentation 
of the machine exceeds much (but not all) 

of what they have seen in the past from pure 

consoles. For example, both the Sega Saturn 

and the Jaguar have a palette of 16.8 million 

(ore) Coy aspar-a(e ml ofelt et ucMer-\ 0-10) (M0) PAU GaN Le) 

resolution, but the Jaguar achieves this on a 
regular TV while the Sega Saturn requires 
HDTV for this performance. On a regular 

TV, Sega Saturn displays at 320 x 224. 

eS . 
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Both 3DO and Sega CD achieve 320 x 200. 
So what sets the top-level presentation of 

the Sega Saturn apart? How about that it is 

capable of rendering 200,000 texture-mapped 
polygons per second, or 500,000 flat-shaded 

polygons per second? Granted, this is still 
somewhat shy of the 690,000 flat-shaded 

polygons per second that an MGA Impres- 

sions Plus is capable of at twice the resolu- 

tion on a PC, but remember, folks, we are 
talking about a stand-alone console. To un- 

derstand how these fairly impressive numbers 

are generated, and also more about the other 

features of the Sega Saturn, let’s go inside the 

block diagram depicted in the accompanying 

figure and get down to the specifics. 
The Saturn features two 32-Bit, 28 Mhz 

Hitachi SH2 RISC chips in a master/slave 
configuration. Both chips have access to 2 

MB of RAM (in addition to 512k of Boot 

ROM) and each chip is capable of perform- 
ing DMA functions. Because of the master/ 

slave configuration, however, both SH2 chips 

must share the same BUS, so one must wait 

if the other is currently accessing the BUS. 

Each SH2 has a 4KB cache to help ease BUS 

conflict, and the cache can either be config- 
ured as a 4KB 4 way write through unified 

cache, or 2KB 2 way cache with 
2KB of private work 

RAM. 
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DAYTONA PROMISES TO BE A BIG 
_ WINNER FOR THE SEGA SATURN 

WHEN IT IS RELEASED IN 
APRIL OF ‘95. 

In addition 
to these processors, 

the Sega Saturn features another RISC chip, 
the SH1, which is dedicated to the CD sub- 
system. This independent processor runs at 

20 Mhz and contains its own 512k RAM 

buffer to cue data from the double-speed CD- 

ROM drive for further processing by the SH2 
x 2 main architecture. The CD-ROM drive is 

capable of reading the following formats: 

CD+G, Red Book Audio, Yellow Book CD- 

ROM and CDX-A. The SH1 is tied to the 

SCU (see below) via the “A” BUS. 
Yet another processor, the SMPC, controls 

the functions of all peripherals. This 4-Bit 
Hitachi micro-controller regulates a real-time 

clock and runs continuously using battery 

power when the system is shut off. The 

SMPC allows the SH2 processors to access 

peripherals directly or indirectly and also 

regularly polls for and buffers the latest 

information from peripherals. Additionally, 

the SMPC is capable of resetting the entire 

system or individual chips as required. 

The System Control Unit (SCU) ties to- 

gether all of the functions of the SMPC, SH1 

and SH2 chips on the CPU side of the “B” 

BUS. Think of the SCU as the “glue” that 

holds the entire architecture together. The 

SCU controls both BUSes, allowing integra- 

tion of “A” BUS and “B” BUS data flow to 

produce one contiguous memory map for the 

SH2 processors. The SCU manages three 

DMA channels, serves as an interrupt con- 

troller and has a separate 14 Mhz DSP (with 

2K RAM) dedicated to the efficient, precise 

math functions used in matrix calculations. 

On the opposite side of the “B” BUS, one 

finds both the video and sound processors 
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that perform the balance of the Sega Saturn’s 

magic trick. The sound sub-system includes a 

custom SCSP chip that combines a PCM/FM 

sound source and sound exclusive DSP. The 

sound sub-system also has a 68EC000 chip 
running at 11.3 Mhz, which can be pro- 

grammed for 3-D sound and other effects. 

A 16-Bit Digital/Audio Converter (DAC) 

converts up to 32 voices from the 

PCM/FM synthesis slots into 44.1 Khz 

CD-quality audio. What does that trans- 

late to for the layman? The Sega 
Saturn’s sound quality is crisp, clean 

and first rate, limited only by the 

speakers on one’s television. 

To avoid the common bottlenecks 

associated with video processing, the 

Saturn segregates these functions 

between two semi-independent proces- 

sors, VDP! and VDP2. VDP1 is the 

sprite processor and displays polygons 

and other shapes called “parts” indepen- 

dently of the backgrounds displayed by 

VDP2. Parts can be either textured or 

non-textured. A textured part can be com- 

posed of 15-Bit RGB values (32,768 col- 
ors), palette offsets (256 entries) or entries in 

FW Kopcere) (0) mm ©) 1 OM DAC Gro) (oyu Bole) cto Ele) (2s 

VDP! can also perform a special effects set 

which closely replicates that of the 3DO 
‘video processor, including Gouraud shading, 

shadowing, half luminance and half trans- 

parency. Finally, VDP1 enjoys 512k of 

Texture RAM on a dedicated BUS and also 

manages two frame buffers, allowing one 

buffer to be filled while the other buffer is 

being displayed by VDP2. 

The VDP2 Background Processor has its 

priorities set through programmable registers. 

It also contains 4 KB of Color RAM to 

define the palettes that can be used by either 

VDP1 or VDP2. VDP? plots up to five back- 

grounds at a time, using either characters or 

bit-mapped images. The latter may be either 

15-Bit or 24-Bit images. Programmers may 

configure VDP2 to provide either four nor- 
mal scroll planes, or two normal and one 

rotational, or two rotational scroll planes with 

no normal scroll planes. Additionally, there is 

a default back plane set to one color, or one 

color per line. This allows programmers to 

design based on a maximum of five video 

planes, which is also unprecedented. 
Looking at this design in the aggregate, 

one comes to several conclusions. First, the 

Sega Saturn is indeed a powerful engine, but 

not in a revolutionary sense. Every innova- 

tion contained therein is a natural evolution 

of existing technology. In other words, there 

is no Holy Grail of gaming inside this box. 

Second, the architecture appears more deyel- 

oper friendly than the 3DO did when it first 

appeared. As such, expect a lot of software 

support, which is always a good indicator of 
system strength. Third, the first titles intro- 

duced in Japan are doing very well. Virtua 

Fighter is selling one for one with the 
machine, much as Mario did for the SNES 

and Sonic did for the Genesis. Because of 

this, much of 1996 may well belong to Sega’s 

Saturn, but it is not far enough ahead of the 
rest of the pack to avoid being overshadowed 

by as early as 1997. 
Finally, and of greatest importance to the 

EG readership, the battle for your gaming 

dollars is far from over. In fact, all we are. 

seeing now are the preliminary postures of 

several companies vying for position to serve 

the “real” mass market which, guess what, is 

still three to five years away. 

DYe)| t=) mem 4-0 a e-Lo (eee 
Effect On Prices 

Prices for the new consoles to be introduced this year will be significantly affected 
by the declining dollars-to-yen ratio. Currently ¥83 equals about one dollar: an all-time 
low, and game buyers can expect to see this reflected in hardware prices. 
John Taylor, EG’s financial columnist, explained: “The best estimate I have is based 

on the cost of components to Sony and Sega. Sony has to pay somewhere in the neigh- 
borhood of $300 to buy all the components that go into the PSX machine, and Sega 
has to pay probably in the neighborhood of about $380. Many of those components are 
priced in yen. For those guys to assemble and sell the products in the U.S., the yen’s 
strong rate against the dollar is clearly going to put more gvidg pressure on them than 

they had before. 
“A let of us are eau our heads Needs how ee are going to pri at 
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The Away Tteam— 
Pushing The Frontier 

by Joyce Worley 

> | 

n less than six months,” said Tom 

Kalinske back in March, “video 

gaming will take on a whole 

different character.” Sega has made 

dramatic moves to keep that promise. 

Sega’s officers know the success of the 
Sega Saturn depends on the quality of soft- 

ware. “They realized that they needed to start 

this big process,” said Steve Payne, Sega’s VP 

of product development, “so they put together 

a team just to focus on the Sega Saturn.” 

Sega’s group of top gamesfolk was dubbed 
The Away Team, then given the power to cut 

through the corporate red tape. “Away Team 

as a title ties into Star Trek ... people who 

explore new frontiers,” explained Steve. “The 

other meaning is that we are working with 

programmers and developers all over America, 

in Canada and the U.K. The core team directs 

the efforts of dozens more.” 

He explained how the team started: “We 

started a little over a year ago, and we imme- 

diately assigned people to figure out how the 

Sega Saturn worked and to get the first games 

together.” Four title producers were assigned 

to the core team, plus technology experts and 

marketing people. “Their only job is getting 

great Sega Saturn titles out,” he said. 

Steve stressed that it was a cohesive team 

who worked well together, not a hierarchy. 

These are top gamespeople, most with 

experience on the Genesis, but Steve feels 
they have a special slant on gaming: “Many of 

the members of the team are a little younger 

than the rest of the staff ... from about 22 up to 
early 30s. These people were closest to our 

market and understood intuitively what 

gamers want from a next-generation system.” 

Steve explained the process: “The first chal- 

lenge is being able to conceptualize what the 

Sega Saturn can do. ... It requires 
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stepping up the level of art 

and programming and 

design an order of more 

magnitude. ... You have to 

imagine what it can do, be- 

cause no one has done it before.” 

Max Taylor, senior producer, 

says working as a team is difficult. 

“There’s not much time to sit together 

and talk; we’re all focused on our projects.” 

Max also works with the out-of-house 

developers, and admits the distances can be 

troublesome. But since he started his career in 

the U.K., he’s used to dealing with companies 

on the other side of the world. A drinking 

buddy who was a programmer inspired Max, 

an electronic engineering student, to design 

games. After graduating, the pair set up 

Arcana Software. After Arcana, he joined 

Ocean, and worked on 10-15 titles, including 

Smash TV and Robocop 3. He came to the 

U.S. about two years ago. 

FreeRunner is one of the pilot projects that 
will highlight the power of the Sega Saturn. 

This cyberspace adventure was Max’s main 

focus. “It’s designed specifically for the over- 

18 players; I made a conscious effort to make 
a game that would appeal to someone like 

myself. The theme is more complicated, with 

all sorts of plot mechanisms that would proba- 
bly be beyond the grasp of younger people.” 

FreeRunner is a detective action shooter, 
spread over two worlds. The cyberspace world 

is all rendered by the Sega Saturn in computer 

graphics form. The player has to search for 

clues to a string of murders. This portion is 
from a first-person point of view. 

The real-world sequences are created 

through full-motion video clips. “We want to 

try to really integrate full-motion video with 

the game play. We’re trying to shorten the 

video clips, and keep them from getting in 

people’s faces. ... So we’ve set the game up in 

a number of stages, related to finding clues. 
Once you find a clue and what to do with it, 

you get rewarded with a video clip. There will 

be clues and hints in the clips, so you can’t 

just ignore them. 

“Because we’ ve decided to go for the over- 

18 rating, we feel we are not restricted as to 

language, drugs, sex. We can make the video 

clip content much more interesting to watch. 

We’re able to get a real seedy view of what 

it’s going to be like in 50 years.” 
Max thinks the Away Team concept worked 

well: “By having a small team, everyone 

remains completely focused on what they’ re 

trying to achieve, and that is generating a new 

entertainment experience for everyone. If the 

team got so large that everyone had only a 

small role to play in it, they’d begin to lose 

track of what they’re trying to achieve.” 

Team members were writing software for 

a machine that wasn’t built yet. “Throughout 

the time of the development, you’ ve got just a 

little bit to work with. As time goes on, you 
get a little more. You only actually have your 

final system at the end of the process. You 

have to have a good imagination; you have to 

close your eyes and see the game in front of 

you as it should be, while bearing in mind the 

technological restrictions.” 
Max did all the generic stuff on the PC, to 

port over to the Sega Saturn when it was 

available. The timing is a different matter, 
though. “You wait until you have the thing 

running on the console. That’s why it’s really 

impossible not to write an entire game on the 
PC and just port it over. You don’t end up with 

the best possible games if you do that.” 
Eric Rawlins produced the American ver- 

sion of Virtua Fighter. Eric only started gam- 

ing about 3'/ years ago, but his career is a 
player’s dream: He started in the test depart- 

ment, then worked with various producers, 

until given the chance to join the Sega Saturn 

project. He works with the developers on 
everything from clerical help, budgeting and 

obtaining materials, to creative work like 

design and art direction. 
He’s had inpat on 90 percent of the pro- 

jects, and says that all have special strengths; 

“there’s something to like about all of them. 

“The new equipment is a big challenge. 

Game design is all about working within 
limitations. When you don’t know what those 

are, that’s a problem.” He explained that they 
had to continually adapt designs: “We’re still 

learning what the Sega Saturn can do,” 

he laughed. 
“The sound capabilities are tremendous. 

I’m working on the helicopter game 
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[Blackfire], and what I really want is not only 

a 3-D visual environment, but also a 3-D 

sound environment. We’ll have a wide variety 

of stereo sounds, all overlapping, over and 

under ... a real sense of being inside the 

helicopter, where the ambient noise of the 

rotors is different from being outside.” 

Dante Anderson just finished the first SoJ 

Saturn game for the U.S., Panzer Dragoon, 
and is now working with Sega of Japan on 

Clockwork Knight. An ex-editor, before 

Anderson joined the Away Team he worked 

for Sega as a tester, then became associate 

producer, writing text for Star Trek: The 

Next Generation (Genesis). An interest in a 

couple of SoJ titles led to his eventual 

appointment to the Away Team. 

He now works on converting Sega’s Japa- 

nese titles before release in the U.S. The big- 
gest changes are those of language. “The text 

has to fit in a certain number of spaces; it 

can’t just be a translation. It has to fit and 

make sense as well.” The problems are com- 

plicated by the distance that any proposed 

changes have to travel. “They send it to me on 

disk ... it takes days, then our lab has to take it 
off. It takes four to five days to get to me.” 

He also pointed out that the amount of 

memory allows a lot more latitude for the 

writer. “The Sega Saturn is just so much more 

capable that it is mind boggling. The program- 

mers and engineers are just now figuring out 

what can it do.” : 

Tim Dunley is the marketing manager for 

the team. Formerly with Microsoft as project 

manager for Cablesoft, he joined Sega just to 

work with the Sega Saturn project, but in 

August 1993, he hadn’t seen the machine, “I 

took a leap of faith,” he admitted cheerfully. 

The prospect of starting on a new system 

was daunting. The first step was for the mar- 

keting experts to define exactly what people 

wanted, determine how the hardware should 
look, how it should be packaged, how it 

should be marketed and to provide insight 

about the kind of experience it should deliver. 

“T had to work closely with the hardware 

development engineers, and on the software 

side with the Away Team,” he explained. 

“There were a few documents and a lot of 
phone calls with the development team in 

Japan and the hardware designers, and the 

early members of the Away Team here.” 

Asked about the primary consideration at 

that stage, he explained: “The overall goal is 

to deliver an experience, and 

fauromevelturel meret eyes 

bilities of 
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sound, 
graphics, etc. 

are secondary. It’s the 

combination of them all that makes a success. 

People really want the best perspective in a 

game world and they want the ability to 

change that perspective dynamically.” 

He also worked with the software team. 

“We’re kinda like a two-headed dragon. On 

one side, we have the hardware company that 
wants to design the coolest and most powerful 

cutting-edge stuff. On the other side, we have 

software; we want to have the coolest games. 

There’s a lot of overlap; the arcade group 
works on hardware and software, and the Sega 
Saturn team works on hardware and software. 

The software guys challenge the capability of 

the hardware; the hardware guys know what 

it can deliver.” 
Tim’s gaming history goes back to Atari 

2600. “That’s something you'll find from 

everyone who worked on the Sega Saturn. 

We're the generation that grew out of the 

2600. People who grew up with gaming 

made it an integral part of their life. To 

many of the people on the away team it’s not 

just a job; people really believe that we’re 

creating the next-generation systeny. We're 

working on something that is really going to 

open up gaming.” 

No system can go far without good sports 

titles. Mike Meischeid formerly was with 

Electronic Arts where he worked on sports 

titles, including the original Madden on the 

Apple. But when he heard of the Sega Saturn, 

he wanted to be part of the team. He joined 

Sega in December 1993. “It’s half fun and half 

headache,” he said of working on a new sys- 

tem. “You run into problems no one has seen 

before. But—it keeps things exciting.” 

NHL All-Star Hockey will have lots of 

unique things, such as 3-D modeling. “We ori- 

ginally had a large script, and tried to take a 

middle road, but that was pushing things 
after a while. Now we’re 

saying it’s pretty 

much at the 
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first-person 

perspective, 

right down on the 

ice. “You can get involved 
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in it, 

instead of 

just watching,” 

said the producer. 

Asked if gaming was always part of the best 

interactive experience, he replied: “Enter- 

tainment that is passive is TV. As time goes on, 
everyone will want even more interactivity.” 

Sarah Richmond, a Sega veteran, is now 

handling all the Sega Saturn marketing pro- 

grams. Once an advertising agency art director 

with a degree in graphic design, she went to 

grad school, went to MTV and liked working 
on cool projects, stuff for the 20-and-under 

crowd. She was involved in the creation of 

peripherals with Sega, then joined the Away 

Team to work on that set of peripherals. 

Later she changed to a product manager, on 

Panzer Dragoon, Bug! and Clockwork 

Knight, and to interface with the software 

development team to make all the games more 

marketable. “We want to help them make it the 

best it can be,” she explained. 

In addition to the producers, Sarah also 

clocks the focus groups who provide feedback 

and input. “We’ve worked on everything from 

start to finish: what the hardware looks like, 

what the logo looks like.” 

But she, too, knows the play is first. “You 

can do as much marketing as you want, but if 

the games aren’t there, it doesn’t matter.” 

Steve Apour springboarded from being a 

video game tester for Atari in the early *80s, 

to manager of Sega’s test department. Steve 

became part of Sega’s “rapid deployment 

team” in late 1993, code-named the Tiger — 

Team and eventually renamed the Away Team. 

He is also excited about the potential of Sega’s 

new system: “T think consumers will get a kick 

out of all the games’ 3-D feel. BUG! for exam- 

ple, is, as far as I know, the first 3-D platform 
game—not a side-scroller, but something of a 
‘quad-scroller.”” 

The Away Team represents a very focused 

effort. “Everyone is really into games; they’re 

passionate about games,” said Richmond. “We 

all fought to get onto this team, not just be- 

cause of the project, but because of our respect 

for each other. We knew what we were trying 

to do, and we knew we were the people who 

could do it.” 

Will the team continue after launch? “For all 

practical purposes it will continue the same 

way it was, to be the leader in pushing the 

envelope of what we can do with our highest- 

end platform. Some of their projects may be 

larger and a little more exploratory. Some may 

even be a little risky,” said Steve Payne. 



TRIMARK 
INTERACTIVE 

(TERACTIVE 1f 



® o tite 

46 Electronic Games 



Capstone Software Reaches For the Next Level of Gaming 

hen game players tried Capstone Software games in the past, 

they sometimes found that the game play was poor despite the 

movie tie-in or pop-culture license that attracted them to the 

product in the first place. Any company can survive in the game 

industry of today, when anyone can produce a game, but it takes 

true talent to go beyond to success. 

In 1994, Capstone began a major reorganization that culminates in late 1995 

with the release of three titles that exemplify the “new” Capstone. A quick glance 

at the company’s planned releases over the next six months prove that Capstone’s 

shift in attitude and direction has transformed the small Miami software company 

into a contender. 

Capstone’s makeover began with the release of Corridor 7, a successful 

product that capitalized on the Doom game style with an engine from Apogee 

Software. Company President and Publisher Leigh Rothschild recognized this 

response and vowed to stop “slapping licenses onto games.” A similar but better 

game called Body Count followed Corridor 7 and continued this initiative. 

However, Capstone’s growing pains were not easy. Rothschild and Vice 

President and COO Tag Tognalli hired on many new employees to tackle the list 

of software titles they wanted to produce. Unfortunately they also let go some 

veteran employees of the company who didn’t fit into the plan they laid out. 

Capstone now hovers around 75 employees, with the average length of service 

for most of them less than a year. 

Capstone is the brand name for the line of entertainment software underneath 

the overall corporation IntraCorp. Product managers Judy Melby and Amy Smith 

guide the company’s future game releases. The Next Move series collects the 

casino simulations, board games and strategy games that have been so successful 

in the past as Capstone titles. Product manager Pamela Hoy explained that the 

purpose of the series was to “bring these games together because they all appeal 

to the same type of players. The AI for our computer opponents is greatly devel- 

oped, but without alienating novices.” Capstone recently released Zorro and will 

soon unveil multimedia and Mac versions of Harpoon from their subsidiary 

Three-Sixty (purchased in the past few months). 

The reorganization of Capstone that led to such things as the purchase of 

Three-Sixty, the increase in staffing, the building of a film studio and the division 

of the company’s titles into distinct product lines began in the first quarter of 

1994. After four months of daily meetings, the company’s principals laid out an 

agenda that they followed throughout the year. By the end of 1994, Capstone had 
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lined up an even more impressive collection 

of titles for 1995. This year marks the begin- 

ning of a new era in the company’s exis- 

tence. TekWar, Witchaven and 

ChronoMasters are all top games for differ- 

ent reasons. A quick look at them shows 

how things have changed at Capstone. 

Witchaven is a sword-and-sorcery, first- 

person perspective game that will come out 

in time for Halloween. It is significant 

because Capstone bought the exclusive 

rights to use Apogee’s newest game engine 

for both Witchaven and TekWar. Also, 

Capstone’s talented artists molded each of 

the game’s monsters in clay and filmed their 
movements with stop-motion techniques in 

the company’s studio. The landscapes are 

gorgeous and the game play uses moving 

platforms, unique weapons, magic spells and 

an interesting approach to inventory to 

transport players into a time when a mighty 

sword was more important than conversa- 

tions with one’s enemies. 

TekWar was a license and game idea that 

Smith brought to Capstone when she started 

with the company in mid-1994. TekWar is 

currently the highest-rated show on the USA 

Network. William Shatner himself, the 

series creator and source books’ author, lent 

his full support and participation to the pro- 

ject. There are major plans for the promo- 

tion of the game, including weekly on-line 

conferences by Shatner and an appearance 

on David Letterman’s Late Show in which 

Shatner and Dave will play the game live. 

Game producer Brandon Chamberlain 

compares Tek War, also a first-person per- 

spective game, to the popular Syndicate, 

in which players complete missions in their 

efforts to eradicate their enemies, but must 

also avoid hurting innocent people. “Unlike 

Doom and other 3-D games, there will actu- 

ally be people in Tek War that you don’t 

kill. The game has the look and feel of 

Blade Runner,” he remarked. Players have 

to explore the Tek universe as they seek out 

and kill seven major drug lords in a multi- 

level, open-ended game that contains more 

flexibility than many first-person perspec- 

tive games. The game also contains creative 

puzzles, a number of non-player characters 

to provide clues, all kinds of machinery, 
futuristic graphics, multiplayer modem play 

and video sequences directed by and starring 

Shatner himself. The TekLords will even 

have individual musical themes. 

ChronoMasters is an original story 
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written by science-fiction author Roger 

Zelazny and his partner Jane Lindskold. 

Zelazny is new to computers and computer 

games, but many years ago a company 

called Telarium brought some of his stories 

to computers in their line of graphics-and- 

text adventures. Zelazny enjoyed the process 

of game design, but likened game plots to 

novels: “If it’s a good game, it’s got the 

feeling of a story. Com- 

puters are just another 

medium for telling sto- 

ries as far as I’m con- 

cerned.” The design 

process was “a very 

collaborative effort 

between me and Jane,” 
according to Zelazny. 

He wrote the basic 

story and Lindskold 

handled the details and 

decision points. 

DreamForge, mostly known for its RPGs 

published by SSI, developed the engine for 

ChronoMasters and “they kept us involved 

all the way down the line,” remarked 

Zelazny. Amazingly, he still uses a type- 

writer to submit his manuscripts and admits 

that he has little experience with computers, 

but found the experience “such a pleasure 

that if I could sneak a few in over the years 

it would be rewarding.” 

Lindskold explained that she “went 

through the story and adjusted it where it 

needed to be more active so the player could 

control things.” She was amazed that 

DreamForge could give the game a learning 

curve. Lindskold is a veteran of pen-and- 

paper RPGs and found it “hard to tell what 

players might do since I'll never talk to 

them,” but found the overall design process 

“invigorating.” 

Smith provided as an example of 

Capstone’s changes the way they used 

Apogee’s engine creatively to provide “more 

than just another shoot-’em-up. A lot of cre- 

ative people work together here at Capstone 

more closely than ever before in our quest to 

be an A-product company.” 

This concentration of effort even extends 

to the on-line community where Sean Potter, 

On-line Accounts Manager, spends his days 

developing an exciting World Wide Web site 

for Capstone and on-line giveaways, demos 

and conferences. Capstone’s efforts in 1995 

will not go unnoticed. The company that 

once put out a game centered around those 

ugly little troll toys has graduated to pub- 

lishing, late this year, an adventure called 

Crystal Skull designed by Rob MacGregor, 
a writer of Indiana Jones novels and a con- 

tributing writer to the last Indy film. 

From its current projects and its staff’s 

attitude to the high levels of technology and 

professionalism, Capstone has become a 

major player in 1995 that ranks as a marked 

and welcome development of a company 

ready to face multimedia, Hollywood and 

the demands of its game players. 

TekWar and Peace 
The William Shatner Interview 

William Shatner is the first to admit 

that he needs to get up to speed on 
computers and video games. “The 

progress of computers themselves and 
electronic tech- 

nologies is so 
quick that you 
have to choose a 

moment in time 

and jump, 
because no mat- 

ter what you do 

it will be out of 
date in six 

months,” he 

commented. 
Shatner is ready 

to “jump” and buy a computer soon so 

he can actually play the Tek War 
game at home, but he still offers a lot 

to the design process despite his inex- 

perience at a keyboard. “What I can 
add is some sense of imagination and 

story—both from my own point of 
view—and leave the game to the peo- 

ple who know how to make it. We 
want the game to reflect TekWar and, 

since TekWar is my creation, I can 

bring some personal points of view 

about the universe.” 

Tek War developed from Shatner’s 
books to the TV movies and series on 
the USA Network, but he admitted 

that “out of the tickling of my imagi- 
nation by electronics, from the very 

beginning, I envisioned a TekWar 
game. Tek provides the release of the 

deepest parts of your mind and, in that 
release, provides a means of seeing 

your deepest wishes fulfilled —and 
also your deepest fears in a ‘bad 
trip’.” The TekWar game will be able 
to explore both the desires and fears of 

the drug’s users more easily and 
cheaply than can be done on film 

through graphics. 
“Helping the people at IntraCorp 

create the environment, the characters, 
the story and the paraphernalia with 

which the game will be played is total- 
ly entrancing,” Shatner said. “I have 
an innocence of the imagination when 

{ look at these games. I’m gratified 
that I have the opportunity to bring 

this imagination to the project.” 
Shatner will not only participate in 

the development of the story, game 

and characters, but will also do some- 
thing unprecedented in gaming. He 

will both direct and act (as Bascom) 
in the game’s video segments. 

Tek War is just another example of 
how immersed Shatner gets in a 

product that he’s excited about. 
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HIS OWN S TORY 

apstone Software made a dramatic 

turnaround during the past year, from 

a company with great licenses and 

mediocre game play to one with titles 

that have high quality all around. 

Leigh Rothschild heads the company he 

founded with great enthusiasm, energy and 

vision. He recently spoke to Electronic 

Games about Capstone’s makeover and his 

feelings about some issues affecting the 

gaming industry. : 
Rothschild is a tall, lanky man just brim- 

ming with energy. His enthusiasm for the 

gaming business is immediately evident 

when he talks about Capstone’s advances 

over the past few months and the current 

lineup of products to be released over the 

remainder of 1995. 

Rothschild started IntraCorp in Miami in 

1984 with only a few employees and a 

dream. He previously ran a chain of video 

stores that he sold in 1980 to move into 

other businesses. Capstone is actually a 

brand name for IntraCorp’s entertainment 

software that was started in 1987 with the 

game Miami Vice. ; 

The changes in Capstone came at a per- 

fect time in the development of the gaming 

industry. “Two things were happening— 

technology started to drive sales and the 

industry started to rapidly convert to a mul- 

timedia format where so much more could 

be done. I made a conscious decision that it 

would no longer be practical for my compa- 

ny to put out product that used medium- 

quality technology and great licenses when 

we wanted the highest level of technology, 

licenses or not, that we were able to 

achieve,” Rothschild explained. “We don’t 

want to be known as a B-grade company as 

far as titles. That’s what the makeover was 

all about.” 

The makeover he refers to began with the 

release of Corridor 7, ironically a game that 

does not use any license and instead 

employs familiar game play in an original 

science-fiction setting. From that point for- 

ward, Capstone and Rothschild shifted the 

focus from the catchy licenses to catchier 

game play. 

“I’m really quite excited about everything 

we’re doing here these days,” Rothschild 

exclaimed. Capstone hired additional 

employees to bring the total to a comfort- 

able number of about 75 people. They also 

reorganized the strategy, gambling and 

board games into the Next Move series and 

bought Three-Sixty, the creators of 

Harpoon and V for Victory, outright. 

Rothschild commented that this purchase 

was “a multimillion dollar venture with 

only one mission—to make the best military 

simulation software.” 

Rothschild’s attitude about licenses and 

game projects guided Capstone in a direc- 

tion that can only be successful. “We just 

want the best. We don’t have as much 

money as other game companies, but what 

we do have we use in our commitment to do 
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one thing—deliver value to the 

customer,” he remarked. His goal 

is to “release titles that are equal 

to or better than their genre com- 

petition.” With new games like 

TekWar, Witchaven and 
ChronoMasters on the way, it is 

easy to see how Capstone will be 

able to hold its own against other 

game companies. 
But that has not always been 

the case. Some Capstone prod- 

ucts, like Homey D. Clown, were 

absolute dogs that were the result 

of poor game play, a mediocre 

license or even bad timing. 

Rothschild does not deny the 

disappointment both he and the 

game fans felt for such games. 

He offers an explanation for the 

success of some of the older titles 

like Home Alone, which sold 

quite well. “We had great market- 

ing and licenses which helped the 

B products sell. They came out at 

the right time, with the right qual- 

ity—no more or less,” he 

explained. 

This approach no longer 

works. Capstone’s change in 

direction takes advantage of both 

the bad and good experiences in 

the past and blazes new trails. 

“You have to do three things to 

survive now—deliver value to the 

customer, deliver it on time and 

have your own niche,” Rothschild 

said. Indeed, Capstone will not 

seek out licenses just to parlay 

them into a hit. According to 

Rothschild, Capstone “will bring 
out no product that does not have 

franchise potential.” He routinely 

turns down five or six licenses a 

month that don’t fit the new phi- 

losophy. The offers are made 

because of the way the “old” 

Capstone worked, but he would 

much rather commit to a project 

that has extended life over the 

years. “Tek War was a unique 

franchise opportunity, as was 

Three-Sixty. We’re aiming for 

longtime relationships with both 

developers and licensees.” 

As an example, Rothschild 

wanted to work with the top- 

notch DreamForge production 

team for the longest time, so he 

made a long-term agreement with 

the Pennsylvania-based develop- 

ers first before he put them onto 

the game ChronoMasters, co- 

designed by science-fiction 

author Roger Zelazny and 

writing partner Jane Lindskold. 

Rothschild developed many 

relationships with the movie 

industry’s key players as he made 
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his licensing deals. With the gam- 

ing industry changing to focus on 

multimedia products, this experi- 

ence puts Capstone ahead of 

many other companies who have 

to learn the ropes quickly if they 

intend to survive in a world 

where the development of games 

and movies gets more and more 

alike. “Hollywood studios trust us 

because we’ve been on time and 

they know our reputation. We 

understand what it takes. I real- 

ized when we started IntraCorp 

that it was important to cultivate 

those strategic contacts.” 

Although Capstone has that 

valuable experience through 

licensing, it may all be moot soon 

because many movie companies 

have started their own interactive 

game units. Rothschild goes to 

Hollywood about once a month to 

make deals and investigate possi- 

bilities for Capstone projects. In 

fact, he plans to get a house in 

Los Angeles; he sees this as a 

necessity since he expects to visit 

the West Coast more frequently. 

Given the abilities of CD-ROM 

technology and video techniques, 

Rothschild anticipates that some 

game companies will have to get 

involved in the production of 

films from the ground up. “The 

only successful interactive prop- 

erties are going to be those that 

have thorough integration 

between the film unit and the 

interactive unit. We want to be 

integrally involved and may even 

co-produce such a movie,” he 

predicted. In fact, Capstone is 

currently exploring the possible 

translation of three of their 

properties to the silver screen. 

Rothschild makes no bones 

about how he views the people 

who buy Capstone games. “Our 

most important asset is our cus- 

tomer base,” he asserted. “I’m 

driven by putting out quality soft- 

ware. It’s exciting for me to take 

a blank disk or CD and fill it with 

information and creativity.” 

He gets the biggest thrills out 

of closing a big deal, releasing a 

game or relaxing with a good 

book, although he admits that he 

is poor at relaxation and wishes 

he had more time to do the things 

he really enjoys. This workaholic 

lifestyle has obviously paid off 

for Rothschild, and players can 

look forward to high-quality 

games from Capstone’s concerted 

efforts to move in a new direction 

in an ever-expanding electronic 

gaming industry. 
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At Nintendo, engineers and 

game designers continually 

work to enhance Super NES 

games from the inside out. 

Stunning new games such as 

Donkey Kong Country use 

innovative programming tech- 

So what is ACM? It’s a tech- 

nique in which all the graphical 

elements of a game are created 

on high-end, 3-D graphics 

computers like the SGI Chal- 

lenge, then converted to run on 

the Super NES. The team at Rare 

spent more than 18 man-years 

niques while other games 

actually have new hardware 

technology like the Super FX 

chip built into the Game Pak. 

You don’t need to buy an 

expensive adapter to play them, 

creating the animations and 

backgrounds for DKC. Then 

they converted the images for 

the Super NES in a process 

called debabelizing, which 

reduced the rendered images 

from millions of colors to 256 or 

less. By working from the high- 

fF 
These high-end graphi¢ ; 

with their millions of @olors 

were converted ayo ge 

NES palette*uging-a process 

either. In fact, with games 

using ACM, or the FX? 

and SA1, gamers won’t 

have to pay an extra 

dime for the innovations. 

end down, Rare achieved 

a new level of graphics 

for video games. Tim 

Stamper, DKC’s designer, 

sees the future like this, 

“From now on, everyone 

will have to live up to this 

game.” 

d first in wire-frame for DKC. The designergi 
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The latest upgrade of the 

Super FX chip—the FX?—fits 

inside a Super NES Game Pak 

and is capable of manipulating 

more polygons, more texture 

mapped surfaces and more 

sprites. The RISC (Reduced 

Instruction Set Computer) chip 

even calculates pixel-by-pixel 

The most recent break- 

through at Nintendo is the Super 

Accelerator co-processor. The 

SA1 fits inside Game Paks like 

the FX?, but the SA1 is a proces- 

sor like the CPU in the Super 

NES Control Deck. It can access 

memory in the Game Pak and 

work directly with the CPU to 

provide enhanced graphics, 

processing speed and arith- 

metic functions. It runs four 

times faster than the Super NES 

CPU, improving performance by 

up to 500%. That translates into 

games with more realistic 

animation and 3-D environ- 

ments. 

terrain maps on-the-fly (as in 

Nintendo’s upcoming title, Com- 

anche) to create more dramatic 3-D 

effects than were possible with the 

original version of the Super FX. 

In Comanche and Dirt Trax FX, 

from Electro Brain, you’ll see far 

more texture mapping and scaling 

sprites than in the original Super 

FX game, Star Fox. According to 

Jez San of Argonaut Software, the 

FX? can display 20,000 polygons 

per second, which is comparable 

to a high-priced 3DO system. 

ACM doesn’t require any 

adapters or special hardware for 

players, but it does require 

millions of dollars worth of 

equipment for game developers. 

The Challenge Computer at Rare 

is just one of the Silicon Graphics 

super computers that were used 

to create Donkey Kong Country. 

Sega says they want to ease 

gamers into the next generation, 

but they’re asking $150 for the 

32X and Saturn will cost more 

than twice that. In the mean- 

time, you can spend another 

hefty chunk on. Neptune—the 

all-in-one 32X/Genesis hybrid. 

What’s that for? To ease you 

from the 32X to the Saturn? 

Maybe Sega should ease up on 

your wallet instead? 

Gamers want better games 

today for the’Systems they 

ADVERTISEMENT 

already own. A system add-on 

or plug-in is expensive and 

you can’t update it. In other 

words, you’re stuck with it. 

Nintendo’s solution makes 

real sense: upgrade the Game 

Pak and the software inside 

with innovations like ACM, the 

FX? and SA1. As technology 

improves, so do the games. 

Forno extra cost...and no 

gimmicks...you can play the 

next generation of games on 

your Super NES. 



our research and 

development teams 

power Nintendo’s 

expanding line of 

products. The 

newest of the teams, the 

Entertainment Analysis 

and Development Team 

(EAD), is most closely 

associated with game 

design. Led by the man 

who created Zelda and 

Donkey Kong, the leg- 

endary Sigeru 

Miyamoto, this team has 

given Nintendo its identity by setting the 

family-oriented, humorous tone that has 

become the company’s signature. 

Research and Development Team 3, led 

by Genyo Takeda, has mostly operated in 

the background as far as the public is con- 

cerned. Though they developed an excellent 

8-Bit game called Star Tropics, until recent- 

ly the team’s biggest contributions to 

Nintendo have been technical achievements 

such as improved use of RAM (Random 

Access Memory) and the battery back-up 

system used in game cartridges. Team 3’s 

latest project is the development of the Ultra 

64 Entertainment System, Nintendo’s entry 

in the high-end system market. 

In many ways, Research and 

Development Team 2 has functioned as the 

invention arm of Nintendo. Led by 

Masayuki Uemura, Team 2 developed the 

original Famicom system. (Famicom stands 

for Family Computer, the name given to the 

original Nintendo Entertainment System in 

Japan.) When Nintendo decided to manufac- 

ture a 16-Bit entertainment system, Team 2 

created it. 
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Despite their illustrious accomplishments, 

Gumpei Yokoi, the leader of Research and 

Development Team |, is revered as the dean 

of Nintendo’s engineers. Yokoi has made too 

many contributions to Nintendo to list. As 

the company’s first electronics inventor, 

Yokoi played a major role in Nintendo’s 

conversion from manufacturing Hanafuda 

playing cards to entering the age of comput- 

ers. He designed toys, early arcade machines 

and the famous Nintendo game watch. 

Most of the other team leaders worked 

with Yokoi before starting their own 

development teams. 

Yokoi has made software contributions as 

well. His team developed Dr. Mario. 

However, Research and Development Team 

1’s most famous inventions are the Game 

Boy and the Virtual Boy portable game 

systems. 

Gumpei Yokoi exemplifies traditional 

Japanese values. He is fiercely loyal to 

Nintendo and unwilling to exaggerate his 

role in the company. He has only granted 

interviews to American reporters on two 

occasions, not because he dislikes the 

press, but because he sees himself as a 

background participant on the Nintendo 

team rather than a spokesperson. 

Gumpei Yokoi granted Electronic 

Games the rare opportunity of an inter- 

view during the Consumer Electronics 

Show. He attended the show to see the 

American unveiling of Virtual Boy and 

discussed the new system and its creation. 

The Purpose Behind 
Virtual Boy 

According to Yokoi, Virtual Boy was 

designed as an alternative to video games. “I 

saw that the market was so saturated with 

video games that it became nearly impossi- 

ble to create anything new. There were a lot 

of creative ideas for games for the NES and 

Game Boy, but there are not so many new 

ideas for games for the Super NES. I think 

game companies ran out of new ideas. I 

wanted to create a new kind of game that 

was not a video game so that designers 

could come up with new ideas.” 

Since Yokoi had no interest in simply re- 

creating the video game experience, he had 

to do more than just design a faster proces- 

sor. He wanted his system to offer a totally 

immersive experience, something that made 

you feel like you had entered an entirely dif- 

ferent world. With so many standard video 

game systems on the market, Yokoi felt that 

consumers wanted a different choice. “I 

think people want something new. Because 

this is different than other games, it can be 

even more successful than Game Boy.” 

Inventing an entirely new experience 

required creating new technology. “From the 

beginning of development we brought in 

university professors and doctors. We 

worked as a team, so I can say that this is a 

very complete product in theory.” 

Yokoi’s team started by adopting one 

basic tenant: In order for this new system to 

project an immersive world, it had to incor- 

porate true, three-dimensional graphics. 

“Our original concept was to create a new 

world with 3-D games. We needed more 

depth in our pictures.” 

The team also decided that many standard 

features were expendable. “Color graphics 

give people the impression that a game is 

high tech. But just because a game has a 

beautiful display does not mean that the 

game is fun to play.” 

Yokoi’s research and development team 
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found that LCD (Liquid Crystal Display) 

screens did not provide the depth needed for 

full 3-D effects. When they tested prototypical 

LCD goggles, users often saw double images 

rather than 3-D displays. The team also found 

that they could not produce a marketable prod- 

uct for under $500. Since everyone agreed that 

consumers would not spend that much for the 

product, they decided to focus on mono- 

chrome technology. 

Once they narrowed their plans to single- 

color technology, Yokoi and his development 

team turned to Reflection Technology, a 

Massachusetts firm with a strong reputation in 

precision optical equipment. 

“We originally approached Mr. Yokoi in 

1991,” says Allen Becker, president of 

Reflection Technology. “We had been ship- 

ping a single-eye application for industrial use, 

and we thought our product could be adapted 

to work well in the game industry.” 

Reflection Technology’s single-eye applica- 

tion uses two mirrors to reflect red LED dis- 

plays (Light Emitting Diode) to each eye indi- 

vidually. Though Yokoi’s development team 

sacrificed color by switching to LED technol- 

ogy, they gained superior resolution. One of 

the reasons Nintendo has not released shots of 

Virtual Boy games is that they cannot 

reproduce the crisp 3-D images. 

“T wish to explain why Virtual Boy uses a 

red LED display,” says Yokoi when reminded 

that even Super Game Boy cartridges have 

more than one color. “LED comes in red, 

yellow, blue and green. Red uses less battery 

power. It is easier to recognize red images. 

That is why red is used for traffic lights.” 

Having found the right display technology, 

Yokoi’s team began work on the goggles that 

would house the game. Yokoi decided that the 

new system would not include head tracking. 

One of the hallmarks of true virtual reality is 

that the display follows the user’s visual 

2 Se 

perspective. If the user looks right, the visual 

display follows the user’s head motion, show- 

ing the view to the right. 

“Head-tracking systems already existed 
when we started work on Virtual Boy,” says 

Yokoi. “I did not like head tracking because I 
experienced motion sickness.” 

While users normally strap virtual-reality 

goggles to their heads, Yokoi’s team decided 

that their game system would sit on a tabletop 

stand. “Having heavy goggles strapped to your 

head is very unnatural,” says Yokoi. “Placing 

the goggles on a stand makes the experience 

better for children and adults.” 

It also clears Nintendo of the liability for 

users injured while walking in their goggles. 

Users may trip or get tangled in cords while 

wearing head-mounted goggles. With Virtual 

Boy’s table-mounted design, the user is 

required to stay in one place. 

The final obstacle in creating Virtual Boy 

was adjusting the system so that all users 

would have a 3-D experience. Working with 

Reflection Technology, Yokoi’s team of opti- 

cal specialists developed two sets of focus 

controls. One set, the Inter-Ocular Control, 

controlled the Hyperbole Effect or the vertical 

curvature of the screen. The second set of 

controls aligns the mirrors housed within the 

goggles to the space between the user’s eyes. 

These controls enable users to customize 

the Virtual Boy goggles easily. A dot appears 

in each corner of the Virtual Boy display. 

Users simply adjust the controls until all four 

dots are clearly visible. 

“At first we made the goggles smaller so 

that people who wear glasses had to take them 

off in order to use Virtual Boy,” says Yokoi. 

“The adjustment would have been too broad, 

so we decided to make the goggles bigger so 

that people could wear their glasses while they 

used Virtual Boy.” 

Having designed Virtual Boy’s sophisticat- 

ed optical hardware, the team outfitted the 

goggles with stereo sound. The system will 

have few peripherals. Nintendo has plans to 

release an AC adapter, communications cables 

and a carrying case. The company currently is 

also looking into releasing a rechargeable bat- 

tery pack. 

Yokoi says the communications cable is 

mostly for American markets. “Japanese play- 

ers tend to play alone. American game players 

like to get together.” 

Nintendo also plans to release a shoulder 

mount for Virtual Boy. “Game Boy was suc- 

cessful because it was really handy to use. If 

Virtual Boy became handy, I would be 

pleased. The shoulder mount accessory will 

make it easier to use.” Yokoi was unable to 

explain how the company will avoid liability 

issues with that product. 

Virtual Boy’s Future 
as a Platform 

Approximately 50 Japanese companies 

have signed up to develop games for Virtual 

Boy. Yokoi sees his new game system as best 

suited for action games. The first games 

demonstrated on Virtual Boy were a boxing 

simulation and a computerized pinball table. 

“We are currently developing tennis and 

sports games for Virtual Boy,” says Yokoi. “In 

the future, we will have role-playing games, 

puzzle games and simulations, too.” As the 

creator of Dr. Mario, Yokoi has a passion for 
puzzle games. He is not fond of fighting 

games but concedes that Virtual Boy’s three- 

dimensional graphics may lend themselves to 

fighting games as well. “Our licensees may 

create fighting games for Virtual Boy. 

Nintendo has only a boxing game so far.” 

Name that Boy 
When asked how Virtual Boy got its 

name, Yokoi replied that the name 

reflected the virtual world created by the 

3-D graphics. “We did not call it Virtual 

Boy because of virtual reality,” he says, 

“but because it puts you in a complete 
world.” 

y X 
ae 

VRMuaL soy 

57 Flectronic Games 



INLY IF IT'S DONE 

~& a tnentf x 
= 

w Ee . : lg 
sa ee eae = fers — a 

’ fires alle a Ra a = : 
_ Ac ©1995 Westwood Studioss Inc. Allrights —. 

a “ oll * og " “i em E ai SS 
ey 



The N EAR FUTU RE looms ahead on the horizon like a toxic cloud. 

Knowledge is power. Technology is deadly. And the information 

highway is littered with ROAD K | be: It’s the world of Command & 

Conquer’ the frighteningly realistic new strategy game from the 

creators of Dune’ I. Here, your quick thinking is REWAR 0 ED with 

victory; your | ND EC | S | ON, death. You will choose your side. Build 
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Devil’s Tongue flame-thrower. Your only ally? A constant ie 

of satellite news reports from the front. But BE WA R N E 0: One 

ill-planned ATTACK and you’re a statistic. Command & Conquer. 

Two compact discs packed with real-time, right-now ee over 60 

minutes of intense full-motion video, and a ton of JAW- DROPPING, 

3-D bondarel gameplay that'll take you headfirst into the thick of 

BATT LE - Something even amateur WA RM ON G E RS will appreciate. 

Call 800-874-4607 to order direct or visit your nearest retail 

outlet. If you would like more information, please contact Yg- 
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By the time 
Prolific Publishing 

recorded his laugh, RJ — 
(Robert Joseph) Mical had 

worked in every phase of electronic 
gaming. Having invented three significant 
hardware systems and written both coin- 
operated and home console games, Mical 

agreed to spend an afternoon trapped in a 
recording studio making the laugh track for 
Return Fire, an excellent military strategy 
game for the 3DO. : 

“T sat there and laughed, and I knew that 
the laughter came out badly. I needed some 
motivation, so I remembered what I was 
laughing about—the player has just blown 
up, and a skull appears and laughs at the 
player. That made it easier. 

“The more and more I laughed, the more I 

realized how goofy it was that I was sitting 
in a studio recording my laugh, and I started 
sneering and scoffing and saying things like, 
“You fool! You’re dead now! Ah ha ha ha!’ 
It was really crazy. 

“Finally I lost my mind and started telling 

jokes because I realized that there was 

going to be somebody at the other end of 
this process. Somebody down in the Los 
Angeles area was going to have to listen to 

this tape and listen to these laughs over and 

over again.” 
When you lose a vehicle in Return 

Fire on the 3DO, a skull in a 
German helmet appears and 

laughs at you. That derisive 
laugh belongs to RJ Mical, the 

anything-but-derisive inventor of 
the Commodore Amiga computer 
system, the Atari Lynx handheld 

game system and the 3DO inter- 
active multiplayer. 

This story illustrates one of the hallmarks 

of RJ Mical’s success—the understanding of 
reciprocal relationships. While most people 

would concentrate only on the microphone, 

Mical played to the editor that would 

eventu- 
ally receive 
the tape. In the 
end, his tape was so 
“bizarre” that the execu- 
tives at Prolific played it 
over the company’s speaker 

system. 

Williams 
In the early 1980s, Mical decided that he 

wanted to work in the video game industry. 
“Tt was a desire to blend together my artistic 

side with my math and science. For me, 
AWfeyesetiycarclmr-tibe-lers(eComeeyisyortenmmuat-laxes(emerele)| 

explosions was perfect. 
“T spent several weeks going to game 

arcades and looking at all the games, and 

there was no comparison. Robotron and 

Stargate were easily head-and-shoulders 
over the rest of the games, so I decided to 

go to Williams. 
“So I went to Williams and said, “Give 

me a job.’ 
“They said, ‘Come back tomorrow.’ 

“T told them that I really wanted a job, so 

they scanned my resume and they didn’t see 
the word games, and they couldn’t find 

computer programming for arcades, so they 

said, “Go away.’ 

“That derisive laugh 

belongs to RJ Mical, 

the anything-but- 

derisive inventor of 

the Commodore Amiga 

computer system, the 

“But I refused to go away.” 
Eventually someone at Williams decided 

it would be less painful to hire Mical than to 
continue ignoring him. The decision paid 

off. With an incurable desire to invent and 

experiment, Mical quickly became an inte- 

gral part of the winningest team in coin- 

operated hardware. 

Mical experimented with color cycling at 

the pixel level, changing single pixels from 

red to yellow to black, and other animated 
processes that he used to create the realistic 

explosions in his first video game, Sinistar. 
“Tt started out as just a cool thing I was 

playing with to understand the technology, 

and it all wound up inside the game. 

“I worked at Williams for almost two 
years and had done a lot of things with a lot 
of people. I did a lot of interesting and weird 

things that ended up finding their way into 

the games. 

“Tn order to do things at Williams, we 

needed someone really clever in hardware 

to invent this and that and the other thing. 

We’d come up with an idea, and the hard- 
ware guy would say, ‘Well, let’s put on 

our thinking cap.’ 

“There was that give-and-take, that yin 

and yang of hardware and software. That’s 
where I first learned it, at Williams.” 

Amiga 
' “Everybody who ever created 

any other operating system 
should lock themselves in a lit- 
tle room and hide their face. 
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And you can quote me.” 

—Claude Comair, president of DigiPen 
Applied Computer Graphics School 

In 1983, Commodore Computers hired 

Mical to work in the newly formed Amiga 
division. “They knew about my reputation at 

Williams and wanted me to join them. 

“Everything I learned at college and 

everything I learned until going to Amiga 

suggested that hardware was hardware and 

software was software, and the way things 

are done is that you invent a bunch of hard- 

ware and give it to the software guys. 

“There’s a much better way of thinking 

that I learned at Amiga. For the first time, 

the hardware and the software were created 

together. There was a great flow of commu- 

nication, a mutual design coming into exis- 
tence at the same time so that the hardware 

could do what the software wanted. The 
software was designed to answer the needs 

of the hardware, and the whole thing came 

together in this wonderful, interlocking 
way.” 

The environment at Amiga further 

enhanced his belief in the yin and yang of 

creation. As one of the designers of the 
Amiga, Mical worked with Dave Needle, 

who eventually become his partner in 

designing the Lynx and the 3DO. 

“We worked together at Amiga for over 

two years. After Amiga, I went off and 

worked as an independent contractor doing 

mostly Amiga projects. Dave took on some 
projects at Apple Computers.” 

Working with Needle, Mical began to 
incorporate his yin and yang philosophy into 

his hardware designs. While other designers 

created systems with single processors, 

Mical and Needle increased the power of 

their systems by including multiple proces- 

sors that divided the processing load and 
worked in concert. 

The Amiga had three processors code 

named Porsche, Agnes and Daphne. The 

multiple processor design allowed the com- 
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puter to streamline processing, giv- 

ing the Amiga a dramatic power 

advantage over similarly priced 

units. 

Lynx 
“Fundamentally, the Lynx was 

the best handheld game machine 

ever made.” 

—Steven Baxter, CNN, Future 
Watch 

Looking for a new project, Mical and 

Needle gravitated toward the more tra- 
ditional video game market. 

“Dave and I decided to do a hand- 

held system and got together at Epyx. 

Dave Morris, who was the president of 
Amiga, was the CEO of Epyx when we 

did the handheld system.” 
Though they designed the system for 

Epyx, their project eventually emerged 
as the Atari Lynx. Mical admits that he 

does not understand exactly how the system 

ended up with Atari. “We weren’t the busi- 

ness guys. We were just the ones who 

invented it.” 
The Lynx was created to compete with 

Nintendo’s Game Boy. “It was our goal to 

produce four times the power of anything 

that was out there—but we really set our 

target at 10 times the power.” 

“We didn’t know TurboGrafx would be 

one of the targets when we set out to do the 

Lynx. But we knew we wanted color. We 

knew we wanted a color, handheld game 
system. I was so pleased with the Lynx.” 

While Lynx lacked the software support 

to conquer the market, it was widely 

acknowledged as the best at the time. It 

outlasted the TurboGrafx system, but 

never caught hold of the market. 

“Financially, we didn’t realize 

anything from it; but, delightfully, it 

didn’t matter. Needle and I were never 

in it for the money. We love the sheer 

joy of 

creating.” 

“Seventeen people designed the Amiga. It 

took just Dave and me to design the Lynx, 

and we came in under budget. Turning the 

genesis of an idea into the reality of the 

3DO took a small army. On the other hand 

... it was a small army.” 

—RJ Mical, 3DO vice president and 
Fellow 

“When we walked away from the Lynx, 
we walked away completely. The next day 

we cracked our knuckles and said, ‘what are 

we going to do next?’ What came next was 

the 3DO, the day after we left Epyx. 
“We met in a restaurant. In classic Silicon 

Valley style, we sketched out the basic dia- 

gram for what the system was going to be 

on a napkin.” 
In the Amiga, Mical and Needle had cre- 

ated an inexpensive computer with fabulous 

graphics. The Lynx provided good game 

“There's a much better 
way of thinking that ! 
learned at Amiga. For 
the first time, the 
hardware and the soft- 
ware were created 
together. There was a 
great flow of communi- 
Cation, a mutual design 
coming into existence 
at the same time...” 

—RJ Mical 

play for a handheld system, but it was essen- 

tially a toy. Creating the 3DO, they drew off 

their past experience with the goal of 

creating the biggest and best entertainment 

system that they could imagine. 

Drawing on their reputation for creating 
cutting edge hardware, Mical and Needle set 

out to attract backers. In Trip Hawkins, the 
charismatic founder of Electronic Arts, 

Mical and Needle successfully found a pow- 
erful investor with vision for standardizing 

the video game industry. In 1993, the new 
3DO system was launched. 

Of all the systems he has created, Mical 
derives the most pleasure from the 3DO. 

“3DO is really a dream come true for me. 

Now that I see the stuff that people are 

Fvelite:) | hyarlo) Com come COU ZTI tL 
“My siblings all have 3DO systems. 

Having my nieces and nephews call me and 

say, ‘Thank you, Uncle Bobby, for inventing 

the 3DO’... such a good feeling.” 
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he commercial on-line world has 

been leaping forward with all of the 

grace and power of a hobbled ele- 

phant in the last few years. 

Admittedly, some very exciting things 

have happened on the Net over this time. 

However, the commercial services haven’t 

come close to generating this level of excite- 

ment and excellence. 

AOL’s new rollout was less than impres- 

sive. Let’s face it, you get a couple of pretty 

pictures over the same old underlying struc- 

ture. Saving files still requires going through 

Windows, the interface doesn’t want to 

work in the background while doing down- 

loading, the great new post office adds noth- 

ing new to the actual mail functionality that 

most of us need every day. 

Prodigy’s last interface was much more 

colorful than its original, but still had signif- 

icant flaws, speed probably being the main 

issue there. 

CompuServe doesn’t even seem to be try- 

ing. CompuServe knows its market share, it 

owns its market share and it seems to feel 

that anything over a straight terminal inter- 

face is for wimps and those silly home com- 

puter users. 
But suddenly all of this has changed, and 

in a fairly short period of time. 

With the explosion of the Web, everyone 

is clamoring to get a hipper interface and do 

it quickly before it is done to them. 

Prodigy’s soon-to-be-released P2 is nothing 

short of incredible. AOL is said to be play- 

ing catch-up by slapping as much body 

putty on Version 2.0 as it will hold and buy- 

ing Net pure play companies as quickly as 

you can say “leveraged debt.” 

There are even rumors that CompuServe 

might be trying out some new interface 

options in the next few months. 
However, there are reasons for the low 

technological quality of the commercial on- 

line providers. They aren’t keeping us in the 

Stone Age just because they hate their users 

and are secretly spending their coffee breaks 

laughing at how stupid we must be to jack 

in through substandard interface technology. 
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The reason is simply pipes. 

Pipes are those wires going into the back 

of your computer. The technical term is 

bandwidth. The higher the bandwidth, the 

bigger the pipes. Conventional wisdom has 

it that to be commercially viable, you need 

to make your product flow through wimpy 

little 2400 baud pipes. Not much data is 

going to flow through those babies. There is 

about as much point in really trying to be 

slick at 2400 as dressing your dog up really 

nice and entering it in the Ms. America 

Pageant. 2400 was all the rage right around 

the time that 286 computers seemed like a 

really keen idea. 

The fact of the matter is that most people 

have real modems jacked into their system 

these days. With a modern modem you can 

put your ear right next to it when you are 

running at 2400 and hear a tiny voice say- 

ing, “Help me, I’m melting.” 

Today’s modems want to run. They can - 

handle pipes the size of a garden hose. They 

aren’t the size of a Tl or a ISDN line, but 

14.4 and 28.8 mangle 2400 like a rabid 

mongoose taking out a tranquilized cobra. 

But for marketing reasons that baffle the 

technologically savvy, the major services all 
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cling to the idea of making sure that all of 
their content can go down wimpy little 2400 

pipes. Not much more than text can make it 

through a pipe that miniscule, and even text 

is crawling. 

However, the stakes in the on-line world 

are going up by the minute, and a number of 

new players are poised to jump into the fray. 

The Total Entertainment Network (which is 
currently in very quiet negotiations with a 

number of players and might or might not 

finally come out as a part of someone else’s 

service) is one that has decided to ignore 

tiny pipes from the get-go. You play at a 

minimum of 9600 or you don’t get on board. 

Another of these new, higher bandwidth 

paradigm providers is the AT&T 

Interchange. The Interchange started its life 

as a tech spec from Ziff Davis, the publish- 

ing giant, with some really nifty ideas about 

what you could do with the current on-line 

technology. In the whole bargain, they intro- 

duced the idea of jacking in a new type of 

business model. 

But somewhere along the way, things got 

strange for them, and the ZD Interchange 

went on the market. That’s right, Ziff Davis 

decided to sell their on-line service—before 



it existed. All it was at that point in the 

process was a group of technologies and a 

great business plan. 

Enter AT&T. AT&T decided sometime in 
the last 24 months that Bill Gates wasn’t 

going to be the only person to own cyber- 

space. By gum, AT&T invented half of this 
network technology stuff, didn’t it? So it 

went rabid. First AT&T took over 

Imagination Network. Now this might seem 

to be a little strange, since Imagination 

hasn’t-been an exactly stunning success. 

When the big services can claim millions of 

members, Imagination would be experienc- 

ing a giant growth explosion if their mem- 

bership hit 100,000. 
But then AT&T, in what must have 

appeared to some as a result of too much 

LSD in the water cooler, decided to buy the 

Ziff Davis Interchange. The cost is officially 
undisclosed, but the rumor mill says that 
between 50 to 100 megabucks went into 

ZD’s corporate pockets. This for a service 

that had never seen a paying user. 

However, the late beta of the Interchange 

is on the street, and you get the feeling that 

AT&T’s smile is starting to look less the 

result of drugs and more like the result of 

swallowing a canary. 

The Interchange isn’t the biggest leap for- 

ward ever seen in on-line technology, but it 

is an excellent implementation of the cutting 

edge currently available for garden hose- 

sized pipes. You can tell from the get-go that 
the research team at Ziff Davis, and later 

AT&T, spent a lot of time staring out a win- 

dow and asking themselves what would be 

really cool in an on-line service. 

Following this unique approach, they 

started, appropriately enough, with some- 

thing almost, but not quite, exactly like a 

web browser. 

The feel of the Web starts the minute the 

Interchange software is installed. The first 

thing the new user sees is a TCP/IP stack 

manager kicking in and setting up a 
SLIP/PPP connection, a dead giveaway that 

what is to come might have more than a 

passing resemblance to the Web. That isn’t a 

bad thing. Because the web paradigm has 

something all of the commercial online ser- 

vices seem to have forgotten about, and 

Interchange uses to maximum advantage: 

hypertext links. 

When you are dealing with the 

Interchange, almost every page you will see 

is somehow cross-linked to related data. For 

instance, browsing through the news 

becomes an interactive experience due to 

hypertext links in the news documents to 

related stories and information. One docu- 

ment about PBS had links to five other sto- 

ries on the same topic buried in the text. 

Simply clicking on the link point takes the 
user directly to the related material. 

One of the places where Interchange’s 

linking really shines is in discussions. When 

looking at news articles the article takes up 

the majority of the screen, but a thin column 
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on the left shows the topics of user postings 

that are linked directly to that article. This 

way a specialized discussion group can start 

spontaneously, linked directly to a piece of 

news or other data. There is no need for the 

discussion participants to post relevant 

material directly in the thread because the 

thread is linked directly to source documen- 

tation. This might seem minor to someone 

who hasn’t spent a lot of time in discussion 

postings on-line, but for those who have a 

good deal of experience, the immense bene- 

fits of working this way are readily appar- 

ent. It keeps everyone involved on the same 

page, as it were. 

Once a discussion thread is started, it 

takes on a life of its own. The Interchange 

software will ask you if you wish to main- 

tain your presence in a thread and update it 

whenever you come on-line, regardless of 

whether you go back to the original page. 

As new documents become linked into the 

thread, you can jump straight to those also. 

This takes on-line posting into a new and 

welcome dimension. 

A closely related topic to posting is mail. 

Interchange’s mail system is one of the most 

advanced available. You can link sound, 

video, images and plain text to create your 

on-system mail. The Interchange software 

will take care of decoding and playing the 

message. This ends the need for cumber- 

some downloading and decompression of 

files that are really just a part of your 

message anyway. 
There is also a form function built into 

the mail. This allows users providing ser- 

vices to send out letters that have reply 

blanks or check boxes set into the text. 

These forms will give content providers the 

ability to automate and control a number of 

feedback and user-polling functions. 
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Of course, full video, sound and image 

support are built into the rest of the service 

also. According to Interchange spokesperson 

Jennifer Christensen, CD-ROM support is 

planned that will help ease up the flow of 

these bandwidth-gobbling activities. The 

idea is that Interchange will send out a com- 

panion CD-ROM to users from time to time 

that will contain large parts of the video and 

sound content of the service. When the user 

does something that calls these chunks of 

data, they will stream into the content seam- 

lessly from the CD-ROM instead of doom- 

ing the user to a long wait for the content to 

download from the Interchange systems. 

Another nice, though seemingly minor, 

touch to the Interchange system is the file 

handling capability. One of the more annoy- 

ing aspects of some services for those who 

are surfing a lot of data is the need to use 

the Windows file management system to 

move around content taken from the service. 

This is cumbersome and time consuming. 

Interchange beats this by giving users a 

drag-and-drop graphical filing system that is 

very utilitarian and intuitive. Again, a seem- 
ingly minor point that serious power users 

will appreciate from the moment they see it. 

Rounding out the little, high-quality 

touches of the service are background down- 

loading, the ability to use other Windows 

programs while the Interchange does its own 

updates in the background, automatic file 

decompression and a host of other tempting 

little goodies. 

Overall, the Interchange service has a feel 

something akin to an expensive, quality 

pocket knife. There might be cheaper mod- 

els that have more gleaming metal and 

apparent features, but when you use the real 

thing you can feel the attention to detail and 

workmanship that went into the product. 
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The Interchange is the essence of what on- 

line computing services were meant to be 

three years ago. 

But no matter how good the interface, the 

telling point of any on-line venture is the 

content, and Interchange is showing just as 

much vision here as it is with its interface. 

The Interchange, quite simply put, isn’t 

going to offer any content at all. This might 

seem rather odd, but you need to remember 

that the Interchange is the very same service 

that was purchased for roughly the gross 

national product of Guatemala before it had 

a single user. 

Instead of being a content provider, the 

Interchange is going to be a vehicle for oth- 

ers to publish their own branded on-line 

content. The users will never sign onto the 

Interchange. There will be no mass mailings 

of disks for the “Interchange Service”. 

Instead, users will be signing on to, for 

instance, “The Washington Post Online 

Service.” The users, from the 

moment they sign on, will be 

in an area that appears to be 

fully and completely a product 

of the Washington Post. But 

Interchange will be the vehicle 

and background for this 

provider. The Washington Post 

will even set its own charges. 

To the users, the Interchange 

itself will be totally transpar- 

ent, simply the technology 

delivering the Washington 

Post Service. 

There will be an area that 

will allow users to sign up for 

other services linked through 

the Interchange provider; how- 

ever, those users will still be 

coming to that content from 

the Washington Post, and the 

Post will receive a cut of the 

fees for their customer’s activ- 

ities with other publishers, just like a real 

on-line service currently does. 

At the moment, there are only a few con- 

firmed content providers, such as Ziff Davis 

and the Washington Post (though the name 

of their branded content isn’t confirmed and 

the above reference was just an illustrative 

example), and none of these providers are 
game specific. 

However, the Interchange is offering to 

content publishers some of the best rates in 

the industry, backed by some of the best- 

built technology, so it is a sure bet that game 

companies, among others, are sure to jump 

on board. Lack of content isn’t very likely to 

be a problem with the Interchange. 

Scheduled for release sometime later in 

this year, the Interchange is likely to be one 

of the most important of the new generation 

of on-line offerings. 

No matter what the branded name a user 

is coming in under, this technology will 

make on-line mavens of all stripes see how 

it should have been done in the first place. 
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IBM Gets Closer To God 

Some may recall that a few months ago 

there was much noise in the bandwidth 

about the bogus news report that had 

Microsoft and the Vatican in a proposed 

business merger. Well, the other shoe 

dropped when the Vatican actually signed 

with Microsoft’s often rival IBM. 

Confirmed reports have the computing 

giant entering into an agreement to digitally 

provide part or all of the Vatican library as 

digital content. According to IBM sources, 

some of the content is expected to end up on 

the Internet. 

This push by IBM is part of its Digital 

Library initiative, which hopes to provide 

Interchange 
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large-scale information holders with the 

means to digitally distribute their content. 

ESPNET Up And Running 

ESPN’s Internet offering, in the works for 

quite some time, is finally up and running. 

The service, called ESPNET SportZone 

(will companies ever stop trying to look hip 

by jamming two words together and leaving 

a cap in the middle?) will be providing 

sports information generated by ESPN to the 

Internet community. 

According to press releases, the service 

will also be providing content for the 

Microsoft Network. The new Microsoft on- 

line service is due to launch sometime 

before the end of the decade or whenever 

Windows *95 ships, whichever comes first. 

The ESPN service will also be providing 

content from the Associated Press, 

SportsTicker and Pro Football Weekly. 

SportZone can be found at: 

http://ESPNET.SportZone.com 
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According to /nside Media, the newest 

version of the Netscape Navigator browser 

will be including a bit more content than 

some users might expect—in the form of 

ads. Netscape’s 1.1 release will include ads 

on the homepage. Among the advertisers are 

AT&T, EDS and Adobe Systems. 

For those who don’t know it, you can’t 

get away from seeing the homepage when 

the browser is first opened. 

While this might seem more than a little 

annoying to some, it is actually part of an 

accelerating process that most industry 

insiders see as a good move for the Net: 

Advertising supporting content and services 

as opposed to fees for connections. More 

and more Net services are being supported 

by advertising dollars, including the hottest 

stop on the Web today, Hotwired. 

In addition, Netscape is going to be 

putting ad space in their 

own Net area. 

And Speaking Of 
Advertising In The 

Interface... 

Prodigy immediately 

comes to mind. This pay-as- 

you-play service has been 

adding advertising content to 

its interface for years. 

However, Prodigy might 

finally be getting some bucks 

for its bang. According to 

press releases just before this 

issue went to print, Prodigy 

expected to finally post a 

quarterly profit—for the very 

first time in nine years of 

operation. 

Being the first of the big 

three commercial services to add a World 

Wide Web browser has really paid off for 

Prodigy, with over 600,000 user hours 

logged in March to Web surfing. The belated 

addition of chat facilities, however, has 

proved to be the real gold mine. Prodigy is 

very close to a million-hour chat month, 

according to spokespersons, and that adds 

up to over 2 Meg in cool cash in Prodigy’s 

pocket for connect fees. 

Prodigy, as any astute reader will be 

aware, only has good prospects for the 

immediate future, with the release of its P2 

browser expected at about the same time 

this issue hits the stands. P2 will upgrade 

the Prodigy service tremendously as well as 

making Prodigy content seamless with the 

World Wide Web. 

Prodigy, the number three on-line service, 

is not only trying harder, it is busting chops 

to get there. 

Cececcsssvcsecccvessccosssecssecsesseceesee 

by John P. Withers 
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TEST LAB 
Crave the Rave, Catch the Wave 

s the demands of high-end multi- 

media continue to grow exponential- 

ly, players are constantly on the 

horns of the technical dilemma. In 

order to avoid being out of date the day after 

an upgrade, players must look for the peri- 

odic plateaus in technology when things 

tend to stabilize. Previously, Test Lab exam- 

ined the Matrox line of video solutions. 

Herein, we will examine the MPEG 

solution, as offered by Sigma Designs. 

MPEG (Moving Picture Experts Group) 

is a way of compressing digital audio and 

video to a fraction of its original, uncom- 

pressed size. File reduction ratios under this 

standard can run as high as 200:1 while 

allowing full-screen playback at rates as 

high as 30 fps (frames per second). By com- 

parison, standard multimedia video can be 

as slow as 8 fps. 
MPEG cards are essential components of 

3DO’s long-range plans, as well as many 

other console developers. It appears to be a 

standard whose time has come. Sigma 

Designs, based in Fremont, CA, has devel- 

oped a line of MPEG products for the PC 

market that provide high-quality audio/video 

reproduction at a price comparable to many 

high-end video cards. One of the best values 

in their new line is the RealMagic Rave. 

Sigma Designs’ RealMagic Rave is a 

VESA Local Bus graphics accelerator with 

built-in MPEG capabilities. Rave delivers 

up to 74 minutes of full-screen, full-motion 

video with CD-quality MPEG audio from 

one CD-ROM. The hardware requirements 

are a 486SX/25 or faster personal computer 

with one free Version 2 compliant VESA 

Local Bus slot and 4 MB RAM. The Rave is 

capable of displaying 128,000 effective col- 

ors at resolutions up to 1280 x 1024 without 

degradation below the rated 30 fps. When 

this is combined with refresh rates up to 

75Hz, one approaches the current quality of 

television signals. The Rave comes in either 

a 1 MB or 2 MB configuration. Both incor- 

porate 16-Bit stereo sound with CD quality 

to back up the video output. 

Test Lab is constantly bombarded by 
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Mitel 

claims of “cutting edge” this and “high per- 

formance” that, which, as a rule, makes one 

skeptical. Nevertheless, the staff had heard 

so much positive word of mouth on the 

Rave that, before the delivery guy could get 

back in his truck, we had the case off our 

test station and were installing the hardware. 

This consisted of plugging the card into a 

VESA slot, attaching the monitor and run- 

ning a jumper cable from the audio out to 

the line on the existing sound card. The test 

station was a Comtrade 486DX2/66 with 8 

Meg of RAM, a 15” monitor, a 2X CD- 

ROM, an Orchid SoundWave 32+SCSI and 

a Yamaha YST-SS1010 speaker system. 

The software came on three High Density 

disks, two for Windows and one for DOS 

and utilities. Installation was simple but did 

require changing the IRQ setting from the 

default installation. This is a factor of indi- 

vidual system configuration but, because of 

the following, it must be noted herein. The 

RealMagic Rave 

VESA Local Bus graphics 

accelerator 

MSRP: S489 with 1 MB, 

$569 with 2 MB 

uN 
PIM DEN t Fe 

pt 

. 

installation utility claimed to indicate which 

IRQs and DMAs were free, but it chose an 

IRQ that was already in use nonetheless. 

Though we routinely deal with IRQ con- 

flicts and the problem didn’t prove insur- 

mountable, users not comfortable with these 

issues must understand that the installation 

routine is not “plug and play.” 

The software includes a Mixer, Demo CD 

Player, CD Station, Media Player and a 

Screen Saver. Controls for Setup, Border 

adjustment and VAFC (VESA Advanced 

Feature Connector) are featured as well. 

After having a look at the Demo CD, the 

first definitive test of the RealMagic Rave 

was an MPEG version of INXS’ Greatest 

Video Hits. The CD Station was easy to use 

and was laid out to resemble the controls on 

a VCR. When users enter the program, it 

scans the CD and determines whether it is 

MPEG or standard audio. In the MPEG 

Mode, a “TV” screen is displayed on the 

monitor, complete with controls at the bot- 

tom of the screen. In Audio Mode, the con- 

trol panel is displayed at the top of the 

screen, similar to the CD players found with 

most audio cards. 

During playback, Test Lab is happy to 

report that the video and soundtracks 

meshed perfectly, without the noticeable lag 



between lip movement and vocal track 

found in many other systems. Click the 

mouse again to hide the control panel, pro- 

viding full-screen video that rivals the per- 

formance of a home television. Both audio 

and video were sharp and free of flicker and 

stutter during the entire CD. To give one an 

idea of how tight MPEG compression is, 24 
complete videos and several interviews fit 

onto two CDs. 

Despite this already impressive perfor- 

mance, the RealMagic Rave really comes 
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into its own running MPEG games and 

applications. There are already many titles 

available, ranging from rock videos and 

movies to games and educational titles. 

RealMagic Rave is also capable of playing 

all Philips CD-i Digital Video titles. 

When PC CD-ROMs first came out, the 

general consensus was “finally, media that 

can store an entire program on one unit.” 

That perception died quickly in the face of 

titles like Under a Killing Moon, which is a 

fantastic game that took up four CD-ROMs 

nonetheless. MPEG compression is one 

solution, albeit a temporary one by other 

indicators, of moving back to the single 

disk game without sacrificing quality or 

content. The MPEG version of Compton’s 

Interactive Encyclopedia (a single-disk 

product) was one of the best demonstrations 

of the power of the RealMagic Rave. When 

a video clip was selected, instead of the all- 

too-familiar small square in the middle of 

the screen, users enjoy a full-size window 

with a clear, sharp picture and happily, no 

lack of detail. 

The benefits of the RealMagic Rave are 

not limited to MPEG playback. It is also a 

high-performance graphics and Windows 

accelerator card with “Deep Green PC” 
power management. You can select resolu- 

tions including 640x480, 800x600 and 

1024x768 and screen controls allowing a 

virtual desktop of any range from 
1280x1024 to 1600x1200. This feature will 
display a section of the desktop at resolu- 

tions up to 1024x768 and allow you to 

“pan” across the desktop to access the areas 

you need. As with other cards, performance 

is not limited to Windows. A TSR driver 

allows you to take advantage of MPEG 

compression in DOS-based applications and 

games. There are also specific drivers for 

programs such as Word Perfect 5.1 and 6.0, 

Microsoft Windows NT 3.1 and 3.5 and 

AutoCad 10, 11 and 12, to name just a few. 

The RealMagic Rave carries a suggested 

retail price of $489 for the | MB configura- 
tion and $569 for the 2 MB version. Sigma 

Designs offers other cards and packages as 

well. The RealMagic card offers MPEG 

audio/video, built-in Level 2 sound enhance- 
ments, such as line/microphone input, a joy- 

ReallMagic Rave Specifications 

MPEG Video 
Standard 

MPEG Playback 

Colors 

MPEG Playback 
Resolution 

Frames per 

Second 

Overlay 

Full Compliance with MPEG standard (ISO 11172) 

128,000 effective colors in any mode 

Up to 1280 x 1024/60Hz or 1024 x 768/75Hz, 

resizable from 16 x 16 to 1280 x 1024 

24 fps (film), 25 fps (PAL), 30 fps (NTSC) sustained frame rate 

VGA Colorkey: Replaces any VGA color with full-motion video 

Full-Motion Colorkey: Replaces any color from full-motion 

video with VGA/SVGA Graphics 

MPEG Sound 

Standard 

CD-ROM formats 
supported 

GUI Acceleration Trident TGUIS440AGi 

16 hit/sample, 32kHz/44.1kHz/48kHz sample rate 

ISO 9660, CD Audio (Red Book), Karaoke (Bridge format)", 

CD-i (Green book)”, Video CD (White Book)* 

Graphic Acceleration Hardware optimized BitBLT, line drawing, short stroke vector, 

Features 

Chip 

Video Memory 

Resolutions 

Supported 

rectangle fills and text transfer; internal hardware cursor; 

color expansion modes and 256 ROPs for 8/15/16-Bit per Pixel Modes 

Available 1 MB or 2 MB configuration 

640 x 480 - 256 colors/72Hz, 16M colors/60Hz 

800 x 600 - 256 colors/72Hz, 16M colors (2IMB)/56Hz 

1024 x 768 - 256 colors/75Hz, 64k colors (2IMB)/87Hz interlaced 

1280 x 1024 - 256 colors (2IMB)/60Hz 

Feature Connector 

*CD-ROM drive must be XA, more 2, form 2 capable 

VESA Advance Feature Connector (VAFC) compliant 
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stick port and MIDI I/O support. It also has 

built-in support for Sony and Panasonic 

CD- ROM drives as well as the new IDE 

CD-ROM drives. This combination allows 

what used to be three cards to occupy only 

one slot at a price of only $449. 
For those power users who wish to create 

their own multimedia, for entertainment or 

business use, the RealMagic Producer is an 

easy, affordable way to create professional 

full-screen, full-motion multimedia presen- 

tations and titles. At a suggested retail price 

of $3,995 it is a little above what the aver- 

age individual will be putting in their per- 

sonal machines, but it is well within the 

means of even small businesses who are 

interested in producing their own multime- 

dia presentations. For those who desire 

large-screen viewing for businesses presen- 

tations to large groups, Sigma Designs has 

developed the RealMagic TVTime. This 

additional peripheral ($179 suggested retail) 

can output VGA graphics to a TV screen in 

addition to a computer monitor. 

While these cards provide excellent per- 

formance with both MPEG audio/video and 

standard video modes, the real question is 

whether the MPEG standard they are based 

on will be widely supported. Many compa- 
nies, such as Sony, Atari and Philips, are 

producing MPEG software, and some 

motion-picture companies are looking into 

MPEG to store movies on CD. Perhaps there 

will even be a day in the not-too-distant 

future when we can all take our videotapes 

to the camera kiosk in the mall and have them 

transferred to CD in MPEG format, much as 

we can do now with still photographs. CDs 

are certainly a much more durable medium 

and, if the music industry can be seen as a 

precursor of this trend, one sees immediate- 

ly the interest Hollywood is expressing. 

Nevertheless, not all good ideas are met 

with open arms. Sigma Designs has put 

together a nice package. You can “Crave the 

Rave.” But, whether that also means you 

will “Catch the Wave” of the future or not 

remains to be seen. 

InterAct Aerospace 

Speakers 

With sound becoming an integral part of 

the computing experience, speakers are high 

on the shopping list of most PC owners. The 

problem with PC sound is that for the price 

of a high-end shielded speaker outfit you 

could get a set of Bose or Klipsch for your 

stereo. Cost-conscious shoppers should take 

a look at STD’s new Aerospace speakers. 

These speakers provide 15 watts of power 

per channel from internal bridged amplifiers 

at frequencies from 100Hz to 18,000Hz, 

pumped through a 3” full range driver. The 

speakers also incorporate ABEC (Advanced 

Bass Enhancer Circuit), which delivers max- 

imum bass output without degrading sound 

quality. The cases are low-profile and 

attractive with brackets that allow them to 
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be mounted on a monitor or computer case. 

One particularly nice feature of the 

Aerospace is the wired remote control. The 

remote controls power on/off, bass on/off 

and volume. It can be mounted with the 

included bracket to a keyboard or computer 

case, which means adjustments are easy as 

well as close at hand. 

The STD Aerospace speakers can be used 

with PCs, MACs and home video game sys- 

tems, as well as portable CD and cassette 

players. Sound quality is good as long as the 

volume isn’t maxed out, where it began to 

break up. The bass response was quite good 

considering it was coming out of a single 3” 

cone. They are powered by a nine-volt 

AC/DC adapter and can also be powered by 

six AA batteries if users don’t have an avail- 

able outlet or just want to take their Discman 

to the beach. These speakers may not rattle 

the windows, but with a suggested retail price 

of $49.95, they will not rattle a wallet either. 

American Laser Games 

PC GameGun 

American Laser Games (ALG) is about to 

add a new level of interactivity to many of 

its games in the form of the PC GameGun. 

This product will be familiar to many 3DO 

and Sega CD users, to whom the product 

has been available for some time. 

The PC GameGun is a plastic, lightweight 

peripheral designed to replace the mouse for 

ALG’s PC CD-ROM shooting games. The 

gun gives the player far more flexibility than 

is afforded by a mouse. It puts you into the 

action and eliminates losing track of your 

mouse pointer during scene changes. 

Pointing the GameGun at a target is much 

faster than rolling the mouse and can, at 

times, afford the player an extra shot, which 

is frequently the difference between victory 

and joining the turf club. 

The PC GameGun is constructed of high- 

impact, orange plastic and, though much 

lighter, is about the same size as a Colt 

“Peace Maker.” It connects to the PC 

through both the parallel port and the game 

port, which provides the power. The 

GameGun comes with a 3.5” disk contain- 

ing drivers for all of ALG’s Live Motion 

Picture Action games. Supported titles 

include Mad Dog McCree, Who Shot 

Johnny Rock?, Mad Dog II: The Lost 
Gold, Space Pirates, Crime Patrol and 

Drug Wars. Interest in the PC GameGun 

has prompted ALG to step up production, 

and release is now set for April with a sug- 

gested retail price between $54.95 and 
$64.95. Later this year ALG will be releas- 

ing The Last Bounty Hunter, their first title 

with the PC driver programmed into the 

game. ALG is also working with major 

game manufacturers to program games for 
PC GameGun compatibility. 

ALG will also be releasing a two-player 

GameGun for 3DO in July ‘95 as well as a 

GameGun for the Sony PlayStation in 

November 795. 

Peecccecccccccccccccccccscceseecooeeeeceee 

by Ed Dille 
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here are three questions people ask when 

they are exposed to entertainment flight 

simulations: 1) Can these games help 

you learn to fly? 2) How realistic are 

these games? 3) After hours of play, have 

you really learned anything about flying in 

“the real world”? Generally, these are 

intended as “quick questions” with the inter- 

rogator desiring a “quick answer” that will 

explain the nature, scope, content and real- 

ism of flight sims. Although rarely as quick 

as the interrogator hoped, the answers to 

these questions do define the scope and 

capabilities of entertainment simulations. 

Con You Use These Gomes to Learn to Fly? 
This is usually the first question a person 

poses when he or she first encounters a 

flight sim. Usually, they are trying to cate- 

gorize flight sims in general: Are they “just 

games” or are they more than that? If they 

have little background in either flying or 

flight simulation, they probably expect a 

simple, straightforward “yes” or “no” 

answer to what they believe is a simple, 

straightforward question. The correct 

answer, though, is “partially.” 

Unfortunately, most new users I’ve met 

tend to translate any non-yes answer into 

“no.” Flying consists of many different 

skills. From basic Visual Flight Rules (VFR) 

to more advanced Instrument Flight Rules 

(IFR), from propellers to jets, from single 

engine to several variations of multi-engined 

thrust, flying consists of many different 

“levels,” each of which requires a specific 

set of skills. Of the flight sims on the market 

today, I’m not aware of any individual one 

that covers all of these aspects. Microsoft 

Flight Simulator 5.0 (FS5) and Sub 

Logic’s Flight Assignment: ATP (ATP) 

cover most of the basics of navigation 

and flight. 

FS5 and ATP include realistic navigation, 
instrumentation, flight controls and proce- 

dures; spend a few hours practicing proper 

approach and communications procedures 

and the next time you fly a commercial 

airline, you'll find you can understand the 
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cockpit audio (if the Captain makes it avail- 

able through your headset). Both FS5 and 

ATP model normal flight responses reason- 

ably well such as: when stalling an aircraft 

is desirable and when it can be fatal; the 

aerodynamic principals of thrust, weight, lift 

and drag; the details of taxiing, taking off 

and landing and how to navigate by instru- 

ments. Emergency procedures are not as 
well covered. FS5 spins, for example, are 

fairly simplified. FS5 does a fair job of 

teaching you when an aircraft is likely to 

spin, what you can do to get into a spin, but 

doesn’t differentiate spin types. 

FS5 will not teach you to fly overnight, 
but it can teach various aspects of flight. 

Equally as important, FS5 can be used to 

practice techniques and procedures learned 

during normal flight training. Further, not 

all sims model all aspects of flying equally, 

preferring to focus on game play and action 

over flight authenticity. Microsoft’s FS5 is 

an excellent tool for aspiring pilots; Origin’s 

Strike Commander is not. Why? Read on. 

The Intermediate User: How Realistic Is It? 
The label “flight sim” is attached to a 

wide variety of products, some of which 

strive for flight authenticity and realism 

while others strive for action and adventure. 

3 
aed 

elining Sims: Three Questions 

Neither category is superior to the other, but 

(as game publishers are learning) each has 

its own specific market. Not everyone wants 

to learn to fly through a flight simulator, 

some want lots of shoot-’em-up action. 

Initially, most flight sim users probably start 

with the shoot-’em-up games, but after 

acquiring some experience many gravitate 

toward the more realistic types. Eventually, 

when a new sim is released somebody asks, 

“How realistic is it?” When asked on the 

on-line networks, such as CompuServe or 

Internet, a vicious argument called a “flame 

war’ almost always erupts. 

This question, like the prior one, has a 

loaded answer. Is Falcon 3.0 realistic? The 
answer is “yes and no.” Is FS5 Realistic? 
Again, the answer is “yes and no.” In this 

context, “realistic” encompasses a myriad of 

topics. Does it model thrust and drag prop- 

erly? Does it model angle of attack effects 

properly? Does the simulated aircraft 

respond properly to stick inputs? Do control 

inputs realistically induce other, unwanted 

aircraft responses? Does it correctly follow 

the progression from controlled flight, 

through stalling, into uncontrolled flight? 

Are weapons appropriately modeled? What 

about inertia? Momentum? The list goes on 

and on. 



In general, the “civilian” sims (like FS5) 

tend to do a better job with overall flight 

models, in my opinion. That’s probably 

because it’s the main emphasis of the pro- 

gram. Combat sims must also consider the 

weapons, the avionics and the enemy 

actions as well as the flight models. At the 

time of this writing, there are no combat 

flight sims on the market that have 100 per- 
cent accurate flight models. F-15 Strike 

Eagle II from MicroProse excels with its 

thrust/drag model, but lacks some of the 

finer handling qualities. Falcon 3.0, mean- 

while, has excellent handling qualities but 

has a fairly poor thrust/drag model that fails 

to consider the weight of onboard weapons 

and fuel. F-15SE is realistic in some areas, 

F3 in others. To date, no combat flight simu- 

lation has excelled in all areas. To judge 

their relative flight model realism, we have 

to examine each individual detail of each 

flight model. 

Falcon 3.0, for example, does a good job 

with the overall sensation of flight. The sim- 

ulated F-16 has too much thrust under cer- 

tain conditions, sinks too fast on landing and 

phases out rudder input as a function of air- 

speed rather than angle of attack; however, 

it generally behaves as an aircraft should. It 

can sustain too many Gs in a turn at 10,000 

feet, but the relationship between creating 

lift and bleeding speed works properly. The 

values displayed on the screen may not be 

entirely accurate, but numbers accurately 

change in relation to each other. 

Tornado from Digital Integration and 

Fleet Defender from MicroProse are other 

examples of reasonably realistic flight sims. 

These programs have their share of flaws 

and inaccuracies, but they do present a fairly 

accurate presentation of the aircraft they 

simulate. Fleet Defender won’t qualify 

you to go to sea with the USS Nimitz’s next 

cruise, but you will walk away with a decent 

understanding of what F-14 pilots must 

contend with. 

Kesmai’s Air Warrior is another fine 

example. There’s two things that set Air 

Warrior fans apart from other flight sim 

enthusiasts: 1) Air Warrior fans cannot talk 

about Air Warrior without endless com- 

plaints about everything that’s wrong with 

it. 2) They can’t play it enough. It’s definite- 

ly a love-hate thing. Air Warrior does so 
many things right that it attracts the “hard- 
core” flight sim fans like a magnet. 

Unfortunately for Air Warrior, those same 

fans tend to be the most critical judges. In 

fact, it seems the more someone complains 

about Air Warrior the more they love to 

play it. Complaints range from “This variant 

of the Fw 190 should have had 26 more bul- 

lets” to “it’s too easy to recover from spins.” 
What attracts Air Warrior players? I see 

two reasons. First, Air Warrior is almost 

exclusively played on-line against other live, 

human opponents a la Battletech. You 

didn’t just shoot down some programmed 

assortment of bits on your hard drive, you 

won against another living, thinking person. 

Second, Air Warrior is the only sim avail- 

able right now that accurately models the 

progression from controlled flight to uncon- 

trolled flight, thereby forcing players to fly 

and fight realistically. What exactly does 

that mean? Keep reading. 

The Expert User: 
Did | Really Learn Anything? 

After considerable sim experience, play- 

ers usually begin wondering if they’ve really 

learned anything. If they’re good at downing 

MiGs in Falcon 3.0, could they have been 
good combat pilots in the real world? As 

with the previous two questions, this ques- 

tion also has a qualified answer: It depends 

on how realistic the simulation in question 

models combat. Dogfighting is an exercise 

in aircraft control. 

Think about a checking account. You can 

write checks and buy just about anything 

you want ... as long as you have money in 

the bank. When you overdraw the account, 

you invariably face a penalty. Air combat is 

similar. You push your aircraft to provide as 
much performance as possible and out- 

maneuver the bad guy. If you push your 

plane*too far, in essence “overdraw” how 

much performance it can give, nature 

demands a penalty. Depending on how far 

you pushed the aircraft, the penalty could 

merely be a brief stall (during which you 

have no control over your aircraft, but it 

remains fairly stable) to a serious departure 

such as a spin (during which the aircraft is 
not only out of your control, but also falling 

out of the sky). The aircraft achieves maxi- 

mum performance at the “edge” of its 

“envelope,” but push it any further and it 

stops performing altogether. 

Air Warrior, despite its many flaws, has 

probably the best overall model of this 

process currently available. Most flight sims 

allow the player to simply pull the stick as 

far back as it'll go and hold it there. In the 

real world (and in Air Warrior) this tactic 

will lead to a departure every time. 

The pilot must instead continually move 

the stick forward and backward as airspeed 

changes to keep the aircraft at its maximum 

performance. 

The ultimate proof, though, lies in the 

performance of simulator-only pilots when 

they actually climb into a cockpit. Thanks to 

places like Sky Warriors, Air Combat 

USA, Aces Aim and others, the “average 
Joe” can try his hand at dogfighting in laser- 

equipped aircraft under the watchful eye of 

military instructor pilots. Without fail, the 

instructor pilots generally dismiss the flight 

sims as mere games ... until they’ ve flown a 

few hops with the sim jocks. 

The sims can’t teach everything and none 

of them are 100 percent “realistic” but the 

more realistic ones are fully capable of 

teaching many aspects of flying, including 

the basics of aerial combat maneuvering. In 

the end, despite the stereotypical view of 

flight sims as “toys,” hardcore flight sim 

fans that dedicate sufficient time in pursuit 

of their hobby will answer the three quick 

questions as, “Yes, yes and yes.” 
Cee oeoeesoseceesesesesesereveseseeeseoel® 

by Tom “KC” Basham 
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ociability is as much a law of nature 

ag mutual struggle. 

—Peter A. Kropotkin 

Three things are necessary for the salva- 

tion of man: to know what he ought to 

believe; to know what he ought to desire, 

and to know what he ought to do. 

—St. Thomas Aquinas 

Gaming is essential to survival. 

Essential? Yes, no matter how many 

times one may have heard someone say, 

“Well if you have time to play games, you 

have time to ...” (fill in the appropriate 

phrase). What is sad, however, is that the 

people who say such things have lost touch 

with their roots. Gaming is at the heart of 

our civilization, our society, our very exis- 

tence. Gaming is our tap root, if you will. 
Man is a social animal, preferring to live 

in the company of others as opposed to iso- 

lation. Societies are collectives of individu- 

als who operate within a well-defined set of 

social conventions, or rules. Respected 

members of society operate within those 

rules, while those who refuse to abide by the 

tules are exiled from the society. 

Civilizations are highly advanced group- 

ings of societies, all of whom have agreed 

upon common laws (rules) and a system of 

government (more rules) for their peaceful 

coexistence. Regardless of the form of that 

government, competition is the universal 

method of establishing rank, structure and 

status within civilization. Accepting that, 

let’s look a bit deeper. 
Games are competitive activities involv- 

ing skill, chance or endurance on the part of 
two or more participants who play according 

to a set of rules. Well, one thinks, then all of 

life is a game. Yes! Those who learn to play 

the game well will prevail. All that differs 

are our own definitions of winning, for soci- 

ety has already established the consequences 

of losing. 

Consider for a moment the preponderance 

of the word game and its derivatives in our 

language. According to the Random House 
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Dictionary of the English Language, a game 

plan is either “the overall strategy of a team 

for winning a specific game” (as in sports) 

or “a carefully thought-out strategy or 

course of action, as in politics, business or 

one’s personal affairs.” Playing the game is 

both “to act or play in accordance with the 

rules” and “to act honorably or justly.” 

Gamesmanship is “the technique or practice 

of manipulating people or events so as to 

gain an advantage or outwit one’s opponents 

or competitors.” Don’t these inherent mean- 

ings imbedded in our very language estab- 

lish the respect society attributes to a good 

game player? 

Indeed, throughout the history of civiliza- 

tion we have revered successful game play- 

ers. Further, the higher the stakes of the 

game being played, the greater the respect 

afforded the winner. Warriors and generals 

have always played a game of life and 

death. And those who have displayed excep- 

tional strategic skill, strength and cunning in 

their lives remain idolized long after their 

deaths. Heads of state play for the continued 

existence and strength of the societies they 
represent. Captains of industry vie not only 

for the dollars associated with prosperity, 

but also the continued viability of the soci- 

eties they represent (their employees). Face 

it, whether one is looking at business, 

politics, religion, sports, the military or any 

other facet of our society, Gamesmanship 

virtually equates to Leadership. 

So what is at stake in electronic gaming? 

Our future? 

Perhaps, but one cannot expect the reader 

to make that leap of faith just yet. First, it 

must be recognized that there is a distinct 

generational gap in electronic gaming. Older 
gamers were gamers first and electronic 

gamers second. Our younger members don’t 

know a world without Nintendo, Sega or in 

the case of the newest arrivals, 3DO or 

Jaguar. This is problematic, but to under- 

stand how much so, one must first recognize 

how electronic gaming has, in the past, dif- 

fered from conventional gaming. 
Gaming has always been a social pursuit. 

If it didn’t involve the activity of more than 
one person, it wasn’t a game. It was a puz- 

zle or some other pastime, but the interactiv- 

ity that builds gamesmanship was lacking. 

Electronic gaming, and more specifically 

computer gaming, developed to a very large 

degree as an individual pastime. 

Several factors contributed to this trend. 

Although video game consoles retained their 

umbilical cords to the family television set, 

the need for a dedicated monitor removed 



computer games from the living room. The 

architecture of early computers did not lend 
itself easily to multiplayer design, and a few 

early attempts failed miserably in the mar- 

ket. As such, many developers came to the 

conclusion that not only was solitaire play 

the focus of computer games, but also that 

their personal quest was to build the best AI 

engine possible to compete with human 

opponents. 

As a tule, therefore (there were excep- 

tions, like Mule, an early EA title), the inter- 

activity offered in computer games was 

between man and machine, not between 

men on equal footing. Consequently, what 

were, or are still, the stakes in these kinds of 

games. Even now, how often does one hear 

an exchange like the following: 

“Hey, I just beat the boss of Apathy X, 

way cool!” 

“Yeah, so what. I did that weeks ago, bet 

you can’t beat me!” 

The message therein is undeniably clear. 

There is no honor in beating a machine 

because it is not a true test of gamesman- 

ship. Unfortunately, a huge segment of the 

entertainment industry still views the cutting 

edge of interactivity as finding new ways for 

us to interact with our machines, not with 

one another. This view goes against the 

roots of gaming and to a much larger 

degree, our social needs. 

As such, our responsibilities as older 

gamers are clear. First and foremost, we 

must be the guardians of the essence of 

gaming. We must be the leaders that we 

learned how to be through gaming and 
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related activities. We must preserve the 

social heritage of gaming for subsequent 
generations of gamers, some of whom will 

be the leaders of tomorrow. 

Let them learn now, when the stakes are 

low, how to analyze problems, develop strat- 

egy, train their minds! Let them realize 

more than they suspect. Sure, gaming is fun, 

but it can also teach one a helluva lot about 
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how people think. Even, and here is the 

scary part, about how they think. 

How can we aid this quest? The first step 

is to return interactivity to its proper form. 

We must send a clear and true voice to the 

developers of electronic entertainment. Stop 

trying to build the better Al algorithm and 

go back to designing games. No one cares if 

there are Cray Supercomputers that can beat 

the human Chess Masters anymore. That 

was an intellectual exercise from the begin- 

ning. 

What we 
7: 

Ps, v6 need are - 

more 

ce q a titles like 
eT NS | Terrace 

and 

Panzer 

General, 

where the 

game 

transcends 

the plat- 

form it is 

played on 

and play- 

ers derive 

the great- 

est enjoy- 

ment and 

benefit 

from 

going 

head to head with one another. 

Let’s use the wonderful technology that 
emerges daily to promote more interactivity 

between gamers. Yes, it is true that modem 

and network compatibility is becoming more 

prominent in game design, but it must 

become a prerequisite from this point for- 

ward. We must boycott game designs that 

cling to the cult of the one and reawaken 

the cult of the many. As technology 

advances, we must break the cycle of isola- 

tion that was only introduced to gaming a 

scant 15 years ago. We must feed the con- 

vergence of technology that will drive all 

games on-line. 

Once that dream is realized, it will elimi- 

nate our concerns about the passivity 

involved in our hobby now. We can all go 

outside our homes, metaphorically speaking, 

and play together. We will be able to return 

to our roots and use gaming to develop and 

reinforce our abilities to both cooperate and 

compete. Our gamesmanship can gain a 

global perspective and we can lend our own 

unique skills and perspective to new players 

via leadership by example. 
Our call to arms is now. Our leadership 

challenge is clear. Our future is at stake in 

electronic gaming. Either we can sit back 

and passively accept the by-products of 

other people’s visions, or we can remain 

true to the vision which has spawned both 

our hobby and our society. We can take 

gaming back to its roots and revitalize a new 

generation of players. 

And as these new players, some of whom 

will not be young, return to their other activ- 

ities in society, they will do so with a new 

perspective. One that recognizes problems 

are meant to be overcome; that one feels 

most interested and alive when they are 

challenged; that playing the game with skill 

is more important than victory and finally 

that winning the bigger game of life is a 

relative thing that depends on the player’s 

own perspective. 

My perspective is simple. When I die, I 

want the epitaph to read, “He Struggled 

Gamely.” 

by Ed Dille 
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Metal Head fills the mech game niche for the 32X 

The New World Order finally came, 

if only to save the old one. 

Five years after the World Federation 

government prevented the holocaust of 

World War III, internecine strife and 

civil war persisted. To maintain order, 

the World Federation police forces 

began using bipedal, armored tanks 

called Metal Heads (obviously not 

named to inspire fear). 

Metal Heads carried a wide array 

of weapons, traveled easily over varied 

terrain and could punch through armor 

with bare fists. In fact, the hyper-effec- 

tive mechs were too successful. After 

several years of peace, they led to the 

“over-militarization” of the federation. 

Too many ’Heads fell into the hands of 

anti-world government terrorists. On a 

fateful day, the terrorists strike, violently 

tearing away an independent republic 

from the Federation. This breakaway 

territory is far too vital to Federation 

interests to let go without a fight. 

To reintegrate these wayward souls 

into the fold, it is necessary to shoot 

them. That’s where the player comes 

in. Piloting a Strike Wolf class Metal 

Head, the player must assault the break- 

away capital and perform a series of 

Flectronic Games 

demolitions. The gamer stalks the city’s 

streets in a first-person, running firefight 

in dirty, block-to-block warfare. 

There are six stages, with two or 

three missions per stage. Before a mis- 

sion begins, the player is briefed on 

the actual goals and dangers to be faced, 

with accompanying video clip and 

digitized speech. 
The digitized speech is fine, but the 

video is jerky and not at all synchro- 

nized. It looks worse than stupid. A gra- 

tuitous option allows players to change 

this video sequence to a more aesthetic 

bit of Japanimation. This is a rare 

instance of hand-drawn graphics being 

more appealing than digitized video. It’s 

better synced to the speech and more 

convincing than the digital non-acting. 

After the briefing, Metal Head pilots 

are on their own. They roam the streets 

of the city in a first-person perspective, 

armed with the default Chain Gun and 

Grenade Launcher. Enemy units are 

numerous and varied, and include Metal 

Heads of the Blue Phantom, Bloody Ox 

and Covered Tripod varieties plus 

Beetle Sliders, Hoverpucks, 

Bushwackers, Twin Snipers, Gutter 

Rats, Bullfrogs and Cannon Sleds, 

among others. 

Between stages, players can modify 

their Metal Heads at the Equip Screen 

(more annoying digitized speech and 

video). Here they may replenish ammo 

and upgrade to more powerful weapons 

systems like Missile Launchers, 

Grenade Cannons, Chain Guns and 



Lasers. Weapons can be placed on either 

arm of the Metal Head, while ancillary 

equipment like Mines, Extra Armor and 

Extra Speed can be purchased, as long 

as the player has the points to buy them. 

Points are earned at the end of every 

mission, based on the remaining time, 

remaining armor and ammo, and 

number of enemies destroyed. 

Unbelievably, the players’ mech does 

not retain its weapons from mission to 

mission. The gamer/pilot must buy the 

equipment new each time, even if the 

mech just had it in the last scenario. 

Isn’t the player in the employ of the 

government? Who’s stripping the 

weapons off each time? 

This would not be so objectionable if 

it were at least brought into the context 

of the game somewhere, but it’s not. 

Instead, it’s arbitrary: It just happens, 

and we don’t know why. 

A radar display in the upper right- 

hand corner of the screen gives a tacti- 

cal view of the city. Blinking yellow 

circles indicate the location of enemy 

mechs. As the player’s mech takes dam- 

age, the radar loses effectiveness, until 

one blow that knocks the radar out alto- 

gether. The player must then wander the 

city unaided and find the enemy by 

luck. The city streets are a warren of 

blind alleys and potential ambush sites. 

It’s best to avoid damage and use the 

radar to plan sneak attacks from behind. 

There are several viewpoints avail- 

able, a la Virtua Racer. The Normal 

View, from the cockpit, is the default. 

The Belly View places the perspective 

lower, between the arms. The Over the 

Shoulder shows the Metal Head in the 

screen’s foreground. There’s also the 

Eagle’s Eye View, which places the per- 

spective high in the air over the Mech. 

None of the viewpoints seem more 

useful than the others, so this is basical- 

ly just a gimmick. There are two side 

views (actually useful by allowing one 

to peer around corners) available only 

on six-button controllers, which Sega 

recommends to Metal Head players. 

The missions start out fairly straight- 

forward, i.e., “find and destroy all 

enemy mechs in your area.” The player 

will encounter a wide range of enemy 

units and pulverize them all. Next, 

the pilot might locate and destroy an 

opposing repair 

depot in the heart 

of the dark city. 

The third mis- 

sion may find play- 

ers hunting a spe- 

cific place to pho- 

tograph for recon- 

naissance. After 

returning with the 

photo, they must 

turn around and 

lead assault aircraft 

to the spot just 

reconnoitered, 

which is mission 

four. The difficulty 

rises very smoothly, and the interlocking 

missions give the sense of being part of 

a larger story. 

There are numerous options. They 

allow a bit of flexibility, but on the 

whole, there are more bells and whistles 

than actual customizing controls. In 

addition to the superfluous option that 

changes the mission briefing from video 

to animation, there are more controls for 

listening to background music and 

sound effects than anything else. 

There are three levels of difficulty, 

which also dictate the number of contin- 

ues the player begins with. Control 

Mode allows three different configura- 

tions each for three- and six-button con- 

trollers. Everything else is gravy. 

Language allows text in all English or 

English with Japanese subtitles. 

BGM Test, PCM Test and PWM Test 

let bored gamers listen to every single 

piece of music, dialogue and sound in 

the game. At first this is senseless, but 

after playing Metal Head a bit, people 

will realize that they’ll never play the 

game long enough to hear the music and 

sound effects otherwise. BGM Speed 

dictates how fast the unfortunately 

generic background music plays, but 

play it will; there’s no “off.” 

The Background Music Test is espe- 

cially ostentatious: Each piece of music 

is accompanied by a graphic equalizer 

and a little, animated keyboard that 

shows the gamer how to play the piece 

of music(!). 

Don’t get us wrong; options are good, 

options are great, but some games, i.e., 

Metal Head, make one wonder why so 

much effort was spent on such nice 

options when the game as a whole cries 

out for a bit more refinement. 

Graphically, Metal Head doesn’t 

live up to its promise. At first glance, it 

looks very good, but the longer one 

plays, the more flaws are noted. Besides 

the grating digital video that introduces 

each mission, the animation is rudimen- 

tary. Enerny units slide mechanically 

from side to side to avoid enemy 

fire. When they explode, they flip 

unrealistically through the air in slow 

motion, fall to the ground and disappear 

in unconvincing balls of fire. 

At a distance, enemy units sort of 

break up into the background buildings. 

This flaw could be called camouflage by 

generous players, even though it really 

isn’t. 

The cityscape itself is well done: The 

buildings are colorful and distinctive, 

which is good. Often this is the only 

way to navigate through the city. Sadly, 

the buildings are just scenery. Unload a 

half-dozen explosive shells into the 

glass of a storefront and nothing hap- 

pens. It’s just a drawing. They may as 

well have a nice little message on the 

screen that announces, ““You’re only 

playing a game!” 

It’s an unwritten law that every plat- 

form needs a mech war game. This is 

just a testament to the genre’s populari- 

ty. Mech games are pretty common, and 

if we were to rate Metal Head against 

every game out there, it would fare 

poorly, especially against the games that 

are great examples of the genre (such as 

Iron Soldier for the Jaguar). 

Fortunately for Metal Head (and, 

perhaps, unfortunately for 32X owners 

who don’t own a Jag), it’s the only 

mech game in 32X town. Since we try 

to rate games against other games on the 

same platform, Metal Head will rate 

higher than if it had to face-off against 

any other mech game. 

Aside from its other flaws, Metal 

Head commits a thematic fault and 

places gamers on the side of Big 

Government. They’re crushing people 

who are resisting the establishment. It’s 

not a coincidence that so many games 

put the player on the side of the small, 

desperate, underpowered rebels fighting 

the big, evil empire. It’s more melodra- 

matic and noble to be the doomed revo- 

lutionary than to be another hired gun 

for the empire. 

32X players who’re dying for a mech 

game will just have to cash a World 

Federation paycheck until something 

better comes along. €+ (John W. Hardin) 

Flectronic Games 



Le —_ ee, — 

—_ 

=: Oe 

TARE IME OUT TO 
THE BRAWL GAIME 
Punch-Out meets SF2 in EA’s Toughman Contest 

Toughman 

competitions got 

started in the 

U.S. back in the 

°70s, at a point 

where both pro- 

fessional boxing 

and pro wres- 

tling were lan- 

guishing in the 

horse latitudes. 

Fight fans would 

gripe endlessly 

about the lack of 

old-fashioned, 

Graziano Zale- 

type ring action, 

while Hulk 

Hogan was still a 98-pound weakling 

named Terry Bollea, living in Florida. A 

vacuum was created, and the Toughman 

tournaments were born. 

The idea behind these competitions 

was simple; the operators wanted two, 

real-world testosterone cases to punch 

the boogers out of one another. 

The audience did not come in search of 

pugilistic prowess, it wanted to see 

brute power manifest in its crudest 

form. They weren’t looking for polished 

ring generals, they were looking for bar 

brawlers and truckstop donnybrookers 

in full cry. This sport, in other words, 

was about fighting, not boxing. 

Over the years, Toughman competi- 

tions have remained a peripheral part of 

the American sports scene, leading 

directly to even more violent, no-holds- 

barred spectacles such as the popular 

Ultimate Fighting Championships. 

Toughman Contest, from EA Sports, 
is a free-swinging electronic adaptation 

of these wild-eyed slugfests, with the 

player represented by a transparent 

onscreen fighter. The game uses the 

classic Punch-Out perspective, with the 

Flectronic Games 

player-character in the middle fore- 

ground and the opponent facing the 

screen directly. However, unlike the 

Punch-Out games, where the see- 

through p-c is modeled and given depth 

and dimension, here they receive only 

an outline. This creates a flat look, with 

the opposing brawler visible through the 

transparent p-c. The problem with this 

approach is that it is extremely difficult 

to tell who’s hitting who once the action 

gets started. Punches are thrown in both 

directions, and we hear them land, but 

the visual cues that are necessary to 

PURCHING OUT 

Toughman Contest was 

designed in the style of Nintendo’s 

Punch-Out, with its transparent, 

faux first-person player surrogate. 
The first Punch-Out game 

appeared in the arcades back in the 

middle ’80s, scoring a knockout in 
the coin-op arena with its multi- 

faceted, see-through player-charac- 

ter. When Nintendo’s NES caught 

on, the game was translated to 

the 8-Bit medium, but instead of 

being transparent, the p-c was now 

simply ... short. In fact, he was so 

short, many felt the game should 

have been titled Punch-Up. 

More recently, however, Super 
Punch-Out was issued for the 
SNES, reminding players of the 

original game’s powerful and long- 
standing appeal. 

determine who got hit are sadly lacking. 

Otherwise, this is a fairly entertaining 

romp that requires no great skill to mas- 

ter. The game offers three play modes: 

exhibition, and tournament vs. either the 

CPU or up to seven other human play- 

ers. The game comes with 24 prefab 

fighters, encompassing a variety of 

skills and styles. 

The actual mano-a-mano combat 

system uses only the A, B and C buttons 

on the Genesis controller (no special 

programming for six-button fighting 

controllers), with all special punches 

generated through a tap-oriented play 

style, rather than the sweeping direction 

pad movements of Street Fighter II. 

The tapping can get out of hand—the 

Popeye Punch, for example, requires the 

player to tap the B button eight times— 

but it does limit the number of special 

D-pad movements that the player must 

memorize. 

The repertoire of standard punches 

includes jabs (left and right), hooks (left 

and right) and uppercuts. Hooks and 

jabs can be thrown to either the head or 

the body. There are 14 extra-special 

punches, with each fighter assigned 

several of these specialty maneuvers, 

as well as combinations, counterattacks, 

power punch patterns and a so-called 

Kill Punch. 

Learning the styles and patterns of the 

various fighters does take time, but the 

learning curve is fairly rapid. There are 

also the usual bevy of special codes 

(RUBE, for example, generates the 

“Director’s Cut” version on which play- 

er two is headless and there is blood 
everywhere) to juice up play. 

For a 32-Meg game, Toughman 

Contest is not visually impressive. The 

backdrops range from mediocre to 

dreadful (the barroom background looks 

like something from the electronic stone 

age), and the fight animations are a long 

way from state of the art. There are sev- 

eral cute post-punch animations (with 

fighters sailing backward out of the 

ring, or bouncing, yoyo-like, off the 

ropes), but most players will wonder 

where the memory went. 

Toughman Contest is not likely to 
be anyone’s favorite game, but most 

action fans should find it sufficiently 

entertaining to keep them playing. 

Unfortunately, its limitations are as 

strong as its appeal. B- (Bill Kunkel) 
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THE ERASE OF 
ADVENTURE 

Sega joins arcade action with an RPG in Beyond Oasis 

In the land of 

Oasis, two sor- 

cerers clashed. 

Reharl had a 

wondrous Gold 

Armlet that 

allowed him 

control over the 

spirits. Agito 

wore a Silver 

Armlet causing 

destruction 

wherever he 

chose. The bru- 

tal battle 

destroyed them 

both leaving the 

land in peace. 

Until one day... special attacks (requiring various button 

this system. Indeed, if that was the only 

problem, it would be easily excusable. 

The biggest problem with the game is 

the ease of the tasks and the fact that the 

game is far too linear. 

All throughout the game, players can 

call up a map that will lead them in the 

direction they need to go. As each new 

task is assigned, the map will show your 

current position and your next destina- 

tion. This removes much of the explo- 

ration aspect of the game. The map 

would be more useful if it tracked where 

you have been, as a reference, rather 

than as an instrument to run through the 

game as quickly as possible. 

This game is both easy enough and 

short enough that this sort of map is a 

detraction rather than an enhancement. 

The graphics in the game are excel- 

lent, with large characters and fluid ani- 

mations. The cut scenes are well drawn 

in the style of classic Japanimation and 

help to move the story along nicely. 

The sound is also very good and does 

not drone on or get annoying if you play 

for an extended period of time. 

Other than the button/pad combina- 

tions needed for some of the attacks, the 

controls react well and the menu system 

for accessing items is easy to use. 

Overall, Beyond Oasis is a good 

attempt to bring the excitement of the 

Zelda series to the Genesis. The game is 

very straightforward and easy to figure 

and keypad combinations) makes Ali a 

formidable Hero indeed. 

While Beyond Oasis is a decent 

game, there are several things that keep 

it from being a great one. 

The first prob- 

lem is the con- 

trol over the 

character. Game 

companies have 

tried for some 

time to come up 

with a great 

combination of 

action and 

adventure. While 

it is certainly 

possible to mix 

the two genres, 

it isn’t easy to 

come up with 

satisfying 

results. The con- 

trols for Beyond 

Oasis can be extremely annoying. If I 

really wanted to move my pad in a vari- 

ety of directions before attacking, I 

would play Street Fighter II. In an 

adventure game, the adventure should 

take precedence over the action aspects. 

Although there is nothing wrong with 

making the character actually duke it 

out with the bad guys (rather than fight 

via menu as in the Phantasy Star 

series), adding different key combina- 

tions seems overly cumbersome. Of 

course there are those who will disagree 

with this and possible even give the 

game additional credit for employing 

Beyond Oasis is an adventure/role- 

playing game along the same vein as 

Nintendo’s Zelda series. This one-play- 

er game puts the player in control of Ali, 

a young treasure hunter who is about to 

embark on an amazing journey. While 

searching for treasure one day, Ali 

comes across the mystical Gold Armlet. 

He learns that this amazing item will 

allow him to call upon the spirits (if he 

can find them). He also learns that he 

will need all of the help he can get to 

defeat the evil being that has shown up 

with the Silver Armlet. 

There are four spirits for Ali to call 

upon. Dytto is the Water Spirit, and 

along with two attacks has the ability to 

heal our hero. Efreet is the Fire Spirit, a 

large and powerful attacker. Shade is the 

Spirit of Darkness and acts as an assis- 

tant, helping Ali reach places and trea- 

sures that would otherwise be inaccessi- 

ble. Finally there is Bow, the Spirit of 

the Earth, who can open doors and keep 

enemies at bay. 

In addition to the Spirits, Ali also 

has a variety of weapons at his disposal. 

This coupled with both regular and 

(AO aC Sita ANI Bein WORN 

out, making it perfect for beginning 

adventure gamers of all ages. 

It is only the experienced gamer who 

will be disappointed by the ease and 

length of the game. (+ (Marc Camron) 

Veg et 
“PrincesAli, srefsou all right? 
I Gon4t know who Sthey were, 

Buti youlwere their target .~ 
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Bust-A-Move is the 

new puzzle solving 

game that will have you 

busting for hours. Line 

up three of the same 
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them before they come 
towering down. 
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a friend. There’s even a 
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play. Find out what TV 

was invented for and 

Bust-A-Move! 
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THE FINAL GRADE 

The following chart details the 
thoughts and opinions of a variety 

of entertuinment software review- 

ers from around the country. 

Their critical appraisals 

of the lntest soft- 

wore releases 

are presented 

here. 

Aerobiz Supersonic 

Alien vs. Predator 

Adv. of Batman 

Boogerman 

Brandish 

Burn: Cycle 

Cadillacs/Dinosaurs 
Demolition Man 
Demon's Crest 

Donkey Kong Country 

Dynamite Headdy 

Earthworm Jim 

Final Fantasy Ill 

Illusion of Gaia 

Immercenary 

Indiana Jones 6.A. 
Iron Soldier 

Izzy's Quest 

dungle Book 

Kasumi Ninja 

LaRussa Baseball ‘95 

Lion King, The 

Mickey Mania — 

Need for Speed 
Off-World Interceptor 

Pac Attack 

Phantasy Star N 

Pitfall: Mayan Adv. 

Rise of the Robots 

Ristar 

Shockwave 

Slayer 

Starfleet Academy 

Supreme Warrior 

Syndicate 

Uniracers 

Vay 

Way of the Warrior 

X-Men snes) 

Take control of Psylock and battle the 
scourge of the planet in The X-Men 2. 

Flectronic Games 

(Time Warner Interactive/ 

Genesis, SNES) Primal Rage turned a 

lot of heads in arcades with the menac- 
ing roars and sounds of its dinosaurs 

and other creatures. Although Time 

Warner Interactive (TWI) managed to 

capture the sound effects and music that 

made the on-screen action so exciting in 

the arcade version, the graphics lose 

their realism and look when translated 

to the small screen. Primal Rage is a 

fighting game in which players control 

elaborately animated, stop-motion, pre- 

historic creatures in a variety of appro- 

priate settings. The game has less moves 

than other fighting games, but makes up 

for it in fun and variety. TWI made an 

admirable conversion despite the 

shrunken graphics. 8 (Russ Ceccola) 

(Spectrum HoloByte/SNES) 

An excellent computer game, one of the 

series endorsed by Alexey Pajitnov, and 

somewhat reminiscent of Tetris, this one 

is slightly less satisfactory on the con- 

sole because it requires a game pad for 

control instead of a mouse. The idea is 

to eliminate all the blocks comprising a 

wall. Most of the blocks come in a vari- 

ety of colors; place the cursor on any set 

of adjacent blocks of the same color, 

click the action button and that set is 

eliminated, and any blocks above fall 

down to replace it. Other blocks help or 

hinder the effort, and more arrive from 

the top. Difficulty levels involve more 

colors and timing. The game is addic- 

tive, but on the SNES it would have 

been improved if the designers had 

included the option to use the Mario 

mouse. 8 (Ross Chamberlain) 

(Interplay/SNES ) 

Enroll in Starfleet Academy, in the era 

of the original series, and lead a team of 

fellow cadets on a series of increasingly 

complex simulator training missions. 

The Basic Training missions acquaint 

gamers with the ship’s control systems, 

Advanced missions test the student cap- 

tain’s logic and strategy skills, while the 

Combat Simulator allows one or two 

contestants to face off in a variety of 

classic Federation, Klingon and 

Romulan ships. Gamers can also try 

their hands at scenarios from Trek 

movies and the first TV series, complete 

with original dialogue. The controls are 

intuitive and easy to master, there are 

many scenarios and missions, and loads 

of fun in this cart, which is perhaps the 

best yet in the Star Trek genre. 

(John W. Hardin) 

(Psygnosis/Genesis) This 

ambitious cart wants to be more than a 

side-scrolling action game. Players take 

the star part played by Ray Liotta in the 

1994 movie and attempt to flee a prison 

island from which no one ever escapes. 

The action is side perspective, but there 

is much interaction with non-player 

characters, puzzle solving and strategy 

in exploring the island. Situations can 

be resolved via force or wits; different 

objects can be combined to make new 

tools, some of which are essential for 

escape. Likewise, at some points, vio- 

lence is the only solution. The controls 

are weak, mainly due to poor registra- 

tion. The interface and mix of gaming 

styles is intriguing. Unfortunately the 

license isn’t: Tying the game to this 

not-exactly-blockbusting B movie has 

probably killed it. © (John W. Hardin) 

(Atari/Jaguar) Here’s a genre we 

haven’t seen lately: the old faux first- 

person ski and snowboarding simulator. 

The background graphics are superb, the 

player-character animations are solid 

and the game control is good in this 

French-produced game (developed by 

Virtual Studio under Atari’s direction). 

Unfortunately, however, the game is still 

something of a drag, with players limit- 

ed to steering their surrogates endlessly 

left and right and jumping the occasion- 

al mogul. Bottom line: Val d’Isere 

really needs some great stunts and trick 
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moves to get its blood flowing. (The 

Jaguar library needs a quality baseball 

and basketball sim a lot more than it 

needs a skiing game.) E+ (Bill Kunkel) 

(JVC/Sega CD) It’s 

beginning to look as if the Sega CD 

may not be the ideal venue for fighting 

games. Following several earlier disap- 

pointments (most notably the horren- 

dous Sega CD edition of Mortal 

Kombat), this SNK coin-op and 

NeoeGeo classic looks and plays like 

weak tea in this multimedia format. The 

characters look okay when standing 

still, and all the moves are there, but the 

animations are mediocre, and virtually 

all background movement has been 

eliminated. Looks like Sega CD fight 

game fans will have to wait for Eternal 

Champions to arrive. (+ (Bill Kunkel) 

(Digital Pictures/3DO) 

Famed executive producers Tom Zito 

and Tyler Johnson have put together a 

cinematic shooter with a compelling 

RAVEYARE 7623 Lae °Y 
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zombie theme. As a special forces lieu- 

tenant, the gamer must travel to Cay 

Noir, rescue the newly zombified mem- 

bers of the squad and stop the legions of 

the undead before they can further their 

power by extending their domain. 

Exotic locales and memorable charac- 

ters like Winston the rasta driver and 

Julie the reporter, can’t mask the limited 

interactivity. The user selects the right 

ammo, aims the cursor with the direc- 

tion button and blasts the hordes of 

reanimated adversaries. Co-designers 

Ken Soohoo and Kenneth Melville pro- 

vide a strategic component in the form 

of varied attackers and a range of inven- 

tory items, but the graphics and sound 

are the most compelling elements. 

(Arnie Katz) 

Hlectronic Games 

(EA/Sega CD) Surprise, 

surprise! Road Rash 3 is a superb 

translation of the 3DO neo-classic, with 

first-rate animations, good play action 

and a shockingly state-of-the-art overall 

appearance—on the Sega CD! Players 

select surrogate bikers—some of whom 

are armed with chains or crowbars—and 

compete over five different locations; 

qualify on all tracks and advance to the 

next level. Players can also trade in their 

vehicle for a new chopper with their 

winnings. Among the most impressive 

pieces of software on the Sega CD, this 
is a must-have selection. @ (Bill Kunkel) 

(Sega/Genesis) 

Clone Wars features one of the most 

unique openings in the history of video 

gaming: The contest begins on the fly, 

without credits or prelude of any type. 

This interactive intro, unhappily, pro- 

gresses into a totally routine platform 

contest once the opening scenario plays 

out. Players take turns as various 

X-Men, including Cyclops (who fires 

lethal optic blasts), Wolverine (an overly 

aggressive runt with an unbreakable 

skeleton and adamantium claws), 

Gambit, etc. There are lots of mazes and 

minipuzzles, but overall this game is 

markedly inferior to Capcom’s SNES 

X-Men series. € (Bill Kunkel) 

(L3/3DO) Professional snow- 

boarding footage explodes onto the 

interactive learning screen in Jon 

Rosen’s celebration of this fast and col- 

orful sport. Again employing the “learn- 

ing cube” interface L3 introduced last 

year, Slopestyle offers 27 close-up 

lessons to would-be practitioners of this 

increasingly popular, extreme winter 

sport. An alternative rock music score 

accompanies 50 minutes of FMV. It has 

some of the thrills and none of the frost- 

bite, which may be an appealing trade- 

off for many armchair boarders. 

(Arnie Katz) 

(Nintendo/SNES) 

The familiar cartoonish character hosts a 

one- or two-player puzzle game. This 

“tris” variation tests the players’ ability 

to line up similarly colored falling blobs 

in groups of four or more. When four 

blobs of the same hue glom together, it 

creates boulders on the opponents’ side 

of the play screen. Chain-reaction blob 

explosions trigger avalanches of boul- 

ders that thoroughly disrupt normal play 

and virtually guarantee a victory. A fan- 

ciful story about a nationwide avalanche 

tournament strings together individual 

games. This may make the game more 

engaging for younger SNESers, but it’s 

apt to frustrate those who just want to 

get on with the game. The graphics and 

sound are extremely cute, another indi- 

cation that Nintendo probably intends 

Kirby’s Avalanche for the youngest 

segment of the console gaming audi- 

ence. A practice mode and on-screen 

prompting features like a preview of the 

es 
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next pair of blobs make this brain game 

especially appropriate for those for 

whom standard Tetris may be too 

demanding. €+ (Arnie Katz) 

(Konami /Sega CD) Fifty 

years after half the Earth’s population is 

wiped out by an accidentally released 

biological weapon, Japan is being 

invaded by “bio-roid” life forms. These 

Terminator-like machines replicate 

humans to the point of being able to 

sweat and bleed. Prominent individuals 

are being “snatched” and replaced by 

the sinister androids. Players take the 

role of Gillian Seed, who has just joined 

the anti-snatcher Japanese Undercover 

Neuro-Kinetic Elimination Rangers 

(JUNKERS for short). Gillian is desper- 

ate for answers because he and his wife 

have had amnesia for three years. After 
training in the Special Forces, Gillian 

has left his wife to fight the snatchers 

because the fearsome robots are the only 

shared memory they have. First made in 

1988 for the Japanese 8-Bit PC engine, 

Snatcher has been souped up and re- 

released. While the game play is a bit 

dated, the style is classic anime, and the 

implementation is some of the best ever 

on a Japanese conversion: beautiful art 

and sound, flawlessly translated docu- 

mentation, text and digitized speech; the 

animation is even synchronized to the 

speech! Apart from a few patent absur- 

dities in the story (sure, the special 

forces admit amnesiacs all the time) and 

a too-linear plot, a 7-year-old game is 

one of the better ones for the Sega CD 

this year. - (John We Hardin) 
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ROW YOUR OWN 
Klik & Play allows users into the game-creation process 

It is almost inevitable that at some 

point in the life of every electronic 

game fan, the notion of actually making 

a game will be born. After playing these 

contests for hundreds of thousands of 

hours, we develop an intimacy with 

them, an intuitive understanding of how 

they affect us. Being creative life forms, 

we yearn to emulate the game designers 

and programmers who gave us such 

rewarding fare. 

At this point, however, the mission is 

over for 99 percent of all gamers before 

it even begins. The problem is that these 

creative processes are almost totally 

oblique and unavailable to the average 

user, who can take a stab at the design 

part of the equation, but will invariably 

be stopped short of execution. 

Game creators have attempted to 

share the creative process with users 

since the earliest days of computer gam- 

ing [see sidebar]. Unfortunately, the 

brute fact is that programming is diffi- 

cult, and learning a programming lan- 

guage is not appreciably easier than 

learning to speak and write Chinese or 

Russian. As a result, game construction 

kits have traditionally taken one of two 

paths: They could attempt to teach 

the user a more accessible computer 

F/I Electronic Games 
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language, or they could narrow the 

scope and limit the user to a single 

genre. While the former approach 

opened users up to any type of game 
construction, it also forced them to learn 

programming, albeit in streamlined for- 

mat, thereby greatly limiting the poten- 

tial sales. 

The latter approach was more suc- 

cessful, but it also severely limited the 

possible user output. After all, an adven- 
ture or arcade game construction kit 

doesn’t do much for someone interested 

in creating a strategy contest, sports or 

flight sim. The former format, on the 
other hand, permitted wider potential 

user expression, but restricted the fun 

to quasi-programmers. 
As a result, this category slowly 

faded from the software scene during 

the late *80s, leaving wanna-be game- 

makers restricted to the realm of fantasy 

and daydreams. 

Until now. 

Klik & Play was born in the minds 

of Francois Lionet and Yves Lamoureux 

of Europress Software and was soon 

spotted by Maxis. The publisher provid- 

ed the ideal home for the greatest game 

creation program ever realized. For 

years, Maxis has permitted computerists 

to experience simulations of life at 

every level, from the microcosmic (Sim 

Ant) to the macrocosmic (SimLife). 

Now it has opened up the game design 

universe, allowing users to create games 

as easily as they constructed make- 

believe urban landscapes in SimCity. 

This product has been a long time in the 



fine-tuning process—Klik & Play was 

first shown in the U.S. almost a year 

ago—but the wait was more than worth 

it. For the first time, software is now 

available that permits anyone to explore 

the nuts and bolts of game-building. 

Here’s how it works: First, the com- 

puterists must decide how deeply they 

wish to explore this game-making busi- 

ness. The initial menu screen offers the 

following options: Play a Game, Modify 

a Game, Create a Game and Tutorial. It 

is recommended that newcomers begin 

by checking out the 10 prefabricated 

games that are enclosed on the disk. 

The games are all pretty elementary, 

single-screen entertainments including 

several strategy contests, sci-fi arcade 

shooters, a soccer shootout, a music 

game, etc. But then, they aren’t being 

included for their play value; these 

games are submitted as samples, which 

the user can then pull apart in order to 

see how it all works. These games can 

be modified, or parts can be used in 

original creations. 

Once a game is loaded, or the user 

opts to forge a new game from scratch, 

the processes involved are dealt with in 

a straightforward, non-technical manner, 

using a combination of icons and 

menus. The Storyboard Editor, for 

example, allows access to picture 

frames, animation frames and level 

frames. If the level frames are selected, 

the user is automatically transported to 

the next set of options, such as Setup 

(sets the size of the playfield) or the var- 

ious editing options: Level Editor, Step 

Through Editor and Event Editor. The 

Level Editor, in turn, lets you design 

level screens, place objects, designate 

movement logic or generate animation. 

The Step Through option actually 

autoplays the game, then automatically 

stops the action when an “event” occurs. 

For example, let’s say you’re designing 

a Breakout-type contest, and the ball 

strikes the paddle. The action then auto- 

matically stops, and the user is asked to 

determine what happens next, through a 

series of menus. Should the ball go 

through the paddle? Should it blow up 

the paddle? Or, perhaps, it ought to 

bounce back up, away from the paddle. 

The Step Through Editor tackles every 

event, checking with the user along the 

way, until the game’s logic system is 

complete. 
The Event Editor, meanwhile, offers 

ambitious users a god-like control over 

all potential game events. It produces a 

“script” that the characters and objects 

on screen will follow and allows the 

designer to introduce features such as 

bonus lives, while also determining 

when various objects and characters 

will appear in the game. 

Certainly, it would be absurd to imag- 

ine that anyone will create a homemade 

version of Virtua Fighters or 7th 

Guest with Klik & Play, just as having 

a movie camera isn’t sufficient to pro- 

duce the next Apocalypse Now. But we 

can hope that most users will not harbor 

such unrealistic expectations. If, on the 
other hand, you’ve always wanted to 

produce your own take on Capture the 

Flag, or any of the early arcade classics, 

this program offers the most user- 

responsive and enlightening experience 

ever available to non-professionals. 

There is no complex language to learn, 

and users never finds themselves in that 

most terrible of positions: alone on an 

empty screen with no idea of how to 

make something—anything—happen. 

There are plenty of neat props provid- 

In the early and mid-’80s, several 

roll-your-own game programs 
appeared on the market. Electronic 

Arts led the way with its Construc- 

tion Set line, including the Pinball 

and Adventure Construction Sets, 
and followed up with the Racing 

Demolition Set, in which game 

enthusiasts could set up their own 

track designs. 

But the most ambitious program 

of the type produced prior to Klik 
& Play was almost certainly Dan 
Kitchen’s Game Maker from 

Activision. For this program, Dan 
regurgitated basic boolean logic 
(i.e., if-then statements, etc.) in his 

own original language for the C64. 

The game was later converted and 

editions appeared on both the Atari 
ST and Commodore Amiga. 

Player 1 
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ed, of course, all available through a 

series of Library icons, ranging from 

Backdrops, Homes & Buildings and 

Household Items, to Player Characters, 

NPCs plus Heaven, Earth, Fire and 
Water. There’s even a simple sprite ani- 

mation program that allows computer- 

ists to modify or redraw characters and 

objects in motion. 

The Tutorial is superb, walking the 

user by the hand through each step in 
the game-creation process. But even 

those who are reluctant to read instruc- 

tion books or watch tutorials will find 

themselves easily jumping right into 

the action. 

What Europress and Maxis have 

created here is a new programming lan- 

guage for the Macintosh/Windows era 

computer gamer. While it doesn’t allow 

the user to get into code issues and other 

more sophisticated components of the 
design and programming dynamic, the 

combination of superb iconography and 

the pristine logic of the event-driven 

menu system will provide an insight 

into the entire process, which will make 

even jaded veterans drop their jaws in 

delight and amazement. 

Who will enjoy this program? Kids 

should love it; it’s easy, it’s fun and 

most young users will have a ball sim- 

ply changing the rules on the generic 

prefab games included in the package. 

Would-be game designers, meanwhile, 

will find this an excellent primer on the 

subject. It will give them some sense of 

the incredible plethora of detail involved 

in the whole process, while simultane- 

ously allowing them to actually see the 

results of their work—something even 

the best non-programming designers 

rarely have an opportunity to view 

during the design phase. 

As for adults who aren’t especially 

interested in becoming the next David 

Perry, there is surely entertainment 

value to be gained from the ability to 

look inside something one has taken for 

granted for so long. After all, the many 

purchasers of Sim Ant must have been 

seeking something other than practice 

for reincarnation as a bug at some point 

down the evolutionary road. 

This is one of the finest products to 

be released in 1995, and is the best 
product of its type ever produced. Very 

highly recommended. A+ (Bill Kunkel) 

Flectronic Games 
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CAUGHT It A 
FRAME 

Slip thru the Shadows of Cairn to clear Quinn’s name 

It’s tough 

being an honest 

person, especial- 

ly when you’re a 

thief. Just ask 

Quinn (a.k.a. 

Our Hero). Born 

poor in the 

fortress-city of 

Cairn and 

orphaned at six, 

he had no 

money and 

found that the 

only guild that 

would accept 

him was the 

Order of Thieves 

and Beggars. He had two choices: 

become a Beggar and face losing some 

vital or otherwise irreplaceable part of 

his anatomy, or become a Thief. It 

wasn’t a hard decision. 

Unfortunately, although Quinn does 

extremely well in his studies and is con- 

sidered a master of the larcenous arts, he 

has one fatal flaw: He is excruciatingly 

honest. He can’t steal to save his life or 

his career. By 18, he still hasn’t gained 

journeyman status, and his talents are 

being wasted on household chores such 

as cooking and cleaning. Finally his 

master gives him an ultimatum: He must 

steal something valuable within a week, 

thus justifying the guild’s investment in 

him, or find new employment as a 

Beggar. “You'd look pitiful without any 

legs,” Quinn’s master says. “And sores, 

lots of sores.” 

Understandably reluctant to join the 

cadre of the cadgers, Quinn squares 

himself up and decides he must over- 

come his natural integrity and go out 

and swipe something. His first attempt, 
to steal a jeweled hairbrush, is a dismal 

failure. Still determined, he goes into 

Flectronic Games 

the Thieves’ Trophy Room and borrows 

a set of magic lock picks. No sooner has 

he done so when he hears someone 

coming and quickly finds a dim corner 

to hide in. He is surprised when he sees 

his master and the Earl of Glaster. He is 

shocked to hear them plotting the death 

of Duke Levet of Montchaud, who lives 

in the castle at the very pinnacle of 

Cairn. And he is horrified when he real- 

izes that they’re planning to pin the 

crime on him. Not much he can do 

about it, though—his master sees him 

and has him knocked unconscious and 

cast into a cell. 

But Quinn has his extraordinary skill 

and the magic lock picks. He removes 

his chains, goes through a trap door and 

sets out to find the Duke and stop the 

plot against his life. To do this, he must 

travel the high and low roads of Cairn, a 

city-fortress built roughly in the shape 

of a pyramid and divided vertically by 

socio-economic class—which means 

he’s starting at the very bottom. 

So begins one infuriating, obsessing, 

frustrating and occasionally monotonous 

adventure. Almost all of the aforemen- 

tioned is told in a fairly long introducto- 

ry piece of animation that, while occa- 

sionally making one cringe away from 

the clichés, is amusing. 

One of the most frustrating aspects 

of Shadows of Cairn is that it doesn’t 

use a mouse for game play. The mouse 

can be used to click on the three icons 

on the screen (all three of which are for 

actions that can be done on the joystick 

as well), or to access the menu, but to 

actually play the game the player must 

use either the keyboard or a joystick. 

This is good for joystick users. This is 

not good for mousers. The keyboard is 

slow and clumsy, and even joystick 

users may find that the game play can 

be irritatingly inexact. 

Quinn’s travels take him through the 

streets of Cairn and through its sewers, 

down into deep, dark dungeons, up into 

castle corridors and everywhere in 

between. In his quest to unmask the plot 

against the Duke (and get himself off 

the hook for the crime), he must seek 

help from a great many people—all of 

whom, naturally, ask him to do them 

favors in return. Another frustrating 

aspect arises here: the dungeons and 

sewers can be extremely difficult. 

Between the slime monsters and the 

endless, monotonous hallways, the sew- 

ers are truly hideous. And the dungeons! 

One false step and the player learns the 

true meaning of the phrase, “blood red.” 

It seems like it takes forever before one 

actually gets through all the traps in the 

dungeons—and remember, that’s just on 

the easy setting. 

Shadows of Cairn is played from a 

full-screen, eye-level view, which is a 

delight for those players used to RPG 

screens. The graphics are a delight as 

well. In fact, the graphics are dynamite 

and make up for a lot. The music isn’t 

bad either, if you like action music, and 

even if you don’t, it sounds great. Both 

the music and the voice soundtrack were 

recorded in stereo, and if the player has 

a 16-Bit sound card and good speakers, 

the sound in this game can be truly 

impressive. If not, the kHz can be set 

down from 44 to 22 or even 11, allow- 
ing those players with 8-Bit cards to 

enjoy the music as well. 

The creators of the game point out 

that the stereo effects are best enjoyed 

through headphones. Other family mem- 

bers might appreciate this, too. 

There are times when the player may 

be inspired to give up on this game. The 

problem is that it gets under the skin, 

and players who swore they’d never get 

in front of the damn thing again have 

gone back in, determined to beat what- 

ever it was that drove them away. 

Besides, Quinn really needs the help. 

It may, as Mel Brooks says, be good to 

be the King, but it’s murder being an 

honest thief. B- (Sara Slaymaker) 
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TACTICAL 
OMISSIONS 

_Limited warfare is redefined in Flight Commander II 

From Korea to the 

modern battlefield, 

Avalon Hill’s Flight 

Commander II puts 

the player in command 

of air battles around 

the world. A turn- 

based board game, 

FC2 mixes incredible 

attention to detail and 

combat accuracy with 

grievous interface 

oversights resulting in 

an enjoyable, but 

occasionally frustrat- 

ing, board game. 

The player controls 

either the Attacker or 

Vile Lon Uicplay Next 

the Defender against either the computer 

or a play-by-mail human opponent. In 

the battle, players are allocated either an 

absolute number of aircraft per side or 

an allotment of C points to purchase the 

aircraft they wish to use. The battle ends 

when one side is destroyed or chooses 

to withdraw. 

Alternatively, FC2 contains five 

campaigns. Ranging from Vietnam to 

the Falklands to Central Europe, cam- 

paigns consist of a series of pre-defined, 

pre-equipped missions. Individual mis- 

sion performance determines the out- 

come of the overall campaign. 

The aviation enthusiast will find 

much. to like in FC2. Aircraft, weapons 

and other systems operate quite realisti- 

cally. Early model AIM-7 Sparrows, for 

example, are notoriously inaccurate. An 

F-4 Phantom can’t begin to out-turn a 

MiG-21. Weather impacts weapon and 

flight performance. Radar systems accu- 

rately model the strengths and limita- 

tions of real-world counterparts. 

FC2 does not use a hex-board 

system. Instead, aircraft can face any 

one of eight directions from zero to 315 
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degrees in 45-degree increments as well 

as pitching up or down. Players use the 

mouse to maneuver an on-screen repre- 

sentation of a joystick to guide each 

individual aircraft. During the action 

phase, players adjust each aircraft’s 

throttle, make any necessary stick 

movements and operate radar and 

weapon systems (usually limited to 

“attempting a lock on” or “firing a 

weapon’). The subsequent action and 

movement phases move both opponents’ 

aircraft simultaneously and resolve 

missile and cannon attacks. 

The attention to detail, the relative 

capabilities and limitations of aircraft 

and weapons, the maneuver scheme and 

the general flow of battle are above 

reproach. The same cannot be said of 

the interface. For example, certain sce- 

narios (such as Vietnam) require U.S. 

forces to positively identify targets 

before firing on them, effectively limit- 

ing the use of long-range missiles. As 

U.S. pilots actually did under those cir- 

cumstances, FC2 recommends the play- 

er sends one aircraft in at high speed, 
identify the targets and depart the area 

while wingmen launch long-range mis- 

siles from relative safety. Unfor-tunate- 

ly, the visual identification rules seem to 

suffer glitches. During one Vietnam 

campaign, bandits visually identified by 

the spotter plane were not acknowl- 

edged by the wingmen, who refused to 

fire weapons. During other scenarios, 
the visual identification system worked 

as intended, but failures of the system 

rendered a particular scenario effective- 

ly unplayable. 

The actual command interface lacks 

important characteristics. First, there is 

no easy way to abort a mission and start 

over save by completely exiting the 

game and restarting. If the player choos- 

es to stop a poorly advancing battle and 

start over, there’s little choice except to 

either exit and start over or allow the 

computer to play both sides and com- 

plete the mission on its own (a very 

time-consuming alternative). 

Second, the two main maps are just 

the right size to be wrong. The overview 

map is so minute it is effectively useless 
while the magnification of the main 

view map cannot be effectively reduced. 

While not fatal design errors, these 

problems make game play annoying or 

unnecessarily difficult. 

Worse, players have no control over 

unit positioning in the single battle 

mode. Players may choose to attack a 

particular target, designate an appropri- 

ate number of attack and escort aircraft, 

then enter the mission to find their 

forces scattered randomly across the 

map. Fighter escorts fully equipped with 

look-down radar often begin as low as 

3,000 feet while unarmed attack aircraft 

begin above 10,000. Players cannot 

devise and employ a coherent strike 

plan; rather they must make do with an 

apparently random position of combat 

assets in hostile airspace. The manual 

cites this random ability as providing an 

infinite number of games; however, any 

serious wargamer will find the lack of 

strategic planning and ability to effec- 

tively control strike packages as serious 

shortcomings. During the Gulf War, 

support units (such as wild weasels) 

dealt with air defenses first, then strike 

aircraft arrived at one-minute intervals. 

The result: total surprise and complete 

target destruction. Such combined arms 

tactics are unavailable in FC2. 

FC2 players, therefore, must focus on 

minute tactical situations such as a two- 

versus-two air combat or four-versus- 

eight air combat. A situation where four 

F-117s attack an enemy base moments 

after EF-111s and F-4s engage surface- 

to-air defenses while F-15s perform a 

coordinated fighter sweep over the tar- 

get is not possible. Situations pitting 

two F-15s against four inbound MiG- 

29s, excel with technical and tactical 

accuracy. B= (Tom “KC” Basham) 

TECH SPECS 

PUBLISHER: Avalon Hill 
DESIGNER: Big Time Software 
SYSTEM: Windows 

Air Warfare 

PLAYERS: 1 or 2 on-line 

LEVELS: n/a 
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After generations of expansion into 

the galaxy, a lethal mutation of the com- 

mon cold virus annihilates 80 percent of 

the human race. Humanity, in its weak- 

ened state, is ripe for the depredations 

of the reptilian SSora and the centauroid 

KessRith. Only a great military leader 

could rally the human race to throw off 

the yoke of alien oppression. 

Alexander Trajan, retired militia 

leader, organized military re-enactor and 

theatrical martial drill teams on all the 

enslaved human worlds. When the 

aliens had been lulled by this seemingly 

innocuous pageantry, Trajan launched a 

simultaneous and coordinated attack. 

Through guile and misdirection, the 

KessRith and SSora were soon actively 

at each other’s throats and a new human 

empire emerged. 

Sadly, like many revolutionary lead- 

ers of the past, Trajan made himself 

emperor and founded a quasi-fascist 

meritocracy modeled on the Imperial 

Rome of ancient times. The new 

Plebeians, those who couldn’t or 

wouldn’t take up arms, were little more 

than serfs. Citizenship could only be 

attained through military service, caus- 

ing the forces of New Rome to grow to 

a ridiculous size. 
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As the politically powerful became 

more entrenched, the second Caesar 

declared the formation of a new class of 

citizen, the Overlords. These select indi- 

viduals would have unlimited power 

when acting in Caesar’s name and in the 

operation of the Terran Overlord 

Government. 

In the year 6681, the commander of 

the Imperial Army and an admiral of the 

Imperial Navy rejected the sweeping 

powers of the TOG. The Renegades 

took flight in almost 4,000 battleship 

groups and made for the relatively 

peaceful Orion Arm of this galaxy. 

t/3) ©Electronic Games 

REBELLION in 
SPACE 

Join the Renegade Fighter Fleet 

The very existence of humans living 

outside the TOG’s thrall is intolerable to 

the Overlords. The Renegades must 

yield ... or die! 

Thus begins the story of Renegade: 

Battle for Jacob’s Star, SSI’s adapta- 
tion of FASA’s Renegade Legion: 

Interceptor board game. 

The player is cast as a military misfit 

(sounds familiar) banished from the 

high-profile strategic battles where 

recognition and promotion are found to 

a backwater listening post in the Jacob’s 

Star salient. 

Thought to be a safe dumping-ground 

for losers, Post Alpha becomes the 

front-line when the TOG renews its 

offensive against the Renegades. After 

the commander of the fighter wing at 

Post Alpha is killed in action during the 

first campaign, the player’s character is 
advanced to command rank. Repulsing 

the TOG will bring fame and adulation; 

lose Jacob’s Star and it’s death or 
ignominy or both. 

When starting a new game there is 

wide latitude in how it will play. 

Besides being able to adjust the sound 

and turn various features on and off; the 

relative armor thickness, shield strength, 

weapon power, range and recharge rates, 
computer piloting and gunnery skills, 

fighter speed and turning rate are all 

adjustable. By altering the skill levels of 

the TOG fighter pilots and the power of 

the player’s craft, Renegade should 

challenge the player long after comple- 

tion of the seven campaigns. 

Comparison with Wing Commander 
III is inescapable: Renegade is a better 

space-fighter simulation than WC3. It 

has clearer, smoother graphics, which is 

probably the most important feature on 

games of this type. The enemy fighters 

seem to be actually maneuvering to 

avoid damage and destroy the Renegade 

fighters. Renegade wingmen are very 

good at eliminating TOG fighters and 

are quite necessary On most missions. 

The pseudo three-dimensional cockpit 

radar gives a much clearer picture of 

the overall battle situation than the two- 

dimensional radar found in WC3. 

Renegade also has a music-CD 

player built in. After tiring of the stock 

background music (this happens fairly 

quickly) the player can pop in any 

music CD when the game has complet- 

ed loading and it becomes the new 

background music. The game pauses 

and displays a prompt when the data- 

disc is needed. 

Renegade lacks the rich plot and 

narrative of WC3. It has few cinematic 

segments. The player is briefed on the 

upcoming mission, shown a solar sys- 

tem map and told about the TOG’s 

advances and retreats. Pick out a ship, 

choose the best available wingmen and 

fly the mission. There is no character 

development, no plot line nor mysteries. 

There is no voluntary save; if the 

character dies, it is recorded as such. 

(A line editor and some ingenuity can, 

when applied to a character’s .PLR file, 

resurrect the dead.) Renegade also sore- 

ly lacks a “Keep Radio Silence” com- 

mand to hush the flow of repetitive 

inanities from the wingmen. 

Even with the Monster (60 Megs) 

on the hard drive each mission takes a 

long time to load. Expect to wait four 

or five minutes before being put in the 

cockpit when using a double-speed 

CD-ROM, still longer with a single- 

speed CD-ROM. 

MAME: EUCLESES “EASY” MORPISHARY 

Whether flying alone or leading a full 

squadron, Renegade is a pure fighter 

pilot’s game. Renegade: Battle for 

Jacob’s Star doesn’t have a lot of 
things other space-fighter sims have: 

distractions. B+ (David T. Harris) 

TECH SPECS 

PUBLISHER: SSI 
DESIGNER: Midnight Software 

SYSTEM: PC CO-ROM 
Space Fighter Sim 

15-60 MB 
THEME: 
HO SPACE: 
PLAYERS: 1 
LEVELS: 7 compoigns 



“computer golf never 

matched the enjoyment 

of the real thing...until 

I played a round of 

Picture Perfect Golf.” 

—Chris Shipley: 

ComputerLife 

With Picture Perfect Golf 
Now You Virtually Can Be.. 
Finally... A computer golf game that takes you beyond the boundaries of your a 

desktop! Picture Perfect Golf, from LYRIQ is the only golf game software to / 
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with no annoying screen redraws. 

¢ Picture Perfect Golf puts you - not an animated figure - on the green. 

* Authentic golf shot trajectories, rolls and bounces with digitized sound makes 

you feel like you are on the course. 

e Easy to play, Picture Perfect Golf uses preset ball address options for fade, draw, 

and punch shots so you can fine tune your play. 

¢ Play using the keyboard or mouse, or with an optional infrared golf 

club using your own swing and results.* 

¢ Additional courses available through your software dealer or LYRIQ. 

This experience which costs about $25 an hour at indoor golf centers is 

now available for your PC. So now you can go golfing virtually any time! 
“Supports PC Golf™ golf club. Play using your own swing and results! 

Call Toll-Free Now 

1-800-433-4464 
for the Dealer Nearest You 



The following chart details the 
thoughts and opinions of a variety 

of entertainment software review- 

ers from around the country. 

Their critical appraisals 

of the latest soft- 

wore releases 
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Origin continues its tradition of great 

flight action games with Pacific Strike. 

Flectronic Games 

The Groove Thing (Big Top/Mac CD) 

Not really a game, but definitely a toy. 

This “visual jam” lets computerists con- 

trol a kaleidoscopic display of shapes 

and colors, accompanied by three differ- 

ent soundtracks. Via a control panel, 

Groovers can change line weight, tile 

size, symmetry and color pallet of nine 

different styles of abstract visual dis- 

play. Available music styles are High 

Pulse (generic Techno), Zen Riffs (fairly 

interesting) and Nature (ambient nature 

sounds). Each music style has a set of 

keyboard commands that activate sound 

effects, etc. Players can also input their 

own music. There’s a lot of hyperbolic 

mumbo jumbo on the box and in the 

docs, but if you don’t go into it actually 

expecting a “rocket fire infinite drop 

through nirvana/seductive meditation” 

you won't be disappointed. Sarah’s 

Geometric Dreams, an accompanying 

shareware After Dark screen saver 

module, is cool as well. B+ (John W. 

Hardin) 

Jigsaus-It! (Dynaware/PC CD-ROM, 
Mac CD) Glowing colors, ease of use 

and elimination of the kitten factor 

make jigsaws on screen the choice of 

many puzzle hounds. This is better than 

average, with a well-designed interface 

and over 100 pictures to cut to four 

kinds of shaped pieces. (There’s no way 

to mix shapes in a puzzle, so the pieces 

are annoyingly uniform.) A kid setting is 

included. The Puzzle Maker imports 

photos or drawings, and a Gift Maker 

puts puzzles on disk that can be played 

even without the program. B+ (Joyce 

Worley) 

Big Top’s Cartoon Toolbox Starring Felix 

the Cat (Big Top/Mac CD) Our friend 
Felix has been around a while and seen 

some changes since the days of Pat 
Sullivan and Max Fleischer. Today he’s 

gone digital and leads a Saturday morn- 

ing cartoon repertory group including 

Poindexter, the Professor, Rock Bottom, 

Vavoom and Master Cylinder. The idea, 

however, is that the user gets to make 

the cartoon. Provided are backgrounds 

and props, a variety of musical back- 

ground themes, visual effects and scads 
of classic cartoon sound effects. Each 

character has many brief animations 

that can be linked together and dragged 

to make them go where the user wants 

them to. It takes work, maybe more than 

a small child can handle, but the results 

(which can be saved to a stand-alone 

file and even to Windows if desired) can 

be fun. B+ (Ross Chamberlain) 

The Big Three (Alliance Interactive/ 

Windows CD-ROM) This latest from 

Alliance is an extremely simplistic 

point-and-click representation of WWII. 

The Big Three features several preset 

scenarios and campaigns, all at the 

grand strategic level. Combat is 

resolved with a single six-sided die, and 

players will not need to memorize any 

complex supply or movement rules. 

The Big Three is more like Risk than a 

serious wargame, but it lacks all of the 

inherent fun of diplomacy that title 

readily enjoys. Small technical glitches 

were also noted. € (Ed Dille) 

Wings Over Europe (The Discovery 

Channel/Mac and Windows CD-ROM) 

With Wings Over Europe, the Discov- 

ery Channel finally throws its hat into 

the ever-expanding multimedia ring. An 

interactive database, similar to Spectrum 

HoloByte’s Wings of Glory series, 
Wings Over Europe uses sound bytes, 

short movies, text narratives and still 

images to describe various World War 

II-era warplanes. A “test your knowl- 
edge” section quizzes players on their 

World War II aviation knowledge. 

Should players score poorly on the 

quizzes, the helpful digitized host points 

them to the source of correct answers. 

The Windows CD-ROM also includes a 

fully playable demonstration of 

Dynamix’s Aces Over Europe. B 
(Tom Basham) 



Simon the Sorcerer (Activision/PC CD) 

Simon is a teenager who, while rum- 

maging in his attic, gets sucked into a 

magic world. He must become a wizard 

himself to foil a villain named Sordid. 

This puzzle/adventure game has been 

Kale to Look 
Gonstiine Pick up 
Tabb to. Remove 

around a little while; now it arrives on 

CD, and solving the puzzles is just as 

unlikely as before. Billed as Python- 

esque, the humor is indeed quite British, 

often quite silly and a lot of fun when 

the player isn’t being frustrated by the 

maddening inability to figure out what 

to do next. The publisher released a hint 

book a couple of years ago; seek it out 

if thoud’st play the game through. B- 

(Ross Chamberlain) 

Guilty (Psygnosis/PC CD) The incorri- 

gible Jack T. Ladd—thief, tax dodger 

and escaped con—finds himself in the 

clutches of Federation Policewoman 

Ysanne Andropath, a woman with a 

gun, an attitude and a hatred for the 

male species that borders on the patho- 

logical. The player has the option of 

selecting to play Jack who must escape 

Ysanne, or Ysanne, whose job is to hunt 

Jack down. Two different sets of puzzles 

make this really two different games for 

the price of one. This is a cute idea, and 

although the game makes no big break- 

throughs, it is a good puzzle solver that 

Psygnosis has no need to feel guilty B 

(John P. Withers) 

Warren Miller’s Ski World (Multicom/ 

PC CD) First things first: This is not a 

skiing simulation; it is, instead, a combi- 

nation database/tutorial aimed at users 

who already ski or are just getting into 

the sport. There’s a Resort dbase, com- 

plete with trail maps; a video index of 

25 clips from Miller’s Extreme Skiing 

films, with an option for users to create 

their own video from the FMV footage; 

skiing history and trivia. Users can also 

study the fine points of snow squashing 

via an instructional video. Given its 

excellent production values, Ski World 

should make a nice addition to a skiing 

enthusiast’s hard drive. @ (Bill Kunkel) 

NBA Live “95 (Electronic Arts/PC CD) 

EA Sports’ NBA Live video game 

was as important to the category of 

electronic roundball as John Madden 

Football was to grid sims or the NHL 
line has been to hockey. In other words, 

it’s revolutionary, groundbreaking and 

totally revises the way we expect to per- 

ceive basketball in electronic terms. 

The original video game’s unique POV, 

spectacular graphics and play action 

have been wedded to a flock of special 
features as NBA Live arrives in PC 

format. Put succinctly, this game rules 

the silicon parquet. A (Bill Kunkel) 

“A DOUBLE MUST-HAVE. 
Anyone who plays computer 

games will want this 

AMAZING CHAIR!” 
Marc Spiwak 

POPULAR ELECTRONICS 

“1 could actually FEEL the 

= . h punch of the afterburner!” 
Natle tothe Puk Ed Dille, ELECTRONIC GAMES 

“VIRTUAL UTOPIA!” 
Marc Dultz, STRATEGY PLUS HOW IT WORKS 

A 100 watt subwoofer built into the base generates 

low frequency sound that resonates through the 

wave chamber hidden inside the chair. Thus you not 

only hear but FEEL your simulation. Paired with your 

amplifier, the ThunderSeat makes your favorite flight 

sim as realistic as it can be without a motion 

simulator! 

OPTIONAL SIDE CONSOLES 

put your favorite joystick controls and mouse at a 

convenient position. Add a keyboard holder and 

you have the perfect setup for both flight 

simulation and office work. 

For a FREE CATALOGUE CALL 
1 ¢ 800 * 8-THUNDER 

ThunderSeat Technologies 
6330 Arizona Circle ¢ Los Angeles, CA 90045 
310 © 410-0022 FAX: 310 © 410-1569 

Whether its the 

the rumble 

Il after- 

lets you 

f realism! 

id cards 



P 
0 
1 
T 
A 
E 
l 
E 

EARTHWORMS 
10 GO 

Earthworm Jim for the Game Gear 

Scene: High 

above the Earth 

in space, a battle 

rages. Far below 

on the ground, a 

battle rages. In 

space, a hero is 

vanquished and 

his mighty 

armor falls to 

the ground. On 

the ground, a 

wily earthworm 

eludes a preda- 
cious crow, only 

to be crushed by 

the hero’s falling 

armor. 
Through sheer wormy luck, the ultra 

high-tech, indestructible, super space 

cybersuit doesn’t take our slimy hero’s 
life. In a turn totally unanticipated by 

the suit’s designers, the ultra high-tech 

space particles of the suit react in a new, 
synergistic way, transmogrifying 

Earthworm Jim to a super Lumbricus 

terrestris, complete with plasma blaster. 

Unfortunately for the little worm, he 

gains a much more malign feathered 

foe: Psy-Crow. Psy-Crow is an alien 

avian on a mission from the evil Queen 

Pulsating, Bloated, Festering, Sweaty, 

Pus-filled, Malformed, Slug-for-a-Butt. 

(We do not take responsibility for names 

given any characters.) He is to retrieve 

the stolen supersuit at all costs. The 

Queen knows that the suit will make her 

even more beautiful than her sister, 

Princess-What’s-Her-Name. Jim over- 

hears and decides he needs to meet this 

princess before Psy-Crow can find him 

and the suit. 

As if Jim didn’t have enough worries, 

there’s a whole crew of bad guys con- 

niving to open the canned worm and 

take his cybersuit. There’s Major 

fii} Electronic Games 

Mucus, Peter Puppy and Bob the 

Goldfish (and #4, his mindless hench- 

cat). They each lust after the suit to use 

it to gain supergalactic dominance. 

Jim starts out in New Junk City, a 

twisted garbagescape guarded by junk- 

yard owner Chuck and his faithful 

attack dog Fifi. 

What the Heck? is Level Two. Evil 

the Cat rules Planet Heck. His is a hell- 

ish domain filled with corporate lawyers 
and elevator music. Level Three is 

Down the Tubes. Here’s where Bob and 
#4 lurk, waiting to get Jim’s suit. Jim 

must fight the drone kitten guards to 

leave this underwater lair. 
Snot a Problem breaks from the side- 

scrolling levels and pits Jim in a 

bungee-jumping contest over a pool of 

mucous, where the goal is to knock the 

enemy (Major Mucus) into the walls. 

Just to keep Jim from concentrating too 

hard on avoiding the walls, Mucus 

Phlegm Brain awaits at the bottom of 

the pool of. snot, hoping Jim gets within 

good striking distance to snatch. 

Level Five is Andy Asteroids. Here 

the player takes a behind-the-worm 

view as Jim barrels down a tunnel, hotly 

pursued by Psy-Crow. Jim must dodge 

asteroids and knock the Crow off his 
rocket backpack. 

For Pete’s Sake is Level Six. Petey 

the dog is constantly mutating into a 

ravenous beast, which makes him an 

unpleasant pet. Jim must console the 

distraught animal (read: avoid getting 

eaten by) while avoiding the meteor 

showers and flying saucers. 

Level Seven is Buttville. This is the 

home stomping grounds of Queen 

Pulsating, etc. Here, Jim will face the 

Queen and her minions. Everywhere 

Jim turns, one of her flunkies is there, 
ready to make diced worm. 

There are pick-up items that make a 

Superworm’s life easier. The Plasma 

Power icon equips Jim’s plasma gun 

with 250 rounds. The Mega Plasma 

power-up is a one-shot that wipes out 

anything it hits. The Suit Power icon 

supplies the vital atomic energy that the 

suit needs to function. Super Suit Power 

completely recharges Jim’s suit. 

Asteroid shields are useful during the 

racing sequences; they protect Jim from 

colliding with asteroids. The Atomic 

Accelerator gives Jim’s sled a quick 

burst of speed. Fuel Pods add fuel to 

the Racing sled, and the Extra Life is 

self-explanatory. 

It’s surprising how big the levels are. 

It’s a testament to the Playmates team 

that the levels seem so large and com- 

pletely non-linear. The player never 

feels herded to any point in the side- 

scrolling arenas. In fact, this is a little 

too successful, as it is easy to get lost 

and wander around the large levels. 

Jim tries awfully hard to be funny, 
and mostly succeeds, though the worst 

jokes are as broad and flat as Kansas. 

There’s much gratuitous mucous, hearti- 

ly salted with snot and phlegm. There’s 

even the occasional sidelong reference 

to vomit. There are many animations for 

each character. Fifi the junkyard dog is 

especially good. The sound is nothing to 

write home about but is not terrible. 

Earthworm Jim is a suitable substi- 

tute for players who’ ve not seen the 

game on any other platform. It’s a fun 

respite, but not the portable game of the 

decade or anything like that. Players 

who don’t expect too much won’t be 

disappointed. €+ (John W. Hardin) 

TECH SPECS 

PUBLISHER: Gametek 

SYSTEM: Game Gear 

Action THEME: 
MEGABITS: 4 
PLAYERS: 1 
LEVELS: 7 



Mario’s Picross (Nintendo/Game Boy) 

With over 250 conundrums to solve, 

puzzle fans will surely want to check 

out the latest brain buster from the Big 

N. Vertical and horizontal numeric clues 

hint at how many squares to scrape 

away in order to reveal the hidden pic- 

ture. Easy Picross offers 5x5 and 10x10 

square puzzles; while Picross contains 

two courses—Kinoko and Star— 

featuring 64 15x15 grids. 
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Picross’ game field, however, even 

for a Game Boy, is ludicrously small, 

and playing it via the Super Game Boy 

adapter doesn’t help. The music is inane 

and will quickly exceed most players’ 

annoyance levels. Picross is entertain- 

ing, but its flaws keep it from reaching 

the heights expected from Nintendo. B- 

(Laurie Yates) 

Legend of Illusion starring Mickey 

Mouse (Sega/Game Gear) 
M-I-C-K-E-Y M-O-U-S-E is F-U-N. 

That heroic rodent returns in Legend of 

Illusion. As temporary monarch, filling 
in for the cowardly King Pete, Mickey 

is stuck with the task of traversing five 

magical lands including The Crystal 

Forest, Sunken Ruins and the Rainbow 

Wastelands, in order to rescue the Tree 

of Life. Along the way, he meets Donald 

Duck and Goofy, ponders puzzles and 

™ 

SexXy Software 
eXXy DISKS™ , 

SeXXcapades™ ... The GAME -— The First Adult 

resolves riddles, but his primary mission 

is the rescue of the Tree, for if he fails, 

the magical Kingdom will meet a fate 

worse than EuroDisney. Enchanting fun 

for all ages. A- (LaShunda Davis) 

Bonkers Wax Up (Sega Club/Game 
Gear) Disney animators maintain 

Bonkers’ animated appeal in his first 

portable platform appearance. Bonkers 

becomes embroiled in Madame 

Who-Said’s plot to capture Toons, wax 

‘em, and display them in her ancient 

Wax Museum when she captures his pal, 

Lucky Piquel. Fortunately, Lucky left a 

trail of breadcrumbs—er, pickles—for 

his rescuer to follow. Regrettably, the 

pickle trail went terribly sour, so 

Bonkers must locate the wayward pick- 

les with relish, lest Lucky contracts a 

fatal case of waxy buildup. 

While the graphics, music and sound 

~{-», @, ¢ 

effects are designed to appeal to the 

younger gaming set, adults will find 

Wax Up a pleasant game, as Disney 

once again works its wonderful magic. 

B+ (Laurie Yates) 

Elite Soccer (Gametek, Game Boy) This 

is a complete, fast-moving soccer sim. 

Players can compete as or against one 

of 35 teams from around the world. 

There are three modes of play; Knock 

Out is a one-off exhibition game among 

any two teams. League play lets the 

player set up a tournament between two 

to eight teams. World Cup simulates the 

most-watched sporting event on the 

planet. Portable footy fans can simulate 

games between other teams, and play in 

matches involving their team. The play- 

er can edit squads and formations, tog- 

gle the sound on and off and alter the 

control setup. 

Some of the non-player controlled 

characters flicker really badly at the 

beginning of rounds, and when things 

get moving too fast it is very difficult to 

follow the ball, which actually seems in 

proportion to the players. Elite Soccer 

is not an arcade game; fouls and injuries 

are fully accounted for. On the whole, 

Elite Soccer is actually pretty good, but 

any soccer game on the market is hard 

pressed to beat FIFA Soccer. Elite 

Soccer doesn’t dethrone that EA title. B- 

(John W. Hardin) 

SexXy CD-ROMS™ 
Software™ 

Game with TRUE SOUND and 256 Color VGA Graphics 
For that evening you won't forget with a loved one or group of very close friends. Fulfill your sexual desires. Find out how your partner would really like to make love. Over 80 Color 
VGA Scenes © Real Voices Guide the Action © Foreplay Option Play with 2-8 Close Friends. SoundBlaster™ supported! VGA and hard disk required - shipped on high density disks. 

PRICE: $ 79 OR $69 WITH PURCHASE OF ANY OTHER PRODUCT SOLD BELOW. 

IG 1 TERESA The House Guest - only the right moves allow you to score with Teresa. 

Price $49 each, 2 for $89, all 3 for $119. 

INTERACTIVE GIRLS CLUB 
CHALLENGING EROTIC INTERACTIVE ADVENTURES! IMPORTED FROM EUROPE! FULL-MOTION VIDEO SCENES 

IG 2 JO GUEST The Milk Round - find the right house on the right day and Jo Guest will be your prize. 
IG 3 VIDA at the Cafe - try to entice Vida to your apartment and pose for ay 

FREE PC Foreplay Bonus Program ($15 value) with any Interactive Girls purchase 

NEW! 1017 Shots — We hove picked 101 of the hottest pictures in 800 X 600 SVGA from our library of over 1 million pictures! 
Only for the truly discriminating collector. Regular Price: $49. SPECIAL INTRODUCTORY PRICE $35. 

Now You Can Have Your Own GIRLFRIEND 
. +. @ sensuous woman living in your computer! 

The first VIRTUAL WOMAN. You can watch her, talk to her, ask her questions and relate with her. Over 100 actual VGA photographs allow yeu to see your girlfriend as ye ask 
her to wear different outfits, and guide her into different sexual activities. An artifical intelligence rogram with « 3000 word vocabulary that GROWS the more you use it. She will 
remember your name, your likes and dislikes. GIRLFRIEND comes with the base software and GAR RIEND LISA. Requires 7-10MB of free space. 
SG3 GIRLFRIEND - Special Introductory Price $69. FREE - Second GIRLFRIEND Just Added. © SG7 GIRLFRIEND TERI - 300+ PICTURES $79 

NEW! SG9 SoundBlaster Voice Kit Price $29. * NEW! SG20 GIRLFRIEND TERI $69 CD-ROM: Includes FREE Voice Kit 
ORIGINAL SeXXy DISKS™ - 6 disk set with movies, pictures, games $32 
ADD $4 S/H @ 3.5" Or FOREIGN ORDERS ADD $2/DISK_* IN PA ADD TAX # MUST STATE AGE OVER 21 YEARS. 

VISA/MC Orders Only: 800-462-SEXY (7399) Ext. 600EG* 24 HRS/7 DAYS 
FAX (215) 997-2571 © Or CK/MO to: Sexy Software, P.O. Box 220., Dept. 600EG, Hatfield, PA 19440 

SUPER CD-ROM SALE 
Aut CD-ROMS: $59 EAcH oR 3 For $149 
SexXXy INTERACTIVES 

SeXXy CD A - ORAL FIXATION — the first INTERACTIVE STILLS CD-ROM - database allows viewing by YOUR grade, category, 
description, date viewed - 1000+ SVGA pictures - not on any other disk. 
SeXXy CD B - PLAN 69 FROM OUTER SPACE — Interactive science fiction sex extravaganza! 2 movies in | - play new 
movie or play enhanced movie with scenes from original Plan 9 From Outer Space - also create unlimited GIFS from movie 
SeXXy CD C - PORNMANIA — 2 CD set - contains 1200 MB of European movies in DOS and Windows - with a fantastic adult 
arcade game containing 4 adult games within the master game - nothing else compares to this disk! 

SeXXy FLIX 
FULL LENGTH DIGITAL MOVIES - FULL SCREEN VIEWING 

SeXXcapades . . . The MOVIE — See incredible uses of a mouse and a joystick in an amateur movie of our SeXXcapades game. 
© KING DONG — Dirtiest dinosaur movie ever made © TOO NAUGHTY TO SAY NO — Harry Reems and Ginger Lynn 
© SEX GAMES — Hacker invades dating service. INCREDIBLE motor oil scene 

NO HARD DISK SPACE REQUIRED - WINDOWS NOT REQUIRED 
™ Sexx y P 

SeXXy CD #1 the premiere adult XXX collection — 650 MB of action with over 2500 VGA pictures, stories, cartoons, games, 
sound files. DARE TO COMPARE! 

SeXXy CD #2 an exclusive collection containing over 1000 Super VGA pictures (1024 x 768 x 256) and over 300 MB of true 24 
bit color The women and the quality are stunning 

SeXXy CD #3 another collection of over 650 MB of the hottest pictures available. Over 3,000 VGA pictures, movies and utilities. 
MENU DRIVEN VIEWING - NO DUPLICATION 

& MATCH CD-ROMS 
ASIAN LADIES 1 & 2, SAMURAI PERVERT, BUSTY BABES 2 & 3, VIRTUAL VIXENS 1 & 2,NIGHTWATCH 1 & 2, SEYMOUR BUTTS 1 & 2, 

DREAM MACHINE, NEURODANCER, HOT PIX 3,4, 5, DANISH FANTASIES, EROTIC ENCOUNTERS 1 & 2, ANIMATION FANTASIES 
$19 CD-ROM BLOWOUT « CALL FOR TITLES 

tle... $1.50 SHAREWARE SPECTACULAR ¢ FREE CATALOG * 600+ PROGRAMS 
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[EAR THE FINER 
THINGS iff LIFE 
A Passion For Art re-creates a historic 

gallery with a virtual tour 

In 1925, Dr. Albert Barnes opened the 

Barnes Foundation Museum. But critics 

were less than kind; they called the 

post-impressionist paintings bizarre 

and obscene. 

Dr. Barnes responded with character- 

istic independence. Furious at the crit- 

ics, he closed the museum, hiding from 

the world his magnificent collection of 

paintings. Since that time, only a few 

students and friends have been 

permitted inside. 

The loss to art lovers was profound. 

Hundreds of masterpieces were veiled 

from view. The wonderful museum has 

remained closed for over 70 years. 

A Passion for Art opens those long- 

sealed doors and takes us inside. What a 

trip it is! The two floors and 23 rooms 

are open to the computing public, in a 
virtual museum visit. 

The dramatic story of the museum’s 

past is narrated, with accompanying 

news clips, before the tour begins. 

Commentary is provided by some of the 

most noted art curators of our time, all 

enthusiastic about the historic event this 

CD represents. 

And, this 7s an important event. It sig- 

nals a new era of art appreciation, when 

armchair tours will explore the wonders 

of the world’s great museums. 

The Barnes collection is imposing; 

there are over 350 paintings, including 

dozens by Matisse, Cezanne, Renoir, 

Flectronic Games 

Picasso ... The index of paintings reads 

like a Who’s Who of the post-impres- 

sionistic art world. 

The interface to tour this virtual 

museum is the slickest, most intuitive 

ever used on encyclopedia programs. A 

row of buttons down the left side of the 

screen guide the trip. Tours are narrated 

by top authorities in the art world. 

Gallery provides a freeform stroll 

through the rooms at the user’s own 

pace. Paintings presents all the works by 

a particular artist. 

Timeline graphically illustrates the 

artists’ works and other events, so the 

user can understand how it integrates 

into world history. The Slide Show 

function lets the computerist put togeth- 

er a set of favorite paintings to view in 

Room 2 North Wall 
Paul Cezanne 

Madame Cezanne 

wall produces a full-screen view. (Grey 

paintings are, alas, only wallpaper, and 

can’t be seen. This is the only flaw in an 

otherwise ideal program.) 

Even exploring the index is fun; mov- 

ing the cursor down the list of paintings 

produces postage stamp-sized, full-color 

pictures. Then a click blows the painting 

to full size, ready for examination, with 

all its back-up information available. 

This is an all-family program. It’s 

easy enough for any child, yet the depth 

of information will keep older comput- 

erists coming back again and again, to 

study the paintings and the artists who 

created them. 

The Barnes Foundation is an awe- 

some collection of art. The stupidity 

that caused it to be locked away stole 

4 Left Right > | 

sequence or in an endless loop. Index 

lists all the paintings. Archives contains 

documents about the museum’s acquisi- 

tions, with receipts, canceled checks and 

correspondence that bring to life the 
process of founding a great museum. 

A zoom feature lets art lovers exam- 

ine detail. Clickables lead to biogra- 

phies, portfolios or facts about the spe- 

cific painting. A map shows which room 

the viewer is in, and a click on any other 

room transports the point of view. 

A click on a color painting on the 

something very precious. A Passion for 

Art gives it back in a wonderful, attain- 

able, affordable format. The art belongs 

to the world, and it has finally reached 

the audience it deserves. 

This program should be in the collec- 

tion of every family. This is the kind of 

quality experience that makes home 

computers worthwhile. 

Perfect may seem an unusual word 

when dealing with computer software, 

but this comes as close as any program 

to date. A+ (Joyce Worley) 



Experience 

the Magic. 

Live the 

Adventure. 
\ 4 

ong ago, in a Land of Five Kingdoms, the from musicians who are best known for their song 
amulet known as The Hand was shat- arrangements written for Walt Disney Feature 
tered into five pieces and hidden through- Animation; it’s an incredible experience for the 
out the Far Reaches. Dark magic spread entire family. 
and the evil wizard 

Torlok began his reign of terror 
and suffering. 

e Different story line each time you play. 

© Over 57,000 hand-painted 
animation cels are captured 

in full-motion video making 
this a stunning visual journey. 

Now, the fate of the Five 
Kingdoms rests on Lathan, the 
last of the Argent Kings. Help 
him fulfill ancient prophecy as 
you set out on an interactive 
adventure like nothing before. 

_}  ® Professional voice actors 
/ bring the story to life. 

¢ Simple point and click controls, 
with multiple difficulty levels 

_ make play equally thrilling for 
players of all levels. 

From the creator of Dragon’s Lair™ 
comes an all new fantasy adventure. 
With epic animation and a lush score 

P ™ See your local retailer, 
© 1994 Interplay Productions and Virtual Image Productions. The 3DO Compatibility Symbol or call (714) 553-6678 
and 3DO are trademarks of The 3DO Company. Dragon’s Lair is a trademark of Starcom. 

All other trademarks are properties of Interplay Productions. All Rights Reserved. 

*Coming soon to the 3DO Entertainment System and CD-ROM for Macintosh. 
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into the computer revolution that 
the entire educational process is 
about to be turned over to electronic 

tutors. In fact, teachers are a long 

way from being obsoleted, even in 
schools with fat budgets. Most edu- 
cators are agreed, however, that 
computer-aided education is an 

much hope. 
~ Unfortunately, there simply i is not 
enough equipment available for it to” 
oes a major factor for most kids. 
Although the majority of schools" 

F Sie multimedia technology : avail- 

able, most of i it is aie in adminis- 
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It might seem to anyone plugged 

effective teaching method that holds 

JFK Assassination (By Medio for Mac 
CD; Ages 12-Adult) This brings together 

facts about the Kennedy murder with 

backgrounders on everyone involved in 

the bitter drama. QuickTime movies 

shot by spectators, animations that 

examine the scene (and the bullet route) 

from every angle, testimony and mas- 

sive amounts of data compiled since that 

date explore the theories, conspiracies 

and possibilities. It also includes the 

reports and conclusions of other investi- 

gations. Hot spots link the threads to 

form an involving exploration for any- 

one who’s trying to find an answer to 

one of our society’s saddest mysteries. & 

(Joyce Worley) 

The Oregon Trail il (By MECC for PC 
CD and Mac CD; Ages 8-14) The great- 

est of the American migrations is revis- 

ited in the latest rev of a classic learning 

game. It now has lots more player 

choices, improved interactivity and 

some additional frills. Even the on-line 

data banks are deeper, and more attrac- 

tively presented. Variations make it 

replayable, and the learning content is 

enhanced by the outstanding educational 

movie packed with the CD. Needs lots 

of memory to run properly, and it’s a 

bear to install, but there’s no better way 

to learn about the great trails that led to 

Oregon, California and Salt Lake City. 

B+ (Joyce Worley) 

Write with Me (Word Perfect/Windows 

CD; Ages: 4-10) This activity-based 

program introduces youngsters to early 
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word-processing skills and concepts. In 

addition to wp basics—cut, paste, save, 

scroll, fonts, etc.—children learn letter, 

word and space recognition, how words 

and sentences sound when read aloud, 

print direction and punctuation symbols. 

Children can create an ABC Book, Me! 

By Me! Book (an autobiography tem- 

plate) or work with Sign Studio, Card 

Maker, Things to Do (a selection of 

templates from letters to book reports) 

and a free-format word processor. Other 

features include a setup menu for par- 

ents and a lock-out mode for parental 

files. A- (Laurie Yates) 

The Animals! 2.0 (Mindscape/Mac CD; 

Ages 5-Adult) A zoo excursion is always 

popular with children, and Mindscape 

has revamped its popular San Diego 

Zoo-based package to reflect the 

changes that venerable institution is 

undertaking. The bioclimatic zones 

introduce children to the importance of 

ecological balance among flora, fauna 

and humans. There are also tours of dif- 

ferent areas, a nursery of baby animals, 

peeks at the behind-the-scenes activities 

of the zoo and much more. Graphics and 

sound effects are well rendered, generat- 

ing the best-ever virtual visit to a state- 

of-the-art zoo. While there is no tradi- 

tional educational reinforcement, The 

Animals! 2.0 is a good investment for 

anyone. B+ (Laurie Yates) 

The Civil War (Aims/Philips CD-i; Ages 
Jr High-Adult) The American Civil War 

goes interactive. TCW is a two-disc 

product with questions and text for stu- 

dents to ponder, supplemented by 18 

video segments. Many of these clips, 

however, are shockingly inappropriate, 

especially those taken from D. W. 

Griffith’s racist silent film Birth of a 

Nation, while others are simply ludi- 
crous. The bland, documentary-style pre- 

sentation is a better cure for insomnia 

than C-Span. The reinforcement quizzes 

pose 20 questions. If the response is 

incorrect, the program replays a video 

segment as a form of edu-punishment. 

The topper: The title of one disc actually 

misspells “Secedes.” On this product, 

Aims definitely misses. O- (Laurie Yates) 

Rand Mchally’s Children’s Atlas of 

World Wildlife (Gametek/Hybrid CD; 

Ages 5-Adult) This multimedia product 

allows children to check out animals in 

their natural habitats. The narration in- 

cludes the complete text of Rand Mc- 

Nally’s Atlas of World Wildlife, accom- 

panied by over 60 video clips, 200 pho- 

tos and 30 sounds. Graphics and sound 

are first-rate, complementing the textual 

data. Games range from basic animal 

identification to analysis via habitat. 

Children can assemble jigsaw puzzles, 

participate in a matching card game and 

identify animal habitats on a map. 

CAWW addresses several current 

educational concerns (geographic and 

animal ignorance) in a highly entertain- 

ing package. B+ (Laurie Yates) 



Serious gamers need a serious magazine 

like ELECTRONIC GAMES! 

No one beats Electronic Games' coverage 

of every platform from portables to coin-ops. 

ELECTRONIC GAMES‘ critics rely on years of 

playing experience and hands-on game design 

credentials to analyze the latest cartridges 

and disks and put them in the right 

perspective. 

ELECTRONIC GAMES has all the headlines, 

new releases, plus much, much more! Every 

issue is packed with inside stories and 

insights that take you to new realms of elec- 

tronic gaming! It's the only place you'll find 

entertainment superstars and industry insiders 

sharing their unique viewpoints while deliver- 

ing the news and reviews that tell it like it is! 
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few months back at the Las 

Vegas CES show I ran across a 

booth that I hadn’t planned to 

stop at. The booth just happened 

to be in an out-of-the-way place 

that I passed on my way somewhere else. 

The display was from Franklin Electronic 

Publishers. You know these guys. They’ re 

the ones who put out all those little calcula- 

tor-sized electronic dictionaries and English- 

to-whatever “language masters.” 

The main portion of their floor area was 

taken up by an interesting product line they 

call the Bookman. Bookman is a lot like 

their other products—similar display, a full 

(but very small) keyboard—but with a twist. 

If you buy one of Franklin’s older dictionar- 

ies, what you get is a dictionary. The 

Bookman accepts cartridges, and the booth 

display already showed off a few dozen 

titles that are in the works. Each Bookman 

also comes configured for a specific book. 

For instance, all the available titles are sold 

either in cartridge form or in already loaded 

Bookman form. So, you can get either the 

Baseball Encyclopedia Bookman or just its 

cartridge to add to say, the Parent’s 

Emergency Medical Guide Bookman. 

Their library of titles and the technology 

behind the Bookman is actually very 

impressive. People will often question how, 

This month is a really strong month for 

sequels. X-COM: Terror From the 

Deep is out and I couldn’t be more 

pleased. It’s even more enjoyable than 

the original X-COM and is rather solid 

for a 1.0 version. It’s sure to suck the life 

out of you. 

Activision seems to be back in full 

swing these days. Pitfall: The Mayan 

Adventure for Sega CD is possibly the 

best title on that system. The sound alone 

is almost worth the price. I can’t wait to 

see the 32X version. 

Also from Activision is a sequel I’ ve 

106 Electronic Games 

i q 

All But the Portable Kitche 
say, the Bookman Movie Views product can 

compete against Microsoft’s Cinemania. 

The key point here is portability. You can’t 

take Cinemania to Blockbuster with you. 
However, I’m not sure how many people 

will be interested in such a product line as it 

is. Franklin seems to have the right idea but 

I’m just not sure they have the right imple- 

mentation. One of their problems is display 

space. The Bookman basically is limited to 

3-5 lines of text on the screen at one time. 

They’re still moving forward with the tech- 

nology and have great ideas for the future. 

The computer industry has its own form 

of this technology in the Personal Digital 

Assistant (PDA) but they’re not getting any- 

where fast either. The most popular porta- 

bles I’m aware of are those in our own 

industry. Nintendo, Sega and Atari have sold 

more of their portable game machines than 

all PDAs combined. If Sega goes forward 

with the Venus, which is supposed to be a 

fully portable Genesis, then I’m sure they’ll 

be far more popular. 

So I started wondering why we couldn’t 

meld the thinking behind Bookman with a 

Sega Game Gear, for example. Nintendo 

tried to sell a few non-gaming titles for the 

Game Boy and failed, but I'll bet that had 

more to do with the Game Boy’s lack of a 

keyboard interface than anything else. No 

Honor Roll 
waited some time for, Shanghai: Great 
Moments for PC-CD. If you are into 

strategy games, this is one that’s bound to 
please you. 

Sega recently released a slew of games 

from the sports group. Among them is the 

sequel to their Wimbledon tennis game, 
ATP Tour Championship Tennis. It’s a 

strong, two-player tennis game, and one 

of the first that isn’t a breeze in One-play- 

er Mode. They even let you tune the 

speed of the computer to match your level 

of play. It’s about time someone thought 

of that feature. 

ink 

one likes alphabet pointing schemes. 

Why couldn’t we get a Game Gear that 

had a small keyboard interface like the 

Bookman? The Bookman would benefit 

greatly from the larger full-color display, 

and the Game Gear would benefit from the 

improved interface and potential library of 

new educational and productive cartridges. 

Surely a system like this could be produced 

and still remain attractively priced. I see no 

reason why they couldn’t have these selling 

on the street for under $150. A few people 

have asked me why kids would care about 

such a system but I think they are missing 

the whole point. 

I’ve consulted with hundreds of parents 

who are always overly concerned about their 

kids playing games on the $3,000 computer 

they plan to buy. I always tell them the same 

thing: Don’t sweat it. Let ‘em play all the 

games they want. Invariably a few months 

after they get started they begin to feel more 

comfortable with the computer and start 

to realize the other possibilities, like more 

polished term papers, etc. 

The same thing could be true for this new 

type of portable device. So, what if you got 

it for your kids for Christmas because they 

wanted to play games in the car? Sooner or 

later they'll realize that they can benefit 

from some of the other selections out there. 

And, now it could be much more of a family 

device. You and I could use it to balance our 

checkbooks, search for specific movies or 

look up a favorite recipe. I might even have 

to keep one in the bathroom to replace the 

near-library amount of printed material we 

keep in there. 

Imagine what can also become of this 

same device as cellular and satellite tech- 

nologies mature. You'll also be able to use it 

to get up-to-the-minute news, sports scores, 

stock quotes and more. With the way Global 

Positioning Systems (GPS) are advancing, 

you'd also be able to take it with you in the 

car and never get lost again. 

Heck, we might even sneak away from 

the kids and play the latest Sonic incarna- 

tion, but I won’t tell anyone if you won’t. 

by Rich Heimlich 
Rich Heimlich is a bi-pedal carbon and 

water-based life form 
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interactive Pictures 

(20432 CORISCO STREET, 

CHATSWORTH 

CA 91311 -USA 

PPHONE : (818) 709 - 3692 

FAX : (818) 709 - 6537 
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et ready for a new kind of 

C sireacive experience. Nadia, Jane, 

Lucy, Michael and Max would like 

to try and beat you at poker, but not just 

any kind of poker. They want you to play 

strip poker. Play one-on-one with any one 

of them, but you'll have to stay on your toes if you don’t want to 

finish the night in your boxer shorts. On the other hand, if you 

manage to beat your opponent, you will be in for quite a surprise. 

The thrill of victory becomes even more tantalizing as the game 

progresses. 

Strip Poker integrates challenging poker 

gameplay with stimulating graphics and 

full motion video for an enticing, 

original interactive experience. 

Strip Poker is available for 

both the Mac and PC 

on CD ROM. 

©1995 

Interactive Pictures 
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UP TO 6 CDs FOR 
ONLY $129 

We will beat any price in this publication 
... call for 3DO or CDi titles. 

N 

LEEADY counts as 2) 
Total Fantasy 
Giffy Gold, 1, 2 
Keyhole Fantasies 
Pixels of Passion 1, 2, 3 
Danish Fantasies 
High Class Fantasies 1, 2, 3 
Combined Fantasies 
FAO ORIGINAL (3 DISC) 
FAO GOLD (3 DISC) 
2 THE MAXX T&A (6 DISC) 
(Counts as 4) 

FAO 6 PACK (6 DISC) 
(Counts as 4) 

ACTIVE (Counts as 2) 
Immoral Combat (NEW RELEASE) 
Pleasure Zones 
Hot Slots 
Superstars of Japanese P*rn 
Velvet Dreams 
Nightwatch 2 
Dirty Debutantes 
Tabloid Beauties 
Texas Table Dance 
Maddams Family 
Virgins 1, 2 
Mind Teazzer 
Samurai Pervert 
Tokyo Nightlife Interactive 
Scissors & Stones (MAC/PC) 
See Some 3 Some 
Peepshow 
Spy Club Interactive 
Vampire's Kiss 
Dream Machine 
Seymore B’tts 1, 2 
Penthouse Photo Shoot 1, 2 or 3 
(Each counts as 4) 

Men In Motion 
The Adv. Of Snatchman 
Club Cyberlesque 
Wander Lust 
Sorority House 
Virtual Vegas 

ded S033 
Wicked Photo CD 
Mark of Zara Photo CD 
Cat & Mouse Photo CD (PC) 
Hooter Heaven Photo CD 
Heidi's Girls X Volume 
Double Play 1, 2 
Adult Palate 2 
American Girls 1, 2 
Asian Palate 
High Volume Nudes 
Elite European Models 1, 2 
Elite American Models 1, 2 
European Erotic (3 DISC Set) 
Blonde Bombshells 
Cover Girls 
Garo Collection (Japanese) 

1-800 6161CMS 
Fax Order Line ¢ 805 495-3644 

int'l Order Line ¢ 805-373-6945 

Must Be 21 Years Old 

FREE CD ADULT SAMPLER 
With Purchase! 

CD-ROM 
MULTIMEDIA & SPECIALTIES 
1336 Moorpark Road, Suite 200 

Thousand Oaks, CA 91360 

E-MAIL: cdmulti@aol.com 

Dealer Inquiries Welcome 

SHIPPING INFORMATION 
- 2nd Day - $7.25 + Next Day - $16.25 

* Foreign Orders - $ Call 
No C.O.D.s All Sales Final, Checks O.K. 

MULES 
Screen Candy Screensaver (PC) 
Hidden Obsessions 
After Midnight Screensaver (PC) 
The Other Side Of Chelsea 
S*x And Money 
Parlor Games 
Beverly Hills 90269 
The Fisherman's Wife 
Oriental Action 
Girls Will Be Boys 
House Of Sleeping Beauties 
B*ttmans European Vacation 
Hustler Honey Centerfolds 
The Erotic Eighties 
Blonde Justice 
Girls Doin' Girls 1, 2 
Swap 2 
Intimate Journey 
New Lovers 
Geranalmo 
Blondage 
True Legends Of Modern Era 
A P*ssy Called Wanda 
Legends Of P*rn 1, 2 
New Wave H**kers 1, 2 
Night Trips 2 
Traci | Love You 
Private: Lady In Spain 
Private: Video Magazine 
Model Wife 
PutltInGere_ . 
Super Cyber S*x 
Blonde Bombshells 
The Adventures Of Mikki Finn 

(2 Disc Set) 
Adult Superstars 1 
Barlow Affairs 
Inferno 
Baby's Got B*tt 
Wild Innocence 
Last Girl Scout 
Night Creatures 
Lethal Passion 
101 S*x Positions 1, 2 
Voices In My Bed 

L i 
Join Our BBS ¢ 805 373-2965 



ddly enough, no one had ever 

asked me the question before. 

“Did you hear me?” they said. 

“Has anybody ever created the 

perfect electronic game?” 

Knee-jerk logic demanded a stern, “Of 

course not!” but from the first instant, I had 

a candidate in my mind. 

“There have been quite a few great 

games,” I began. “Revolutionary games. 

Brilliant games. But perfect? Pong, for all 

its simple brilliance, offered insufficient 

variation and fell quickly out of favor when 

faced with higher-tech competition. Zork is, 

at its heart, a word-guessing game, while 

Space Invaders and Pac-Man both fall 

prey to patterns, and patterns kill spontane- 

ity. The Toejam & Earl and Lemmings 

games both have loyal cult followings, but 

they don’t possess the universal gestalt 

required for perfection. Street Fighter II 

and its countless imitators compel the users 

to spend hours mastering trick moves.” 

“So there is no perfect game?” 

Once again, I considered my candidate. 

“There is one game,” I offered, “but I’m not 

certain it meets all the qualifications.” 

“Well spit it out,” came the response. 

“They’ve got to get the EG logo on this 

page, you know.” 

“Okay, I think there may be one perfect 

electronic game after all. Tetris.” 

“Tetris?! Perfect?” my muse sputtered, 

after a pause of astonishment. “With those 

graphics? You’ ve got to be kidding.” 

“No,” I decided, “I’m not kidding. In fact, 

the simple graphics are part of its perfection; 

they work just as well on a Game Boy as 

they will on an Ultra 64. Tetris is also 

equally successful as a computer and video 

game; it is an almost hypnotic delight when 

played solitaire, and a true competitive chal- 

lenge when contested with other humans. 

“Then consider its essence; Tetris could 

not exist in any other format but an electron- 

ic one. It could not be played as a mechani- 

cal game; it could not be played on a board, 

or through the use of dice and probabilities. 

It functions only within the context of 

electronic gaming. 

“Tetris offers not only a joyous interpre- 

tation of mathematics, but actually seems to 

fulfill some basic human need.” 

“Dude,” I was informed. “You’ve been 

Tetrisized.” 

“You’re right,” I admitted. “When the 

Game Boy first came out, I played the game 

112  Hlectronic Games 

~ Tue Perrect GAME 
everywhere. I began to dream about it. I 

would see these massive New York City 

construction sites, with beams being slotted 

into place, and I realized they were simply 

another form of Tetrisia.” 

““Tetrisia?!’ Man, I was tracking you 

there for a while, but you are over the edge 

now. And what’s this about Tetris fulfilling 

a ‘basic human need?’ What’s that bushwah, 

Brother Kunkel?” 

“Tt’s not bushwah!” I insisted. “It’s trae— 

there is something about us as a species that 

finds a contentment, a satisfaction in making 

things fit together. That’s why people do jig- 

saw puzzles; we love to neatly fill in spaces. 

“But what ultimately makes Tetris so per- 

fect is the fact that it is so humble; its mini- 

malist appearance defines its idealized sim- 

plicity. People even reveal things about 

themselves by the way they play,” I 

declared. “It’s sort of like handwriting 

analysis. For example, some people compul- 

sively fill up every level, while others build 

great structures that await the arrival of a 

single piece to complete them.” 

“Could be,” my muse decided. “I mean, I 

like the game myself, and a lot of what you 

say actually makes a minimal amount of 

sense. But what if you’re wrong? What if 

it’s Klax they’re playing in 20 years?” 

I smiled understandingly. “Man, they 

aren’t playing Klax today. And it’s an excel- 

lent game. But when your option is a good 

game or a perfect game. ... Well, let’s just 

say that that’s why people still play Pac- 

Man but you don’t find a lot of Pepper IIs 

filling arcade floorspace.” 

My muse seemed uncertain. “It is a good 

game, I wouldn’t deny that, but perfect?” 

“Tt wins by default because it has no 

flaws. There is nothing wrong with the 

game. It is infinitely replayable. It is impos- 

sible to ‘conquer,’ unlike these pumped-up 

platform games with their cliched collection 

of three dozen steroid-jacking, progressively 

mightier bosses to keep the players coming 

back until they ultimately discover the boss’ 

Achilles’ heel—or pick up the strategy from 

a book or magazine. 

“Tetris, on the other hand, is perfect. It is 

the idealized incarnation of geometric per- 

fection overlaid with a dynamic process that 

produces true closure. There will always be 

Tetris; it rules.” 

My muse just shrugged. 

by Bill Kunkel 
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Hey, every baseball game says 
they're the best. That's no big deal. 

But only one baseball game has 
The Sporting News say it. 

That, sports fans, is a big deal! 
Hudson Soft and The Sporting News 

have teamed up fo bring you the first 
4- player baseball game; the first game 
that lets you play day games or night 
games, in a ballpark with grass or under 
adome (there’s even a fantasy field to 
choose); the first and only game where 
you can draft and field actual big 
league players, legends from the past 

or insert players you make up. You can 
even name yourself as a starter. There’s 
also a Homerun derby, an All-Star game, 
and a battery back- up that lets you 
watch or play a 162 game pennant race. 

The Sporting News BASEBALL from 

Looks, feels, plays, and gets sports 
page coverage like the real thing. 

HUDSON GROUP 

HUDSON SOFT 

MtUP IN Yau 
is Neek, , , 

IF YOU BEAT’EM 
BAD ENOUGH 
ITJUST MAY BE 
GOOD ENOUGH 
FOR THE 
SPORTING NEWS! 

Videotape the final 
score screen from 

your best game 
and send it to: 

Hudson Soft 
400 Oyster Point Blvd. 
Suite #514 

South San Francisco, 
CA 94080-1921 

fel LS i: 

THE ONLY BASEBALL VIDEO GAME SO DARNED AUTHENTIC, THE 
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H Clark could find themselves traveling to 
teams in the coming weeks. 

tiplayer offer for Tapani and his sizable 
Bry would catch the penny-pinching 
ins’ attention. And although Minnesota 

Likely wouldn't deal him now, don’t be sur- 
ed to see reliever Rick Aguilera become 
lable down the road. 

dE RST Now, don’t get the idea that pitching is the 
A ~ | only need of clubs. Plenty of teams have plen- 

ola of the Red Sox. Harris’ abil- | ty of other holes. For example, Boston needs 
and relieve could make him a vi- | a right fielder, Seattle could use a catcher, 

Toronto is uncertain about left field, Cincin- 
; nati is unsure about third base, Houston has a 
Zelf to be healthy during spring training, | hole in right, the Mets have holes virtually 

4 Red Sox would be happy to talk about un- | everywhere and onit goes. 
bading his big salary. But pitching is where most everyone needs 
An intriguing possibility could be Min- | help. So rest assured, when you hear a trade 

nesota’s Kevin Tapani. Though the Twins | rumor this spring, you'll be certain to find a 
are scrambling to fill out their rotation, a! pitcher's name in the sentence. 
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heir disposal, the public- 
élations and economic im- Bob and Nick Sproul of Moraga,California 

pact of such a move would be | teamed up to manage Atlanta to an 18-3 wipe- 
so obviously disastrous as to | out of New York last Wednesday In a night game 

¥ 
one of those take-no-prisoners defeats before 
maybe a dozen foamin’ fans from around the 
neighborhood, 

@ tS presentation. 

fever, the real deal- 
fashioned an agreement that 

render it, in many baseball | under the dome at 4 Dickenson Drive. Sproul-skippered Atlanta was scheduled to Eas people's minds, largely inop- A 633 foot monster crush Into the left cen- take thelr power line-up against the Donelll “5 Ze erable. terfield upper deck by Hank Aaron capped off a twins’ Philadelphia team tomorow in another BAe That’s why this process | 10-run 9th, dealing New York (field managed by crucial game of SPORTING NEWS BASEBALL from Z a . promises to be lengthy. And | Mike “Goat Boy”Krouse and his buddy DanMarr) Hudson Soft. 
a £. it would not surprise many of Stay Tuned. 2 2m solidarity and | the participants if the two 
ys faracterizations of | sides this year eventually 

would keep the status basi- 
cally status quo and call for a 
longer joint study on ways to 

ang will be a very slow 
4d largely private process, 
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WHAT DO DEION SANDERS AND 
WORLD SERIES, BASEBALL °95 
HAVE IN COMMON... 

PEL 
THEY'REBOTHINA eek 

sen UE Or Tie ON 

The Reds’ Deion Sanders steps up Albert Belle of the Indians rips a 
to face the Braves’ Greg Maddux! shot off the Orioles’ Mike Mussina! 

With 24 megs, World Series Baseball '95 gives you the power to step up to the plate against 
all 28 Major League teams. And 700 Major League Players. Real players, like McGriff, Canseco, 
Bonds, Key, Williams and Bagwell, You and your friends can play against each other in 
Multi-player leagues. Draft and trade players, Track stats for individuals, teams and league 
leaders, And play your way through League, All-Star, Playoffs and World Series action. 

“THE BEST JUST GOT BETTER ... WORLD SERIES BASEBALL '95 HAS ITAL." bave Winding, Game Fan Magazine! 
Sega, Genesis, Game Goer, 42 and Sega Sports ae trademarks of SEGA. The World Series 

> a a 
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symbols and indicia are trademarks of Sega ot America, lnc. (01995 SEGA. All rights served 



This magazine was scanned by Vanamo Media 

This is a not-for-profit scan meant to preserve video gaming 
history. Magazines run a serious risk of being lost to time, 
so please share and host this scan. 

m Visit retromags.com for classic gaming 
magazine indexes, listings and downloads. 

Visit archive.org/details/gamemagazines 
for classic game magazine downloads. 

For a public domain archive of 
gaming hardware photos, visit the 
Vanamo Online Game Museum at: 

commons.wikimedia.org/wiki/User:Evan-Amos/ The vad 
Online GameJMuseum 
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