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Super-Mario World 2
|

Mario’s back in his biggest adventure yet.

Four years in the birthing,

and now this bambino

comes kicking and screaming into the world of

Morphmation graphics. A Nintendo brainchild that allows
the characters and back-
grounds to ripple, rubberize and
react Like nothing you've ever seen
('‘cept maybe that nasty gelatin salad

your mom puts out for company).

But there's more than eye-popping

Egg fights, screaming babies
vicious attacks—it's Llike
day care from hell.

P Do not adjust your
television. These graphics
are supposed to be wavy.

visuals to drool over. There's over



60 levels packed with all-new

surprises. Huge expanding bosses.

And Yoshi — a coLd—blooded»‘baby

sitter who spits fire and Launches
) » This Llittle sucker doesn't
his butt. He even just scroll Lleft to right.
He goes all over the place

into a heLicopter‘... (and we don't mean Number Two).

Kicking, shrieking,
crying, tantrums...and
that's just the guys who

bought new systems.

try that with your average lizard. And if that doesn't pacify you,

there are over 130 diff t types of enemies.

So, you may wanna put on a fresh diaper.
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SUPER NINTENDD




IN TODAY'S WAR BE
IT APPEARS ONE SIDE HAS




TWEEN 32-BIT SYSTEMS,
GAINED AN UNFAIR ADVANTAGE.

TEKKEN




Locus is about speed. It's about action on

the floor. Action on the walls...on the ceiling.
Non-stop action everywhere you turn. It’s
about bashing your opponent to get the ball...
and not getting creamed in the process. It's
simple. Move. Crush. Score. Do it again and
again. Until you are victorious and ready

for the next challenge...the next arena...

your next chance to become LOCUS.

DIIDI

For MS-Dos®, Windows®95, and MacOS™. To get the game:
available at your local software retailer or call 1.800.610 GTIS. You can contact
6T at: http://www.GTINTERACTIVE.COM To download the demo:

INERIAVMNAZ 0 b ¢ XECim

© 1995 Zombie™ LLC. Al rights reserved. Produced and developed by Zombie™ LLC. Distributed
by GT™ Interactive Software Corp. Locus™ is a proprietary trademark of Zombie LLC. Zombie™
and the Zombie logo™ are trademarks of Zombie LLC. GT™ and the GT logo™ are trademarks
of GT Interactive Software Corp. All other trademarks are property of their respective companies.
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LEOPPCE LUCAS
EXCLUSIVE
INTEPVIEIH]

So you say you saw Star
Wars 64 times. Well | saw
it 98 times! Mr. Lucas
discusses the release of
the trilogy box set along
with his plans for the
next generation of Star
Wars movies...

GEY IN THE GAME

All you ever wanted to know
about interactive sports but :
were afraid to ask... : g aneel

T B

v
@ THE REACTOR

Authors online and the :
women they keep... Y

o

THE NET

Hey man nice shot! We

have the top 10 sports :

web sites for you and i

i
€ rusioncom “ your gooy friends...

What’s with Steve? Mr. Race
jumps ship again...Online lawyers...
The old ins and outs...Confusion

“The light at the end of the tunnel is a train” o



need to start enjoying life again.

For a slightly bolder, tangier Fusion, saute in a white wine sauce along with a half cup of chopped scallops,
mushrooms and mild peppers for seven minutes, lower heat, cover pan and simmer until pages are soft—serve.

TR

his soul.

FALLOUT
Reader Feedback...Useful

. COMPUTER FUN Data...Refills On
. Let the robots do the dirty work in : Soda...Opinion Columns by
Mechwarrior II...Thunderscape... : Rich Heimlich and Bill

BattleBeast...Papperazzi... Kunkel...

fish he just caught. B) Modeling outdoor
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P Welcome to another
(adjective)
issue of FUSION. Our
(adjective)
readers have spoken, and they
have spoken . The
(adverb)
response is quite s
(exclamation)
in fact.
Over 99 percent of
(species of spotted owl)
explained at their
(national park)
belief in the of issue
(noun)
two. On the other hand, many
others were

(expletive or Q-bert quote)

with our Bill Gates/
(adjective)
Godzilla cover, citing its
(adjective)
tone to be overly 5
(Buddhist Pillar of Truth)
Many agree though that Microsoft
can the .
(verb) (noun)
Our newly revised
(torture device)
Culture Shock section was
another for readers.
(scream of agony)
The reviews of music, video,
infotainment and game reviews
altogether were largely

(synonym for large)

Now hold on a moment. Have
you found this editorial suddenly
turning “racy”? Have some of the
words you've mentally entered
into it bordered on...obscene?

With all the concern these days
over what is and isn’t appropriate
to post over the Internet (see the
update on the Exon Amendment
on p. 18), we just thought it
might be interesting to point out
that in “real life” most people
relate to each other in more
saucy terms...as well as in their
innermost thoughts.

Be careful out there.

-The Management

do with the enjoyment.m

-~

the audience has and: * ‘.
how much they like the
movie."”

¥

—George Lucas
{10
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Our Sour cream wouldn't be so rich if we weren't 5o dagnding.” —Breakstonc’s
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Do you want to play against the pros?
Or he one? 14 have had their real
swings digitized into the game.
Alldumg'l-

don't count on too many w Ses.

They are, alter all, PGA TOUR pros.

;lu.ne'llh and weaknesses.

When you play the PGATOUR
vou've got to play the championship
courses. The real ones. With even

more courses d\’.nlal)lt to add to your

luum.muul r
vou're playing from the blue tees.

Since there’s no caddie, “Picture in

ou see Ilul(‘ fly I“\ watch

2 ‘\ml you ([nn t ]mu to

pers

ta percentage o your camnir
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Tee off soon
on 3DO",
Sony PlayStation’]

and PC-CD.

Your skill on the new waggle feature
determines how .\'()u']l hit the ball.
Fat. Thin. Or dead solid perfect. And
with the Target Arc System you can
visualizp your shot and control ball

Your choice. Tournament play? Match?
Stroke? Shootout? Or nmy])c Skins?
There are even more pros to compete
against no matter what you play. But
first ask yoursell, are you really ready

to take on the PGA TOUR?

GA TOUR

hnp://‘v;/ww,e‘a corrlv/easp‘orts.html

spin before you swing.



Go, Speed Racer, Go

ALL THE NEWS THAT
WE SEE FIT TO PRINT

Steve Race leaves Sony in the dust. Heads Holobyte.

o long Sony! Steve
Race, 45, the erst-
while president of
Sony Computer
Entertainment of
America (SCEA),
resigned from his
company post on
Aug. 6, explaining, in opaque
words, that he was ready to
move on. Caught with their
pants down, Sony executives
weren’t more than a month
away from the much-hyped
American release of the
PlayStation, of which Race was
responsible, and hurriedly
named Martin Homlish as act-
ing president of SCEA.

On Aug. 7, Olaf Olaffson,
president of Sony Electronic
Publishing, put on a Pat Sajak
smile as he sweetened the
changing of the guards, “...we
are very fortunate to have a
senior vice president [Homlish]
within the Sony family with a
wealth of manufacturing, distri-
bution and and marketing expe-
rience...” Rumor has it, howev-
er, that Race knocked the water
cooler over on the way out the
door. Or something like that, at
least.

“One foot in the door, and
one foot out” —that seems to be
Steve Race’s style according to
one news source who insinuat-
ed that Race simply became

tired of his work and craved a
new challenge somewhere else
within the folds of an advanc-
ing software industry.

Other snooping quidnuncs
suggest that Race’s sudden
departure was the result of a
vehement disagreement with
Sony of Japan on how to mar-
ket the PlayStation in the U.S.
Race himself reluctantly told
FUSION, “We didn't see eye-
to-eye on a variety of issues and
it didn’t make any sense to have
as many cooks as they had in
the kitchen.”

Master chef Race will now
run his own supper club, hav-
ing signed on with software
manufacturer Spectrum

Holobyte as chief executive offi-
cer. In his new role, Race will
be responsible for all functions
of the company, including
worldwide sales, finance, opera-
tions, marketing and publish-
ing. His personal mission: “To
take Spectrum Holobyte into
profitability and to take them
into the next level. Spectrum is
a software company that is in
transition from entrepreneurial
management to professional
management. Last year we
made $84 million and we’re
now moving into crossing $100
million in sales [a year]...that
transition point comes typically
for a lot of companies at that
dollar mark.”
The other important task for
Race now, is a patching
up of his rela-
tionship




Caught with thein

pants down,

hyped Amerigs
release of th
PlayStation.

with Sony, ASAP; Spectrum
Holobyte is a major contributor
to the PlayStation’s arsenal of
games. Jeff Fox, vice president
of Sony Communications, dis-
misses news of discord between
the companies and explains,
“We're not worried about our
relationship with Mr. Race.
The best of luck to him at
Spectrum. We're just very
pleased to be working with him
again.” Best of luck? It all
sounds like P.R. parlance, spo-
ken with a gnashing of teeth.
Race will also have to amelio-
rate relationships with other
console companies as well.
Race raised eyebrows at Sega
not long ago when he left that
company to pursue oppos-
ing opportunities at Sony.
Spectrum Holobyte is in the
precarious situation now
where they must count on
Race’s abilities to mend
fences. “It’s very funny.
I've gone to becoming a
platform agnostic when I
was at Sony where I wor-
shiped the altar of a sin-
gle platform to now hop-
ing that every platform
makes it. So now all of a
sudden, I'm friendly again
with Tom Kalinske (Sega
CEO).” Or so Race hopes.
Race purports the same
sentiment about Sony and
continues to praise the
PlayStation. “I think it will
be enormously successful. I
think the system continues
to be technologically the

leader in terms of next-genera-
tion systems that are out there
today.”

Changing topics as rapidly as
he changes jobs, Race com-
mences to discuss other items
of business that are currently
tickling his gray matter. Of par-
ticular appeal for Race is the
Nintendo Ultra 64, scheduled
to be released in the U.S. in
April of 1996 at a price point of
$250. Race insinuates, in the
stirred tone of his voice, that
the Ultra 64 is a step beyond
what Sony is presently offering
in the PlayStation.“There are
some things that the Ultra 64
seems to do very nicely. There’s
no aliasing or jagged lines that
you get when you draw a
straight line; the lines don’t
look like stairsteps and it works
wonderfully fast. I only had a
chance to look at that system
for about 15 minutes so I don’t
want to profess to have a great
familiarity with it, but what [
saw in it was a very nice
product.”

Again switching gears, Race
remarks rather casually, “it'll be
interesting,” referring to his
bygone Sony PlayStation,
Nintendo’s beefed-up Ultra 64
and other console gaming sys-
tems that will compete with
one another in the months
ahead —and abruptly, but not
unlike all other good CEOs,
Race finishes speaking with a
nervous smile, his apprehen-
sions carefully masked.
Interesting indeed. @

oes it take
hours to down-
load your favorite
ictures of Wings Hauser on
www.hauser.com? AT&T

Paradyne appears to have a solution
to the lag time. GlobeSpan technology,
currently in its final stages of development,
promises to increase transmission speeds and
enable users to receive worldwide multimedia tele-
phone communications over copper wire phone lines.

“Instead of that 50Kb file coming at you 14Kb per second,
it's going to come at you 1.5Mb per second...That’s a hun-
dred times faster,” explains Beth Page, broadband consultant
and communications analyst.

In addition to speedy downloading, GlobeSpan will also
empower users to view live events on television, conduct video
phone calls and receive movies-on-demand, all over copper
wire. Garrick Case, chief spokesperson for AT&T Paradyne
boasts, “If you moved to Australia, you'd be able to pick up a
Yankees game.”

It sounds like a blessing and a curse. Might the Australians
also tap into Erkel, Home Improvement and Small Wonder
reruns? Pray for them. @

he foree will be
with vou.” or so
it mav scem with IBVA
Pecknalages Braincon:
trollable multimedia and graphics. Featuring brainwave analy-
sis software, a wireless transmitter, a one- or two-channel head-
band and a receiver, the technology is designed to provide a
direct link between vou and vour computer.
For those interested in the
moved onto the Web at—http.

ad-scientist software, IBVA has

ww.opendoor.com/pagodal
ibva.html. Hailing from the Outer Limits, these misfits of sci-
ence vaunt the first globally accessible brainwave playback svs-
tem, their patented brain-to-computer interface, IBVA soft-
ware and screen shots from their Step 1 CD-ROM, which
stresses the brain-controllable multimedia and graphic

I'he information provided about the technology is f:
ing in and of itsclf, but the site’s most worthwhile feature is
the trivial, but incredibly cool downloadable brainfiles of the
‘00s counterculture guru, Dr. Timothy Leary. Your mind will

secem puny and insignificant in comparison. @



ere’s the Hollywood

pitch: A D.A. goes under-

cover to expose a malevo-
lent band of software counter-
feiters who are smuggling and
pirating over $1 billion worth of
illicit goods into the U.S.

It might make a good premise
for the next Pierce Brosnan
Bond feature or even a lousy
Raquel Welch made-for-TV
flic, but for Peter Beruk, a
litigator with the Software
Publishers Association, it’s
dirty business as usual.

In mid-July, Beruk and the
S.PA. announced the issuance
of preliminary injunctions
against five distributors alleged-
ly caught selling illegal copies
of S.P.A. member software. The
software titles involved are:
Doctors Book of Home
Remedies (Compton’s New
Media, Inc.); Falcon Gold

uild that assault and battery

(Spectrum Holobyte, Inc.);
Global Explorer (DeLorme
Publishing Company); Wrath
of Gods (Luminaria, Inc.) and
DOOM II (id Software, Inc.).
“We found out that a lot of
this stuff was becoming avail-
able at the Californian trade
fairs. A number of those
exhibitors were actually selling
counterfeit product,” says an
indignant Beruk. “Microsoft
was finding a lot of counterfeit
DOS and Windows and were
primarily going after it, but this
is the first time we actually saw
it going down to the games or
the consumer category.”
Elmer Fudd-red at the whole
controversy, the S.P.A. will sue
for damages of up to $100,000
per work infringed, plus court
costs and attorney fees. That's
horse feed compared to the
permanent injunction against

¢ you always wanted to

bring against vour older brother, reveal silly inconsis-

ten
and have a good laugh

in any given Grisham novel or sue your friends

) on-

i

The much-anticipated Lexis Counsel Connect (
line service, Lawyer Search, the most complcte directory of
s finally here! Shapiro,
Dershowitz and Cochran—all rolled into one juicy web ac
page (http:/Avww.counsel. com/law i

Charging an abusive attorney fec of $180, LCC allows other
firms to place detailed personnel lists of their own onto the
site for sublime, web-goer enjoyment. LAWlinks, a collec-

lawyers and law finms on the Interne

tion of law materials, is also available over
the Net, offering d ess to law-
related archives, electronic mail lists,
databases and scarch tools.

It’s liti

WeB LAWYERS

rect

tion madness! @

‘E!
? S8 A
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further distribution of software
that the defendants might face;
without product to distribute,
these five distributors can kiss
their businesses goodbye.
Some of the distributors are
employing presidential amne-
sia, as it were, in defense of
their illicit actions, claiming to
have forgotten how they first
came in contact with the illicit
goods. Others are more willing
to cooperate and are providing
all-important names of sources.
“You can kind of compare it
all to drug users and drug push-
ers,” says Beruk. “You may have
to occasionally shake down
some drug users to find out
where they're getting drugs
from and then shake down the
pushers to find out who’s actu-
ally growing the stuff. We're
going about it the same
way...we're figuring if we

-
T

fyou can’t ¢
Jartoon Network, bring them to

start at the bottom and work
our way up, we'll eventually
get to where they're being
manufactured.”

Jumpy publishers point the
finger at Hong Kong and
Taiwan, but software piracy
appears to be happening every-
where. The U.S. has an estimat-
ed piracy rate of 25 percent and
countries like China, Russia and
Thailand have estimated piracy
rates of 98 percent, 95 percent
and 92 percent respectively.

He’s not a puritanical
bluenose, but Beruk does speak
with powerful condemnation.
His warning to distributors:
Shape up or be shipped out.
“As more time goes on, the
more information I get about
counterfeiters. They may get
away with it for a month or so,
but they won’t be able to get
away with it forever.” @

ch them on the

the office. Rocky & Bullwinkle and
Iriends, the greatest troupe of wits

and half-w

$o

s are now part of a
1 saver for the PC.
an of America’s software
allows the user to view classic
cartoon bits, take a tour
of Bullwinkle’s
college campus,
Wossamotta U. and
learn me:
minutiae

playing the Rocky
Bullwinkle triviz

The moose and squirrel are

challenge.

amusing, but the wicked Boris and

Natasl

to the scr

lend the real entertainment

saver. Most notable: secing

and hecaring Natasha, in her vexatious
and a la mode manner, yell, “Kill the

moose

$15 softwar

-ason enough to ])IIH'IIII\L‘ the
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The original cinematic action
adventure game, :
where engrossing gamo play
meets Blade Runner-style action.

Plunge into this surrealistic 2D
world where dozens of
characters propel you through
mind expanding challenges,

to one shocking conclusion!

For NMacintosh and PC Windows®

http://vwww.burncycle.com



‘Technology has introduced Streamworks, a
new software that enables customers to broad-
cast live and on-demand audio and Video over a
broad range of network typologies including
Ethernet, ATM, FDDI, ISDN, T1 and Frame.Relay.
ally developed for NBC and Reuters for broadcast of
financial news programmingy Streamworks can compress audio
with either CD-quality MPE& compression or Xix}g% upigue
Low Bit Rate compression teelinplogy that offers theandustry’s
highest quality sound at 9600 baud modem rates.

also means that fans’of the unpalat:
flic, Pump Up the ¥olume,-¢an
fantasies over an unregulated broad 3 ¢
“Probably 30-40 percent of anr users arc.overseas,” boasts
Howard Gordon, president of Xing Technology. “I know with
KRPG, when they did a benefit concert [over the Internet],
they were getting messages from Taiwan, Korea, Australia, the
Netherlands and all over the place. We're only beginning to
imagine all of the applications for this.”
Thoseinterested in tuning in to live
Intemnet broadcasts can
download free
* Streamworks
. software at
http://xing-
tech.com. @

MAY ay Tae
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en. Exon’s telecommunications bill is worrying many
Internet users with the questions it raises in regard to
First Amendment rightsand free speech. Irom Yellow

Poplar Junction, Miss., FUSION correspondent
Billy Bob Kurtz reports on local sentiment.

~ bill’s proposed amen

‘ tence of up to two years fol

: Bbscene or harassing material

1ah, Sen. Exon’s Press

Tele-incommunicade

WWhere is Senator Exor bill now?
i | et

floor in favor of Sen. Exon’s
elecommunications Bill. Since
time, the Nebraska politi-

Washington office has
pundated with phone

by Rep. Cox (R-Calif.) and Rep.
Wideman (D-Ore.). As it’s
presently scripted, Cox’s and
Wideman'’s bill completely bars
the government from restricting
any kind of pornography over
the Net, leaving it to the indus-
try to develop protective soft-
ware. Exon feels that the two
bills don’t have to be mutually
exclusive, asserting a need for
both the development of protec-
tive software and laws to act as
deterrents

scavengers.
free speech,
antly, free

Fearing a los:
and more impor

Exon, however, will run
aground when it comes to regu-
lating pornographic sites placed

g g
on the web in other countries

to the
ents —of

responding vehem

“The senator realizes this and
knows that this is not a

‘misuse of a computer to sprea panacea,” Rader explains. “A

number of other countries,
however, are closely watching
what happens in the United
ates and [Exon’s] hoping that
> will be some kind of inter-
bal cooperation.”

ition to the debate

pen for a couple of
ome, but Capitol

re confident that
in one form or
> with con-

- To those who are hot and
bothered over the whole hur-

Secretary, Russ Rader says, sim-
mer down! “There would be no
nsorship,” he explains. “It
‘would be an issue of the
providers of this [sexually
explicit] material making a rea-
sonable effort to make sure chil-
dren are not accessing indecent
or obscene material If they take:
those steps, thi ;
would not
be held
liable.”

And what
are those steps?
“Viewers would
have to provide a
credit card number
or some kind of proof
to show that they were
over 18 to access the
area.”

Presently, the bill is being
scrutinized by a conference
committee (made up of
members from both the House
and the Senate) to work out dif-
ferences between Exon’s bill
and the amendments proposed

the bill will
another. For tl
structive ady i
office welcomes your

calls. @

, Exon’s



AMERICA’S LARGEST KILLER OF TIME
ZOOP - YOU MAY ALREADY BE ADDICTED :

No one is immune

g, ’ﬂ@ -« Parents >

By
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Output of the Heart (zoopx10*°)

(gallons of blood per minute)
=TSV P

e when man Is:
Resting
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(infectococci) (Lockjawbacilli)

Known carriers
of Zoop

Genesis™ Super NES®

Game Boy® Game Gear”

<t~ oK

The same Iris
after Zoop

Macintosh®

The stages of Zoop

(what to look for)

PlayStation™ Saturn™

How Zoop affects
the brain

|
umy
! ® It attacks
o oo 'n the frontal
" u u it slowly lobes of the
L eats at the Cerebrum
(Level 9) Cerebellum impairing:
@ restricting: judgement,
mOVemen‘, h\gher 1e(lm|ng
coordination, reason
aiance
It looks like a harmless video game until it enters the bloodstream
pT: and mixes with your DNA. In order to eradicate this affliction we It mutates :he Mtladl_llla
- (Level 72) A must learn its moves, understand its thinking and anticipate lltls| next d‘i;g:;ilc?ng rre's;igr:ti‘:r'w
(this pattern continues on, and sadly 4 4
ur’:oys Nl s move. Only then can we begin to battle and conquer this killer. feardicar
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T he stock index rallied 20
percent in July, following a
25 percent hike in June. Lea-
dership was taken over by the
cartridge publisher sector up 31
percent, while PC-related com-
panies were up more than 24
percent. Retail stocks flattened
after a 30 percent rise in June.
Among individual stocks, the
biggest stars included T*HQ, up
75 percent on news of strong
licenses for portable cartridges;
Sierra On-Line up 46 percent
on strong June results and antici-
pation of Phantas-magoria;
Davidson up 33 percent as
ramp-up began on the Toys ‘R’
Us distribution contract. Game
publishers Electronic Arts and
Acclaim rose 33 percent and 29
percent respectively, on better-
than-anticipated earnings and
optimism about new platform
sales this fall. Other gainers
included 3DO, up 18 percent
on reports of sales growth after
the price cut to $299.
Broderbund and WMS were
both up 13 percent as investors

500

BN Retailers

40“ . Overall
300
200

100

e Cart Publishers
PC Products

anticipate strong product intro-
ductions for the holidays.

Only three stocks had lower
prices at month’s end than in
June; Creative Technology was
off 25 percent after announcing
writeoffs and disappointing
earnings, Neostar was down 11
percent on profit taking after a
50 percent increase in the two
previous months, and Egghead
dipped 2 percent.

Although investors have been
anticipating the launch of new
game platforms for several
months, we will finally begin to
get a sense of real demand dur-
ing the next two months. The
three key investment questions
are: 1) will $300-plus game
machines find a mass market,
2) will the PC be the next-gen-
eration mass-market game plat-
form and 3) how quickly will
Windows 95 be adopted? ®

FUSION Stock Monitor is compiled by
John G. Taylor, an interactive entertain-
ment industry analyst with Portland, OR-

based Arcadia Investment Corporation.

APR AUG DEC APR AUG DEC APR

3 '3 g
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by [he Nambers

# According to Veronis, Suhler & Associates, in 1994,

consumer spending was nearly equal on purchases of
PC multimedia software and online services at
approximately $1.4 billion each.

# Dataquest reports that commercial online services

will continue to grow over the next five years,
despite growth in the World Wide Web. By 1997,
Dataquest estimates that online services will become
a $3.3 billion-plus industry.

According to another Dataquest report, shipments of
32-Bit and 64-Bit video game consoles will increase
from 4.8 million units in 1995 to almost 18 million
by the year 2000.

# A 1995 Miasma Information poll indicated that it
still takes two to tango.

dOnPusion

Comdex/Asia at Singapore Informatics Oct. 26-28,
1995, Singapore International Convention Centre, Singapore;
contact the Interface Group at (617) 449-6600. Trade only.

Comdex/Fall Nov. 13-17, Las Vegas Convention Center,

Las Vegas, NV; contact the Interface Group at (617) 449-6600.
‘Trade only.

International Winter CES

Jan. 5-8, 1996, Las Vegas Convention Center, Las Vegas, NV; call
(703) 907-7600. Trade only.

Comdex/PacRim Jan. 16-18, 1996, Vancouver Trade &

Convention Centre, Vancouver, British Columbia, Canada; con-
tact the Interface Group at (617) 449-6600. Trade only.

UniForum Feb. 14-16, 1996, Mascone Center, San Francisco,

CA; contact the Interface Group at (617) 449-6600. Trade only.

New Media Expo Feb. 27-29, 1996, Los Angeles

Convention Center, Los Angeles, CA; contact the Interface

Group at (617) 449-6600. Trade only.

For more information regarding convention

dates, contact: http://www.eia.org/ceg and
http://www.comdex.com

[ 20



MOUNT VESUVIUS ERUPTING
BEFORE SOUND BLASTER 32.

What happens

when awesome geo-

thermal forces vent
through a typical sound card?

Not nearly enough.

What happens when the
same forces vent through a
next generation Sound
Blaster®
You mop up the magma
and start over.
AND AFTER. The profession-
al, affordable
Sound Blaster 32™ from
Cireative Labs. Genuine Sound
Blaster with next generation
wave-table synthesis, CD-
quality digital audio, upgrade-
ability and some of the hottest
new games on the planet.

And, because it's a Sound
Blaster, you know it works
with all your favorite games
and multimedia applications.

Sound Blaster 32 is the
right choice. To experience
Sound Blaster 32 for yourself,
see your local Creative Labs

dealer today.

REAL INSTRUMENTS.
REAL SOUNDS. REAL VALUE.

CREATIVE

CREATIVE LABS, INC.

©1995 Creative Technology Ltd. Sound Blaster is a registered trademark and Sound Blaster 32, multimedia is Creative and the Creative Labs logo are trademarks of Creative Technology Led. U.S. inquiries: Fax Back Service 408-428-2389,
World Wide Web (hetp://ww.creafcom), Creative Labs Customer Response Center 1-800-998-5227. All other trademarks are the property of their respective holders. All righs reserved.



without A fAGe

The Residents emcee a whole new freakshow

hose damn eyeball-

masked wackos are

back, and this time with

ancw CD
(Gingerbread Man), CD:
ROM (Bad Day on the
Midway), and would you
belieye, an opera. (Freakshow
Live).

The Residents, still hidden
in anenymity, bestow publici-
ty work to their reluctant
spokespeggon (and band
member@ Hardy Fox. “I'tom
my...from their point of view,
there are no new songs, but
new messing arounds,
pushing notes here
and there,” he sa
of their c\pcrimei'l‘
tal musical style.

Setting the
mood for their
eerie circus-tent
environment in
the CD-ROM Bad
Day at the
Midway, The
Residents again
explore the rela-
tionships between
a group of freakish
carnival inhabi-
tants. “You've got
people like
Dagmar the
Dogwoman.

Dagmar is covered
with tattoos of
dogs. Her act is a
striptease and
she reveals her
tattoos one at a
time. And each
dog tattoo has a
man’s name on
it, and she tells a
story of a rela-
tionship with a
man gone bad.”

Fox describes the CD-
ROM as an interactive
movie that incorporates a
kind of “fuzzy logic” or arti-
ficial intelligence. “The
characters in the CD-ROM
aren’t just interacting with
the user, but also with the
other characters in the
program.”

Stranger yet, is the band’s
October-seheduled operatie
version of the popular €D-
ROM, Freakshow. Premier-
ing in Prague, an all-female
cast will give voice to the
peculiar story of carnival

oddballs. Those crazy
Czechs, Hasselhoff and
now this.

Finally, there's the
release of the
Gingerbread Van, a
collection of cerie, if
not depressing, tales

that vary from The

Dying Oilman’s

Story to The Con-

fused Transexual’s

Story.

“Gingerbread
Man enters the
minds of various peo-
ple with problems
and delves deeply
into their paranoia.
It has a little song
that each charac-
ter sings in their
mind and then
goes into the
utter chaos
and confu-
sion of their
imner work-
ings.”
Right, okay,
whatever vou
sav guys. @

7 [y
" ’ [ =
Creative Labs Inc. is
I)dnking on the success of their
3-D Blaster, a graphics displa
card that delivers 640X480
resolution by 16-Bit color at
30 frames p con les
shipping with 3-D Blaster this
month include EA/Bul ]tmm
Mag C(lrpe t Plus, Pap;
N/ R and Mindsc
Cybersled and Azreal’s
ar....Catapult
Entertainment and
Blockbuster Video will
increase the number of retail
iing XBAND Video
C-umc Ne wrl\ to ‘1]]

XBAND for Supcr

Genesis early this ()cmbcr.
-.Looking Glass
Technologies, Inc. turned
down an offer from Viacom

New Media to develop Star
Trek franchise property
. In a wily mov
later purchased a larg
centage of Looking Glass, in
ce, bullying the company
to work on the Star Trek soft-
ware....Concentric
Research Corp. will b
expanding their 130 dial-in
points of presence to
time in Octobe

230 some-
good news for
gamers who use the system in
search of online competitors.
-Sega of America will

ortable version of

the Nomad*($200), in
limited distribution starting in
October....id Software
acknowledged recently that the
original title to the smash hit
Doom was It’s Green and

Pissed. ®

The Old IN's & OUT'S

OUT

Hello Kitty
The Real World
Slurpies
Star Trek
“ps ifi”
Shannon Doherty
Heroin
cybersex
Phil Gramm
pagers
Courtney Love
Morrisey
e-mail
Walmart
aromatherapy
Frank Sinatra




THE TRADITION OF EXCELLENCE CONTINUES...

“THE EMPIRES

DESIGNED BY
OF THE FUTURE MARK BALDWIN
ARE THE

EMPIRES OF & 1 AND BOB RAKOSKY
THE MIND.” z THE CREATORS OF

EMPIRE, EMPIRE
WINSTON

c " DELUXE AND
HURCHILL RFECT GENERAL.

i / Hoskyn ;ba’)A
Q&‘?ouﬂg ?Mp\l (S5 4

CASG A LTV — NOSERATR

subsfation
ssauey,

Tiie Gemtrel  nieii iune.
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PUT YOUR WARFARING SKILL TO THE ULTIMATE CHALLENGE WITH EMPIRE Il: THE ART OF WAR
THE LATEST CHAPTER IN THE BATTLE-PROVEN EMPIRE SERIES

EMPIRE Il GIVES YOU COMPLETE CONTROL OVER TROOP DETAILS AND BATTLEFIELD STRATEGY
INCLUDING INTENSIVE CAMPAIGN PLANNING, RESOURCE MANAGEMENT, DEPLOYMENT, COMBAT,
GEOGRAPHIC AND WEATHER CONDITIONS, SUPPLY LINE SECURITY, FORTIFICATION AND MORE.

¢ NETWORK AND MODEM SUPPORT ¢ DETAILED SCENARIO EDITOR ® SVGA GRAPHICS
Check out our hot new Web site at

e NEW WESRLD COMPUTING, ING

© 1995 NEW WORLD COMPUTING. INC. EMPIRE |l IS A TRADEMARK OF NEW WORLD AVAILABLE AT YOUR LOCAL SOFTWARE RETAILER OR ORDER
COMPUTING, INC. NEW WORLD COMPUTING AND ITS DISTINCTIVE LOGO ARE REGIS-

TERED TRADEMARKS OF NEW WORLD COMPUTING, INC. NEW WORLD COMPUTING, DIRECT FROM NEW WORLD COMPUTING AT 1-800-251-9653
INC. IS A WHOLLY OWNED SUBSIDIARY OF NTN COMMUNICATIONS, INC. ALL RIGHTS ¥ - 5
RESERVED. IBM SCREENS SHOWN. ACTUAL SCREENS MAY VARY. ALL OTHER TRADE- (818-591-4136 OUTSIDE THE U.S.), OR BY MAIL:

MARKS BELONG TO THEIR RESPECTIVE HOLDERS. P.O. Box 4302, HoLLYwooD, CA 90078-4302.
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Y INSATURN:
A GUIDE TO THE STARS OF THE INTERACTIVE STAGE

Author! Author!

The Weh Welcomes Literary Hluminati
:» Thou art a hasty-witted artiess ratshane!-

Afraid to bandy words with your friend’s
coterie of forked-tongued, East Coast,
Ivy Leaguers? Let William
Shakespeare, master of the four-
letter word, teach you the art of So if you think you know what it’s like,
swearing. By accessing the
Personalized Shakespearean AT:SNOTLIKETHAT:
Insult Service at http://www.
preferred.com/~joey/insult.
html, you too can learn, and at
the same time, challenge the
16th-century poet in a duel of filthy but Sega Saturn pumps the hottest arcade titles straight to
utterances and nasty scuttlebutts.
Don't be a tickle-brained, folly fallen,
idle-headed, rump-fed wheyface.
Stand up for yourself. Learn how to
call your opponents things of
which they've never dreame

People are always coming up to us at Sega and asking,
“why are you so angry?”
Okay, no one’s ever asked us that. But CHECK IT:

Sega Saturn is new.

It shares the same architecture as $20,000 arcade systems,

your reflexes for a fraction of the cost.

y through

ch one may pub

You’re welcome. With a gameplay experience

follow order form,
ng pictures, bios and
contact information. To share

that grabs you and

tion of writer:

pulls you in, it's no wonder the best games are

All you need to do is
http://www.vena.com/ arach-

to the AWA site at:
noid. ®

only on Sega Saturn.

.

Like intense sports titles with everything but the jock itch.

And this Christmas,
I'he Net wouldn’t be com- works/Lewis-Carroll),
plete without a William S. Raymond Carver (http://world.
Burroughs homepage, http:// std.com/ ~ptc/), Jack Kerouac
www.hyperreal.com/wsb/. (http:// www.lehigh.edu/~na
Delight in his raspy and droll kerouac.html), Cleo Odzer
musings on the technological (http:// mosaicechonyc.com/
peruse his literary ~cleo) and J.R.R. Tolkien
and scroll through his many (http:// www.math.uni-
recordings, including film and ~ hamburg.de/.relippert/tolkein/
video appearances. Other routpage.html). @
notable authors worth checking
out on the web are: Piers
Anthony (http://www.best.com/
~wooldri/awooldri//Xanth.
html), Jane Austen (http://uts.
cc.utexas.edu/~churchh/jane-
info.html), Lewis Carroll
(http:/www.wonderland.org/

Sega Saturn will have the most electrifying library of EXCLUSIVE
games on the planet.

Games no one else has. So don’t go thinking you know what

Sega Saturn is like before you've even experienced it.

And never judge a package by its rapper.

The William

SEGA SATURN’

GO THERE.







The only thing you
need is an SNES.
0K and maybe
a tourniquet.

Plus, act now and a game music CD

. It's gonna be 3
is free. So even your stereo gets bloedyitree=fors

loads of merciless pummeling. @and that's just in the

game aisle at the store.

Fully rendered graphics
mean fully rendered pain.

Carnage...
mayhem...exploding
corpuscles...fun for

the whole family!(Not.)




Remember, you can ...and pick ...just don't
pick your warriors... your weapons... pick your scabs.

N\

for v Even though others might say

dSUPfHNINI’[Nﬂﬂ , the end is near for 16-bit

..this sucker'll kill that feud.
|










ong before they were
having power lun-
cheons to sign big-
name athletes to lucr:
tive video game contracts, electronic
entertainment big-shots were like most
kids. They dreamed of hitting the game-
winning homer, thmwing a touchdown
pass or bringing a stadium full of

Shia

ne way to score with an online area is to make a slam dunk with a star.
Management Plus has created a site on the Microsoft Network built

around the world of basketball superstar S

es all aspects of Shagq, as well as things that Shaqmlle s ﬁns and

consumers are interested in, such as rap music,

Gordon Bellamy, left, and Michael Rubinelli, both
producers at EA Sports who work on the
John Matdden series of football games,
discuss the game with Madden himself
before they conduct a bluescreen filming
session for the title.

screaming fans to their feet with a colossal
dunk in the NBA finals and then went
about their everyday business.

a- Now that this situation is their everyday
business, a lot of these dreams have been
replaced by nightmares of heaving air-
balls, fumbling at the goal line or ground-
ing into a rally-killing double play.

A thin line separates the thrill of victory
from the agony of defeat, and the winners

World

haquille O’Neal. “It encompass-

and losers aren’t all on the playing field.
Along with the team owners, players and
coaches are the companies that spin the
wheel in the multibillion-dollar sports
market as all of their interests become
intertwined.

The selling of Deion Sanders demon-
strates the power of sports licenses. Neon
isn’t just a two-sport man; he’s a triple
threat. Besides football and baseball,
Sanders (already inked by Sega for a
video game) is a heavy hitter in the
licensing game, too.

“Cash is God, and God
is cash,” says sportscaster
Jim Rome about the sports
business. “Deion Sanders

is an international con-
glomerate. He has to play

b
t and basketball in general,” explains

Beth Schueler, VP of marketing for the new enterprise. “So it won’t be Shaq-speciﬁc in every cate-
gory. It will go beyond Shaq O’Neal into all these arenas that he’s involved in: movies, interviews
with stars, music, reading. There’ll be a kid’s network where kids can go in and do thmgs There’ll
be bulletin boards, information, live chat, fantasy role-playing.”

One of the chief things the line offers is Shaq himself. The NBA’s center of attraction will
be online and available at certain times.

Shaq World will be up and running in mid-S after a shakedown month of test-
mg, with four or five different rooms. The first is, obvnously, basketball. The B-ball Room
gives access to the league stars and the team’s daily diary. The Show features entertainment, such
as music, movies, TV and vxdeos Cyber Shop sells merchand:se Shaq Attack Paq is geared to
kids, with games (such as H ), mail and downloadable phot hs and screen savers.

Management Plus Enterprises is working on the project with M gnet I
that creates online for content pi , as well as developing

entertainment software. @
LOS ANGELES TIMES PHOTO
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ch rting

0“\\ are analysts agre
adden license cuts ev

in gaming today. John Madden™

name on Electronic Asts*football

games helps pushsgales to the top and keep
them therggwith over a million units sold
per yedr.

Sports entertainment software sells well,
whether for consoles or computers.
titles are often the line
panies that produce them

ports

lers for the com-

I'hat makes

sports gaming a big business.
Licenses-combine with good

design to pave the road to the

charts. \\ Iulhu it’s a top

ers (lun‘mxl a big-name connec-

tion. If this list shows one thing

it’s that big names make big hits—if the
game stacks up, too.

The software industry lacks a central

both sports. I don’t
think he even likes
baseball!”

Rome’s point is
central to sports
licensing: Prime
Time is a much more
valuable commodity,
because he brings the
marketability of a
two-sport name to the
table. There wouldn’t
be a Sanders game
license without that
baseball-football syn-
ergy. As a baseball player, Sanders isn’t in
the same class as Frank Thomas (Big
Hurt Baseball/Acclaim/Genesis, SNES)
or Ken Griffey, Jr. (Ken Griffey
Baseball/Nintendo/SNES). He is a great
football player, but the next defensive
back who gets his own game will be the
first. As a two-sport major leaguer, Deion
Sanders got an undisclosed, but reported-
ly hefty, package from Sega

In spite of his incredible talent and the
hype that follows him everywhere he
goes, Deion Sanders is not yet a threat to
John Madden, king of the sports celebrity
licenses. “I wouldn’t be surprised if John
Madden has made more money off his
EA license than he made as coach. He’s
sold millions of units!” declares Bob
Peterson, Piper Jaffray, Minneapolis,
Minn

1. Madden NFL; Electronic Arts;
1,000,000+ per year.

2. Ken Griffey, Jr. Presents: MLB;
Nintendo; 900,000+ per year.

8. NHL ‘95; Electronic Arts; 800,000.

4. NBA Live 95; Elech-omc Arts;
750,000.

8. NBA Jam: TE; Acclaim; 700,000.

8. Links Pro; Access; 500,000+ per year.

7. Full Throttle; LucasArts; 400,000.

8. NASCAR Racing; Papyrus; 350,000.

8. HardBall; Accolade; 325,000.

10. Tony LaRussa Baseball; SSI; 300,000.

clearing house to track and
tabulate sales. I
pany k
ures.
Babbages and Electronics
Boutique, create their own statis-
tics of gamesales, based on what happens
to their own inventory. There are a couple
of other outfits that try to get a handle on
game sales by polling'store managers.
To learn which games
lead the pack, ON’s ™
editors created a com-
bined list with estimates
of their combined console
and PC software sales. @

ch com-
ps its own sales fi

some chains, such as

sophisticated
graphics and col-
ors make for a better gaming experience.
“Sports gaming is as strong as ever. It’s
gaining shares in a declining market,”
agrees Larry Marcus of Alan Brown Sons.
“This goes across the board, both in con-
sole and CD multimedia, although con-
sole games are more fun to play.”
“They've held up in the face of uncer-
tainty in the console field,” Marty Levine
explains, “because of the universal appeal
of sports. The
natural com-
petitive

Infide the
tlectronic
$port$ Boom

aspects
The competitive fire that burns so work well
fiercely in athletes is what keeps sports with

games strongest on console systems.

“It's mostly because
people like to play
sports games
against one
another, and
that's tough to do
on the PC,” claims Peterson.
“With video games, you're on a
larger screen, a television set. You're
in the living room comfortably seated -
on a couch instead of in
a den on a little
screen alone.”

“It’s no accident
that a golf game
was among the ini-
tial titles rolled out on the Sega Saturn,”
says Marty Brochstein, Consumer
Multimedia Report. “Sports is a driving
category of console game sales and to
some extent for CD-ROM sales, although
PC technology is less optimized for
them, but it’s a natural genre.”

Marty Levine of Digital
Technology Report also praises the
marriage of hardware and sports
software. “Sports games
appear to be doing as
much or more to take
advantage of the advanced \
platforms. Their ability to
handle fast action and

&

“Sports gaming is
as strong as ever.
\ It's gaining shares
y in a declining market.”
- Larry Marcus, Alan Brown Sons,

©ALLSPORT/ANDY LYONS 1995
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IN THE HUDDLE

Wik MIKE DY

We¥on’t expect Mike Ditka to approach
his second try at clectronic sports like
Chandler, in Iriends, meeting a new
woman. \ hard-nosed plaver, a
strong-willed coach and a candid
commentator, Mike Ditka has
plunged into his new association
with Digital Pictures on Quarterback
\ttack with Mike Ditka like Barry
Sanders crashing through a defensive
line. Whatever the finished product

is like, count on it to reflect Ditka’s
blue-collar work ethic and dedication to
pigskin realism.

\ccolade’s Ditka Foothall wasn't much,
though the field-level perspective
eventually caught on in later,
better games. Quarterback Attack
is still pre-alpha, but Ditka is
determined to reverse his carlier
misadventure.

One clement the old and new
Ditka titles share is authenticity.
“There’s a little bit of entertain-
ment, but there’s a lot of real-
ism,” he savs of Quarterback
\ttack, available for the PC,
\Macintosh, Saturn and 3DO in
November. “I think it's pretty damn realis-
tic myself.” He pauses before issuing a fair

warning: “If a person doesn’t want to be
velled at—don’t buy the game!™

Ditka responds to sincerity and dedica-
tion, qualitics he exemplified as an all-pro
tight end in the 1960s. That's the strategy
DP used to bag Ditka for the multiplat-
form project.

“T'he Digital people came to me with an
idea, a whole different coneept,™ Ditka

savs. “Its an interactive thing where vou're

video game players.’

“The sports games have increased in sur-
veyed household sales share of 16-Bit
game titles over the last three years,”
reports Gary Gablehouse, CEO of

Fairfield Research. “It’s largely due to
strong increases in SNES titles. Genesis
had a higher share to start with, but it has
stayed fairly flat.

“The SNES sports share rose from 5

/]

dealing in the first person. They felt T was
the person to relate to the quarterback...
the way I handle people.

“I can’t get too technical, because I'm
not a technician, but I think the realism
will be impressive to people.™

\lthough not a gamer, Ditka has tried
most of the products out there. Thev're
good as far as they go, Ditka asserts, but he
sees their limitations, too. “1t's the human
factor.” he savs. “You cannot duplicate the
real thing. The reason you can’t is that vou
can’t put a finger on what a human is
going to do in certain situations under
pressure. His reactions may be exception-
al, or his reactions may be poor, because,
vou know, pressure bothers anvbody. Tt
gets very hard to say what the hell is gonna
happen in real life.”

What Quarterback Attack tries to do,
within the contest of an interactive experi-
ence on a sereen, s provide first-person
point of view of actions that 2
reflect the profes-
sional sport. “Some
games build in
things that some-
times vou wonder

urately

cent in the fourth
quarter of 1992 to
20 percent in
Q4/93 and 23 per-
cent in Q4/94. In
the second quarter
of 1995, sports games hit 27 percent of

> games sold. In the same periods, the

sis began with 30 percent in 1992
had 31 percent in 1993 and hit 33 percent
in 1994. In the second quarter of 1995,
however, the share was just 30 percent
Thus sports and sports-related games cur-
rently account for about 29 percent of
household 16-Bit purch:

“The multimedia market lags well

why." he observes. “I played a couple of
them where the ball bounced everywhere,

and then the receiver picked it up and ran
it in for a touchdown!” He vows that
Quarterback Attack won'’t offer such
ridiculous sequences.

Ditka predicts that future football sims
will further improve the level of personal
involvement. “I want people to under-
stand the force with which the people
out there on the field can hit,” states
Ditka. “I'd want to give game players
that first hand idea of how fast these peo-
ple are moving and how hard they’re hit-
ting cach other. When you're watching
on TV you don’t know that.

“T'he person playing the game never
gets to experience that. They’re moving
people around, but they don’t under-
stand how hard those bumps are!” @

behind this,” says Gablehouse. “CD-

ROM'’s share of sports games is disappoint-
ingly small and getting smaller. In fourth
quarter 1993 they held about a 15 percent
share of surveyed household purchases of
game CDs. In the first Q of '94, there was
only one sports-related title in the top 25,

ficrosoft Golf. In the second
none. In the fourth quarter, sports

there were
ames
took a 9 percent share. In this year’s second
Q, sports games had only a 6 percent share;
the highest rank for any sports-related title
was NASCAR Racing, and it ranked 40th.
The reasoning is uncertain—no one knows
whether the consumers are leading devel-
opers or vice versa.



HARPOON Il DELUXE
The Next Generation is Launched!

The shock wave is just beg
Announcing the most advant
naval battle simulation ever! =%
Empowered to let you re-write
history. Used in training by §
Naval Academy, HARPOON
DELUXE puts you in the co
center action like never befgf

* 2 additional battlesets, for 30 new,
startlingly realistic scenarios.

 All-new Scenario Editor. You
design the encounter.

© Over 100 full-motion video and
sound clips for unbelievable
realism.

o Detect, track and engage all forces.

 Realistic weather modeling.

o Military-style vector maps.

 Vast database with tech specs and
pictures of hundreds of ships, subs
and aircraft.

o Lifelike
communications
models recreate
electronic warfare.

* Compatible with
Cold War and
Westpac Battle Sets.

Add an incredible array of features

like toolbar control buttons, easy

user interface, and you have the
most realistic battle game ever.

Actual video clips of
weapon launches and
explosions.

Altitude, depth, and weather
information.

Hundreds of database
specs, photos and drawings
of military hardware.

Formation editor defines
threat axis and patrol zones.

re and Artwork © 1995 IntraCorp. Inc. Al rights reserve
demarks of IntraCorp. Inc. Harpoon is a registered trads
trademarks of ACSI. Al other trader

rpoon 11 and Three-Sixt
of GDW. Inc. Battle
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are
Staff A eg
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doesn’t play
two sports
solely to
improve his posi-

tion as a licensable
property. Still, it has to
figure in his decision.
The money from such
sources looms larger than
his salaries as a pro competitor.

In today’s rapidly expanding mar-
ket, those contracts have a golden
glow. Interactive electronic enter-
tainment publishers don’t broadcast
the dollar value of individual licens-
ing deals. Even the league and play-
ers’ groups in baseball, football, bas-
ketball and hockey, which have uni-
form prices for the whole industry,
make small accommodations about si
issues if the negotiating chemistry is r
Each company cherishes the belief t
they've outwitted rivals and won uniq
concessions. Some have done exactly
that, and the rest are happy with their
illusions. As with player contracts, the
media can only speculate about the exact
numbers.

Publishers of baseball sims and enter-
tainment products have benefited from
the licensors’ more cooperative attitude.
Neither Major League Baseball (MLB)
nor the Major League Baseball Players
Association (MLBPA), despite their tough
guy reps, have been much more reason-
able and sympathetic this time around.

* It’s no wonder! Baseball’s bargaining
position has deteriorated alarmingly since
the 1994 strike. The so-called National
Pastime is singing the empty- seat blues
instead of “The Star Spangled Banner” —
and has lost 20-25 percent of its fan
appeal.

“Baseball-related business have suffered
from 10 percent to as much as 40-50 per-

of Sports Associates, Inc.
(SAI). The company, former-
ly known as MicroLeague
Interactive, markets statistical sports simu-
lations and sports-themed entertainment
titles under the MicroLeague and Time
Out Sports brand names. “That’s why
some companies have declined to issue a
baseball product this year.”

“If you want to test out where the mar-
ket for baseball is at,” says Dave Holt,
president and founder of MicroSports,
Inc., “ask Major League Properties. Look
how much money they’ve lost!”

It's not exactly a fire sale. The licensors
haven’t cut their demands for royalties,
says Holt, “but they're easier to talk to.”

“The players’ association has been more
than cooperative,” John Brazier acknowl-
edges. “They’ve shown more flexibility
this year than I have ever experienced
from them.”

ding to executives from several
es, the MLBPA has responded
positively to the needs of
companies that lost big
sales during the strike.
They understand that
they've got to
share the blame,
and they’re trying
to work with the
companies.

Specifically,

MLBPA is giving

companies that

didn’t sell

enough games
ly needed leeway to offset the
dvance. Otherwise, more than
one small sports publisher
might go under the
hammer.

Sports licensing
deals share a com-
mon structure,
even when the
details differ. It’s an
advance against
royalties. The low-
ball price is 5 per-
cent of gross. Juicy
properties like
Vince McMahon
Jr’s Titan Sports,
which operates the
World Wrestling
Federation, can pin
publishers to the
mat and make
them submit. They
rake in 15 percent
or more.

That’s about the
same as a development
house would get for
designing and programming
the whole game! Apparently
the game makers could learn some-
thing more than sports from the
ballplayers.

The advance used to be the deal
clincher. Licensors buzzed around
publishers like Mel Brooks’ charac-
ter in The Producers stalking an investor.
The licensors had no faith in interactive
entertainment, so they all wanted the
bread up front.

It was stone-age deal making. The
process was to frame an agreement as
quickly as possible with the publisher
waving the most green and get the check.

Many deals lasted one or two years.
That let the licensor re-enter the market
and open the bidding again. Few video
game or computer software companies
managed to release more than one title
within the span of the license, so every
product brought the




In the never-ending quest to
help our readers get more for their
gaming buck, the editors at FUSION
stacked the premiere issues of two new
sports gaming mags against cach other.
The battle was as fast and furious as a cou-
ple of hungry pit bulls fighting over a severed
arm, but when the smoke cleared, as our results
show, one went away a little less hungry than the
other. To make it a fair fight, however, we’ve got to
tell vou that CYBERSPORTSS is published by the
same parent company as FUSION. After the compa-
ny honchos promised us that we’d get to keep our
gigs no matter how the magazines stacked up, we took
them at their word and put together an unbiased comparison. @

Cybersports Gamesport
Amount of games reviewed , X
Nl 2. Interviews with actual sports stars
;g'izll:z‘i'\1\%{1}:1}]15‘1;1;;2_ ‘;gilgrd Shameless use of Michael Jordan on
and Julius Erving Go Cover to sell more mayazines
S Cool-looking art and layout
Accolad Burns longer and with more heat
First to review latest games
Most excessive use of mustard
yellow
Game comparison reviews
Secrets and Hints
10. Easiest to roll up to smash bugs

licensor another
advance payment
The emphasis is shifting as
the potential royalties pyramid. Owners
of the gilt-edged licenses have learned to
look before they leap.
“I think everybody’s
getting smarter,
observes Stan Roach,
executive vice president

1)()\\'t'r]1()lh
like the Major League
ball Players
ation and

making money from
the royalties of good
sales, not the advances,”

ys. “The advanc

e they do provide a
safety net, are tolerable
to the manufacturers. Everyone under
stands that you only make real money
sales get beyond the advances and start

not their i e but the quality of the because someor
game and its publishe

A lot of lice s hay

song to write us a
really big che

senior vice president of I

lends its name to a lot of

earning out.
ntered properties
are scrapping their hit-and-run strategy
favor of greater commitment to develop-
. “I think licensors are beginning to
and that what makes for great
s—and therefore good royalties— is

pointed with their rc

to do their due diligence
and team up with a really strong publish-
er who has a good track record and com-
mitment to doing great sports games.”

“We're not looking to just do deals

are only going to do deals that we think
are prudent business, but more impor-
tantl
busine

enhance and enlarge our core

“When we look around to determine
whether we want to do a deal or not, it's a
pretty simple test: If we do this deal, is it




MEET

YOUR
MAKER.

he good news is, the doctor thinks you'll live. The bad news is, his name is Dr. Frankenstein.

II s the classic Frankenstein tale reborn, with a beastly twist. Hanged for the murder of your only daughter,
you awaken in a body not your own. Brought back from the dead, you are trapped in a nightmare world where
the concepts of life and death blur. And in this new tale, you are the monster, experiencing his innermost
thoughts and fears, in a story of intrigue, humanity and the timeless struggle of good and evil, man versus
nature. Tim Curry, famous for the Rocky Horror Picture Show™ and fresh from Congo,™ will make your spine
tingle as the demented Dr. Frankenstein. Complete with stunning, richly detailed graphics, realistic 3-D worlds
and a cast of monstrously witty live actors, this eerily, hypnotic adventure game will leave you dealing with issues
of life, death, morality and a really bad sewing job.

No wonder malpractice insurance was invented.

NEENSTE(

iThrough The Eyes O,
THEMONSTER

Plug in to all the excitement in the Interplay and MacPlay WEB Sites! (http://www.interplay.com and http://www.macplay.com respectively)
Call 1-800-INTERPLAY and 1-800-4-MACPLAY for more information or visit your favorite retailer.
©1995 Amazing Media, Inc., 55 San Anselmo Avenue, San Anselmo CA, 94960 USA. Conceived, designed and produced by Amazing Media, Inc. Frankenstein Through the Eyes of the Monster is a trademark of
Interplay Productions. All Rights Reserved. MacPlay is a trademark of Interplay Productions. Macintosh is a registered trademark of Apple Computer, Inc.
Al other trademarks are properties of their respective owners.
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going to be a quality product that en-
hances our core business. And if the answer
is ‘yes, we will try to conclude a deal.”
Glover has manned the licensing trench-
es, first on behalf of Titan Sports and now
with ESPN, since the 1980s. He has helped
ESPN develop criteria for prospective licen-
sors. The strategy is as direct and proactive
as Glover himself. “If we do a license for an
ESPN product, we are going to insist that
we be involved, including a degree of con-

trol over the product.
The product has our
name on it, so it has
to reflect our
sensibilities.”

ESPN doesn’t just
sell the license and
rush to the bank. “We

will review every element and before it

is even designed, have the appropriate

people at ESPN sit down with the

appropriate people on the other side
to help give them some insight into how
we operate.”

“We look for people whose philosophies
are consistent with ours. If someone
comes in and says, ‘We want to buy your
license, and we’ll pay you whatever it
takes, we'll tell them to leave.” The
strength of the ESPN franchise has
allowed it to satisfy these conditions—and
score seven-figure agreements in the elec-

Old-line software

companies are
%4 watching the enter-
# tainment conglom-
/ erates’ licensing
/ policies very closely.
They fear that the
Hollywood giants will
overestimate the value of
licenses for interactive elec-
tronics and drive up royalty
rates. Lurking just below that
is an even more insidious
worry: What if the giants decide
to buy their way into the market
by consciously overpaying for
properties.

“We've seen in other indus-
tries that publishers have been
willing to spend up to 30 per-
cent of the wholesale price on a
license,” observes Dean Frost of
Frost Capital Partners, San
Francisco, Calif. “When we
compared what our industry
was doing, which is more in the
5-10 percent or 15 percent
range, to other industries, we
saw that in other industries peo-
ple are really willing to pony up.

“I wouldn’t be surprised if it is
different in niche categories
where only a few licenses are
truly valuable. Once you've got
Indy Car and NASCAR, like

Papyrus, it’s not quite clear what's left.
You'd have to go to individual drivers or
something like that.”

Publishers aren’t any smarter than the
spendthirft major league club owners, but
circumstances limit their ability to make
fools of themselves. However much they
yearn to bid licenses into the stratosphere,
the sales and profit picture won’t support it.

“From my history, not only in the soft-
ware industry but also previously, keeping
the royalty percentages somewhere in the
10 percent range is important,” says Ben
Dyer, chairman of Intellimedia Sports, Inc.
His company is producing sports instruc-
tion CD-ROMs like Tom Kite Golf and
Basketball with Coach K.

“Certainly it’s very difficult for the finan-
cial models to work with 20 percent royal
ties. Ten percent is a workable number.
percent is not workable,” Dyer says. “The
flip side of it is that you want to make sure
the numbers work for the celebrity also.
You want to make certain that person has
enough compensation to feel like it's
worth doing.”

“I think licensing is going to get a lot
more expensive,” predicts Bob Botch, presi-
dent of U.S. Gold, which has licensed the
Summer Olympics scheduled for Atlanta
next summer. “The licensor is looking for a
larger commitment in terms of develop-
ment dollars and marketing dollars.”
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MIKE DAWSON'S' LIVING HIGHTMARE CONTINUES AS HE AGAIN BATTLES THE DARK POWERS ASSAULTING HIS MIND. THISTIME, MORE THAN HIS SANITY IS AT STARE.
THE FATE OF THE ENTIRE WORLD NOW RESTS ON WHETHER MIKE CAN MAINTAIN HS GRIP ON REALITY.

SUSPECTED OF HS HIGH SCHOOL SWEETHEART'S BRUTAL MURDER, MIKE 1S DESPERATE T0 FIND HER TRUE KLLER. WHILE DIGEING UP THE DIRTY ITILE SECRETS OF IS
NEIGHBORS, MIKE UNWITTINGLY CROSSES INTO THE DARK WORLD, A GHASTLY PARALLEL UNIVERSE WHERE MADNESS AND DEPRAVITY REIGN. HE DISCOVERS THAT HS 0LD
NEMESIS, THE ANCIENTS, HAVE ORCHESTRATED THE MURDER AS PART OF A FIENDISHLY COMPLEX PLOT THAT NOT ONLY EXACTS REVENGE ON MIKE, BUT ALSD WILL UNLEASH
AN UNSPEAKABLY EVIL HORROR INTO DUR WORLD.

RICHLY TEKTURED 3-0 GRAPHICS = PSYCHO-THRILLER ADVENTURE « .A. GIGER ARTWORK= DIGITIZED SPEECH AND CONVERSATIONS WITH OVER 30 CHARACTERS = CINEMATIC SEQUENCES
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Why
{icense?

“Can a sports game be
successful without a
license? Within sports, I
would say that would be
difficult,” says Dean Frost.

Bob Peterson sounds the
same note. “It's almost
immeasurable, it’s so
important. What I would
point to is the John
Madden license and what
it’s done for Electronic
Arts.”

“I think of licensing as a subset of brand,”
says Stan Roach, executive vice president of
Accolade. “When you say HardBall or
Madden Football, a great deal of meaning is
conjured. We live in a sound bite world.
One way we all use them, whether you're a
candidate looking for a slogan or a game

company looking for a brand,
you look for ways to pack a
lot of communication
value into a short
expression.

LUbbS

o

k- 4/ Jh

“From a commercial point of view, you
want to own that expression, and have it be
almost a barrier to entry or at least a basis for
preference. In the ideal world, as a manufac-
turer, I want to create and own totally the
franchise name, such as products like
HardBall or Origins with Ultima, just the
way Paramount owns Star Trek.

Building up a franchise with no pop-
cultural pedigree
The bonanza of total ownership and control
sits at the end of the rainbow, but getting
there is considerably
harder than it was for
Dorothy to reach Oz.
“L “The Holy Grail in the

Ly LIRS

0/ Jhs
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n be a long, slow process.

.
entertainment business is to own
and nurture your own franchise,” Roach says.
“But there are times when it’s just commer-
cially smart to rent—we call it licensing—
someone else’s brand name and tag it with
the thing you're making.”

Ben Dyer elaborates further. “The content
is very much entwined with the sports
celebrity we have licensed. What is attractive
about our products is what they have to say
about the subject. And of course, how we've
been able to package and deliver that in this
medium. It’s somewhat different than a game
company doing a basketball game.”

Stacking double and triple licenses is the
hottest trend in sports gaming. It's expensive,
but some consider it a necessity. Bob
Peterson is strong on sports celebrity licenses.
“Asingle player has been marketed and has
persona in the public eye. When you get to a

ust a team or a whole league. It's
better to look for a visible name. Look at
baseball. Everybody’s trying to do baseball.
Frank Thomas Big Hurt Baseball from
Acclaim, Tony LaRussa Baseball.
Everybody has some kind of a name in
the baseball area. But none of them
really stand out that much.”
“There are so many different
licenses that it becomes a blur. We
thought that Sports Illustrated
brought several things to
MicroLeague in particular,”
says John Brazier. SAI has just
added the Sports Illustrated tag
+ toits statistical baseball simula-
tion MicroLeague Baseball ‘95.
“MicroLeague has really not
released a baseball product for
approximately three years, and we
felt that Sports Illustrated would
partner with us in that they would
offer advertising support as well as
bring credibility to us.”




II‘]()hn Madden extended his annual “All-
Madden Team” to include off-the:
tributors, Don ‘Transcth, vice president of
sports marketing for Flectronic Arts, would
get one of those cool j 5. With
Activision and, for the last seven vears,
anseth has spearheaded marketing
md licensing. He's FA's point man in its
extensive sports-related licensing activitics.
T'he Transeth philosophy: “A good
license makes a great game able to achieve
its maximum success. But a license does
not mean a thing if the game isn't
lent.”
body talks the talk
is somewhat in awe of the
helped create. “The
about that game that has captured sports

ficld con-

ven Transeth
nchise he has
s something magi

adden has I)un all that and a bag of
silicon chips for A, since a chance mee
ing with founder and former president Irip
Hawkins introduced the then-coach of the
Oakland Raiders to clectronic sports.

he secret to Madden is t
been working with him consistently for

cight or nine vears. [ think the key to using

a II((I]\L like Madden is not just to put the

Uncertainty about acceptance for 32- and
64-Bit consoles doesn’t dim analysts” enthusi-
asm for interactive electronic sports. The cate-
gory’s user profile fits the slightly older demo-
graphics for both high-end consoles and PC:

The Yop i0 Sports
Games We'd Like Yo See

10) Virtual Log-Rolling

Feel all the tension and turmoil log-
rollers feel as they struggle to stay vertical
on a knotted circular surface. Suspenders
optional.
9) English Football Crush

As a football-loving British spectator
(soccer to all you non-European types),
the player must avoid gangs of roving
skinheads and swells of onrushing crowds
in an attempt to make it home safely from
the game.
8) Mafia Day At The Races

Use your considerable influence to make
sure your jockey crosses the line first. And
remember, always bet on number six.
7) Mike Tyson’s Lock-Up

A boxing game where winning and losing

name on the front of the box with a pic-
ture, but actually use him.

“We spend a serious amount of time with
him eve:

about ¢

sar in the preseason, talking
personnel
dencies—nuanc

it other peo-
are relving

ges in the spord
changes, defensive
we build into the new game

ple may not be aware of if the
on “l(' i”-h(?ll\(‘

alent. Very few people
know as much about football as John
Madden. He gets briefed on every

every week.

“In his mind, he's still a coach. He's a
coach who talks to people on television,
but he's still a coach first and a 'T'V analyst
And b
game becomes a key outlet for his
information.”

Madden’s contribution to the games is
varied and voluminous. “Our meetings
with Madden are probably some of the
most enjovable moments of the job.

“We get together and he's got a list of
four or five pages of comments that are
feedback from players about th ings.
He gets hit up constantly when he'’s on the

‘I'm faster than that! I'm stronger than
Madden'’s two sons help work on

secon ause he is a coach, his

If anything is sure to sell, it’s sports

“As a core category, sports will continue to
be important, with special Ap])ul to males in
the l) to 35-year-old range,” predicts Marty
Brochstein of CMR. “Multiplayer caf )dl)lht\
has contributed to their ])()Pllldllf‘k an(l 50
has online capability.”

“I don’t think there’ll be much difference
from what it’s been, which is to say football,
hockey and basketball,” suggests John Taylor,
of Arcadia Investment Corp, and FU JSION’s

take on entirely different outcomes than in
a pay-per-view special.
6) Virtual Ghost In The Graveyard

Run around a virtual front yard, just like
a bunch of stupid kids.
5) H-E-Double-Hockey-Sticks

In this ultimate fighting game, men with
blades on their feet and sticks in their
hands battle it out for vague, although
testosterone-ridden, reasons (just like most
fighting games). In a hidden feature after
50 rounds, players play a game of hockey.
4) Mascot Mayhem

As the Cleveland Indian Chicken, you
must rally fans into a frothing frenzy, while
attempting not to overheat in the cheap,
poorly ventilated suit. Light the opposing
team’s mascot on fire for extra points.
3) Aztec Sports 1395

Sate mighty Quetzalcoat] by dropping
the sacrificial head into the opposing
team’s hoop. Fail, and end up through the
hoop yourself.

(45

game play, refining cach vear’s editions in
light of the strengths and weaknesses of the
previous one.

“What Madden enables us to do,”
‘Transeth sums up, “is add a very distinctive
personality and expertise to the game that
goes bevond the plaver and league licens-
cs.

Madden himself doesn’t mind patting
himself on the back for the success of the
game, which he attributes in part to its con-
stantly evolving nature.

“We totally change and adapt the game

‘erv vear to make it bette

changes. We keep it fresh
and new and people like that.

“Nothing gets in the game without my
input,” savs Madden. “1 do all the strategy
that goes into the games. 1t was mv idea to
put 22 icld. [15A Sports| only
wanted to put cight to 10 guvs on [but] |
told them they had to put all 22. 1 take a lot
of pride in the Madden games and my
input adds to the uniqueness and the real-
ism of the games...we continually have the
best game on the market vear after vear.” @

add the new

guys on the

eye on Wall Street. “There’s constant move-
ment as opposed to setup and then action
and reaction.”

Constant action is what's expected behind
the scenes as well as on the screens. Clamor
for high-impact sports licenses is rising rapid-
ly. And with licensors getting choosy about
where they put their precious names, it looks
like consumers will be getting a lot more “A”
sports titles, which require as much as $2
million to properly develop. ®

2) EA Let’s Strike Baseball )
As a pay-savvy player, weigh your person-
al options against playing or not playing in
a given season. Lose points for taking the
shine off the Great American Pastime.
1) NRA Deerhunting With Ted Nugent
After years and years of suffering from
cat-scratch fever, Ted Nugent has decided
to take out his troubles on “the little crea-
tures.” With the NRA’s favorite member as -
your guide, players (from one to unruly
mob size) trek through the woods, taking
out squirrels, raccoons and muskrats with
an arsenal of semi- "
automatic weapons
at your disposal. @
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Image by Joel Koster

slowly digesting Sarlacc Pit. (Pardon the association o,
Myr. Lucas with a cruelly toothed sand creature; that is to say
the experience of making his acquaintance is nothing less theh

become some sort of an exalted sci-fi virtuoso, partly due
the scarcity of his interviews with the press, though mores
through the near-fanaticism with which his fans regard his Y
Lucas himself appears a bit of a near-fanatic at times— fc ‘V
work, of course. He speaks about his companies (Lucas Digital
Ltd., Lucasfilm Ltd. and LucasArts Intertainment Company)
with ceaseless vigor, and enthralls with a voice, not quite the
basso-profoundo of James Earl Jones, but equally as captivating.
While he showed signs of fatigue from Star Wars trilogy
questions, probably more irksome for Lucas than a half-hour
Blublocker Sunglasses infomercial, he did speak on the rather
undeveloped projects (all of which will be filmed
concomitantly).

Wasting no more time, here is the latest from the very, very

busy film auteur, interviewed by ¢
IFUSION contributing editor A
Roy Bassave.
¢
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iences, | realize the quality of
the audience has and how

nlunh "'Il. i 'n Star came out originally, it started the
pioneer, a
bring out a
the area of

‘oneered the idea of doing high-quality transfers into
righ-quality media. Now we've been able to move that into

mt of view, we'll finally get a clearer picture and dynamic sound of the film
on video.

How does this reissue compare to the laserdisc box set?

Well, hopefully we're trving to get VHS as close to laserdisc quality. The
laserdise box set was a milestone in viewing technology. I don’t think anybody
has been able to come out with a version of the film that’s of that quality, that's
not in the theater. We're hoping to get that same quality into the vidcotape.
Obviously, the media is not as sophisticated, but I think it’s gone a long way in
improving the image and sound quality.

Are the three Star Wars being released in letterbox?

Yes, they're available in two versions: letterbox and pan & scan.

& What dB®s mx actually do for the video? % ’_'
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The 3D0 version was Die
Hard Game Tanis 195 Shoo ter
Of The Year: bu t the
PlayStatlon versl n leaves
eating dustt W th level
after level oi all
fury an

WIPEOUT

Gayor the ihgild, stomach-
thstmq driving" ( Game Prok.
Go full-throttle on
incredible s selection oi tracks"
(Gane -Playersk Understand
that "the sensation of s
is utterly terrifying"
Ultlmate Gamer). Then face up
to the fact ct that “wn:h
WipeOut, the gature really is
now" Die Hard Game Fank
October 17th

Peaturing the voice of

Monty Python's Eric Idle
Discworld is the lunatic land
you explore in this crazy
comedy adventure qame. Trade
insults with trolls. hunt for

PlayStatmns most surreal
ocenarios yet. Like the quys
at EGM2 said wDiscworld will

totally boggle YOO ol
Psygnosis™ q : 9th
are trademarks of Psygnosis Limite

Play Station and the P! ri Sony Computer Entertainment Inc. out™, 3D Lemmings™,  Destructi roy™, storm™,
the Playstation
logo are tradem
arks of
Wipet
i D in
g Destructiol
n Derby™, Nova
Sto ,al

is a trademark of
Terry Pratchett. 3D
Discworld ls ﬂeV Lemmings is deve
e e Y lore
v 1955 TG, Ganea €125 P
PSR original ch:
renoss. 61695 & aracters created b
ony Electronic Pubv DMA Design. i
shing Comps scwonam
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aming Monthly
stock-car racing

on steroids" Game players
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Do ygu think the Slar Wars tnlngy is still
papular after 18 years’ ..

\)31 fmm my W)ml of view it scems to
" be. From rvone I've tatked to, that’s all
they ask ;l;& and all they want to-know
is when the new ones are coming out [so|
it Seems it's still extremely popular.

L]
Do you think that the rerelease of these
films will turn on the younger generation
who were borngafter the last Star Wars
filriis?

Well, 'm hoping that.we'lk be able to
reach a wide andience with a very'high-
quality videotape. 'mworking also to
take the original movies (ts])tthl"_\ the
original Star Wars) and add scenes that 1
wasn’t able to add because of time and
money; and also fix some of the special
effects and remaster the sound track and
the digital so that it can be presented the-
atrically in 1997 as Lintended it to be.

qu,uuu beeh really satisfied with the
. film| |and] this f||1¢|]|\ gives me the chance
to have-the moviebe more the way 1
wanted it to be originally. What we're try-
ing tordo with the videotapes is to get the
final versiontlic highest quality in the
market, and then out of the market before
I release the theatrical special addition of
those films.

How much hands-on input did you have
with this project?

Well, primarily I've given the remaster-
ing technicians the check print, which is
the standard they have to meet in terms of
what it should’look like and sound like.
That’s something that I've evolved since |
developed this THX group, which is dedi-
cated to matching original quality. So in
terms of the actual hands-on, really
more that I've spent a lot of vears build-
ing up this group and getting them to be
the sharpest, most professional group tar-
geted toward quality presentation...and
then showing them what it \h()uld I()oL

like. ;
What other films can I* look

forward to that will have THX encoded

‘lamﬂﬂf

()]monsl\ there are a great number of
films coming out on laserdisc, but this

will be the first time THX comes to
video. We'll l;zl\'q to"wait to see
“ what happens to the .

Y -

reissuc of the films. We re ()l)\l()qsl\ hop-,

L] hl" to widen the highést (|l|d|\h program
© elintg ik many ua |||h rojects as we can.
. ¢ intg 1 proj¢

How does ygur THX compare to"Spny
* Digital in‘the theaters?

Well, again the Sony Digital is a play-
back system. It’s a way of getting the

"« sound off the original film. THX is really

a playback system with more speakers and
a technology that balances the speakers.
It's like saying 1 got a new digitally mas-
tered CD, but you got a great new plaver
(which is what the Sony svstem is) —but
vou still have to have good speakers and a
good acoustical environment in order for
it to be able to sound good. We sort of
provide the other end of it, so the two

systems are actually very compatible.
The Sony system actually sounds better
on'I'MX.

Since a lot of people don’t have a sur-
round sound system, do you think this’ll
be.a good time to invest in them to better
enjoy the films?

I think a lot has happened in home
entertainment centers and people are
really interested in home video. They
should go to their local audio visual store
and check out all the new things that are
available in the marketplace—and don’t
forget to look at thie THX encoders also.

How far along are you w the re-editing of
the Star Wars -special theatrical edition?

We've been working on the special edi-
tion for about a vear now. There’s a scene
between Han Solo and Jabba the Hutt
right after the Cantina scene, there’s
more shots in Mos Fisley Spaceport and a
few [more| of the battle shots at the end
of the film. Obviously we're going to play
it back in the theater with a digital sound-
track, which we've never been able to do
before.

I'm writing the new prequel trilogy
right now and I'm going to continue.
Hopefully T'll have the three seripts fin-
ished by spring an re hoping to start
sh()()hng, in 97 so ‘ﬂl y®&an come out
sometime in "98 or '99.

Do you plan to direct any of the three
films?

Obvious-
Iy I'd like
to direct one
of them, I'd
like to direct the first one. That really
depends on where Tam at that point and
how much energy 1 have.

Dirccting is a very myopic enterprise
where you don’t really get to sce what's
going on other than what you're doing on
that day on the set. If I can get things
organized to a point where the bigger pic-
ture can also be taken care of, then Tl be
able to direct.

Do you have any subtitles Ior lhe filins
yet?

Not yet, they're still called 1-2-
[Laughing|

Is there another Indiana Jones film in the
future?

Yes, P'mistill working on a script for
that.

Have you considered any present day
stars that can portray the young charac-
ters in the next trilogy?

No, because obviously we're going to be
using unknowns. It's just a matter of find-
ing them.

If you could say something personally to
the Star Wars fans (and non-Star Wars
fans) on why'they should buy this Star
Wars set, what would it be?

I think you will enjoy the films much
more if you can actually sce them clearly
and hear them with all their dynamic

range. This is going to be the one chance
to get it in its most high-quality ver:
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by John Wesley Hardin

magine cruising a dark,
labyrinthine, Library of Congress in a
first-person Doom-like interface. When
the librarian pops up, instead of blowing
him/her away, you ask a question and get
an answer in real time.

Imagine jacking into a William
Gibson cyberspace filled with monolith-
ic corporate databases and murderous
street ninjas for a role-playing game with
vour friends.

Imagine playing SimCity, walking
through the strects of the town you have
created and speaking to the citizens face to
face. To paraphrase AT&T, “You Will.”

We have seen the future of the Internet,
and its name is VRML. Within one year,
it will be as easy to create a 3-D environ-
ment on the web as it is to create an
HTML document today. Within two
years, there will be as many 3-D worlds on
the World Wide Web as there are home
pages today. Real-time, true-space interac-
tion with the vatars of other computer

users willbe as common as online chat.
The availability of low-cost, casy-to-imple-
ment VR promises to change every aspect
of the online world, a revolution from
gaming to cybersex to online banking.
Virtual Reality Modeling Language, or
VRML (pronounced ‘vermal’), is a lan-
guage for creating multiuser interactive
simulations —virtual worlds networked
on the World Wide Web. VRML is not
based on Hyper Text Markup I.anguage
(HTML), the language behind the mil-
lions of text documents on the web.
Hyper Text Markup Language has revo-
lutionized the Internet in just two years,
and web traffic has surpassed I'I'P pack-

ets to make up the bulk of info on the
Internet. HTML, for all its advantages,
wasn’t made to support intricate graph-
ics. Just as the icons and hyperlinks of
HTML added a second dimension to the
old command line Net interface, VRMI,
adds a third dimension to the two-
dimensional HI'ML, document,

Driven by the'eonsensus of aneed for
a common language to specify 3-D on
the Internctand inspired by the virtual
worlds of William Gibson and Neil
Stephenson, Mark Pesce of the =
Community Company, Gavin'Bell of
SGI and Tony Parisi of Intervista con-
ceived VRMI, 1.0.

In reading about the development of
VRML, one sees Mark Pesce’s name so
often that it’s obvious he was a principal
player in its creation, but he is so ubiqui-
tous that it’s unclear just what exactly he
was doing. FUSION contacted Mark



Pesce, holed up outside
of Boston writing a book
on VRML, and asked a
few questions. “Kicked
out of MIT fair and
square 13 years ago,”
Pesce is a consultant
and moderator of the
VRML newsgroup and
a man with a vision.
Says Pesce, “My role in
the creation of VRML
was very much the nut
crying in the wilderness
a year and a half ago
saying, ‘Look guys,
there’s this really cool
thing called the World
Wide Web’—and they
said, ‘Huh?’ ‘And we
need a 3-D interface for
it and they said, ‘What
for?” Now it’s much
easier because people
are familiar with the Internet, with the web
and with virtual reality. So, my role has
been very much to evangelize, to facilitate
and to invent.”
The World Wide Web is the best, most

accessible Internet inter-

face yet created. It's rel- - "T ¢

atively simple to write

the HTML content: Any

idiot can do it, as evi-

denced by a visit to any thou-

sand web sites. Backgrounders on VRML
are chock-full of references to 3-D'model-
ing programs and meta-data file formats:
It’s easy to wonder how much ability the
average cybercitizen will need to make a
VRML web site. Is this a step toward
staking the World Wide Web out of the
hands of the non-commercial, non-govern-
mental user? Pesce responds passionately:
“This comes back to my role as an evange-
Tist\Very much from my own point of
view, this i if you want to
goal of mine to

don’t have to remember {8
point at which the user will
actual VRML.”

Sir
Interactive,
3-D
WWWeb is a
natural

for gaming,
it won’t be
too long
before the
next-genéra-
tion
platforms
come with
doorways to
the online

an

na

aming

cially if it’s
up to, mz lrk

isfied unti
ther

Sega Satun Y aphically intense
and there’s not a lot of interactivity going
on them yet. One thing they would need

running on a Pla
= Mark Pesde

is a modem, and I don’t know that either
of these machines are well adapted for
that yet, but the idea is to lower the barti-
ers to entry as much as possible. Every
time we've made it edsier to use the
Internet, welve increased the usage of the
Internet. It’s directly correlatable, but it’s
not that obvious to people. You would bé
surprised how many people come to that
idea for the first time wheri they look at
the World Wide Web and go, ‘Oh, that's
why the web is $o popular.”

“What we need to do is take that to the
next level, where we're not talking about
text anymore, because text is still, in a lot of
ways, an interface. You just don’t think
about it because it’s an interface that's
5,000 years old. To take the next step
beyond that is to go with what we call an
NFI (No Fucking Interface) where things
are the things themselves. You don’t have to
train anyone to use it because the
metaphor is the real world.”

Obviously, the way we think about the
online world is going to change. The impli-
cations, taken to their logical ends, are stag-
gering. Whereas all HTML web sites are
essentially the same (a text document with
pictures), a VRML site can take the appear-
ance of anything that the designer can envi-
sion and execute. Explore the Louvre, or
ancient Pompeii, role-play in a haunted
castle or whatever the dc.\igncr wants you to
see. Anything is possible.

Real-time interaction, combined with
VRML, could make a major shift in how
we interface the Internet. Real-time ‘inter-
action in real-time 3-D worlds is the Holy
Grail of MOOers and MUDers. The
imagination is a powerful tool; hundreds
of text-driven online communities thrive

on the visualization
powers of users. But
with VRML, the
MUCKers can final-
ly see the medieval
castle, the space station
or wherever the games and the social
interaction take place.

While most interactive VRML sites are
basically chat channels enhanced with
visual representations of users, as the tech-
nology becomes more sophisticated, fine
movements and physical behaviors will
become possible to model. Among other
things, eybersex is going to take on an
heretofore only imagined aspect (“Run for
your lives, it’s the FurryMuckers!”)
Whatever form it takes, Netizens may
at last be able to interact with the web,
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gach other, in a way that was only
gined before.

hat, at least, is the promise ofVRML
Although true interactivity was left out of
L 1.0 to streamline design and imple-
tation issues, VRML's designers fully
expect to have real-
time, full 3-D inter-
laction on the web
with the advent of
VRML 2.0 next year,
. and IBM and 1T

"Cyber

. WorldInc’s VRML+ 'l;'s -
* offers limited interac- o
' tivity today. “I think US nc

they'll get (real-time
§ interactivity) in stages. The first seri-
& ous piece of VRML was a hybrid of
ParcMOO and VRML called WaxWeb.
* That site is not built out of HTML. It's
built in MOO and VRML. 1t is, as far as [
“know, the most advanced piece of VRML
work yet done. When I was showing VRML
ff at SIGGRAPH [an annual graphics
expo] last year, David Blair and Tom Meyer
(WaxWeb's creators) went bananas. They
were the first people, besides me and Ion),
who went absolutely bananas, about
VRML. So they have been working on
VRML as a delivery vehicle longer than
anyone else.”

So, how long until you can jack in, turn
on and drop out? While there’s a lot of
VRML you can see right now, it’s going to
be a pretty lonely virtual experience, in
most places, for a while to come. Pesce
explains. “When it comes to real-time
interactivity, you're cunfronting a special
class of problems Let’s say you're on a
Sony PlayStation,‘and I'm on a PC run-
ning Windows NT. We're interacting in a
virtual environment; you see me, I see
you, and I have a piece of paper and I'm
writing on it with my virtual pen, and you
can see what I'm writing. Then I hand
that pen to you. How do you know how
that pen works? :

“This is a problem in what we call obj

st for the big co
it for the dreativ

Overdrive, et. al.) is familiar with cyber-
“Space: a surreal shared world of vast and
nable databases, where biz is done
of light and everything is rep-
3-D model. According to

is already here: “I
space is Gibsonian
nly my goal in

cyberspace Tha
design. We kno
the canonical de

and plugged that into VRML.
grows, we're going to see it evolve i
direction that looks pretty much like
Gibsonian matrix. :

“When we're talking about T
3-D; that's done. The underlying
gy is available. Around this time
the technology will have evolved
so that not only will people be able:
things like WaxWeb, but they'll
multiple participants ac
interesting things in real
: Gibson, it's
e 1s for everYOH R it's whatever you want

. 7 ‘4 call it. It's Cyberspac
ot just for the ri “People ask me, B
t for the well co

discovery, object brokerage :
interrogation. This is \\huL the problem
lies in real-time inter: N ely,
there’s something c :
langnage that is platform ind, )LI!([UIl
and network insecure. If I hand this pen

VRML work inside a
Internet browser like
Netscape?” and I ask
them, ‘Do you put
world inside the b
the book inside of

world?’ People think the un
HTML: It's not. HTML is
tent, just like movies and
people who are looking at
now are looking at the web as p
by, even if we add AOL’s memb
about 5 million people. That's'
back and talk to me when it’s 100
Most people are going to see the Intern:
for the first time through a VRML inte
face, not an HTML interface. 'm posi
of that. It’s just gomg to be the do
primary interface.”

People wonder what the interface
VRML browser would be. I point to
desktop on most computers. Win ets
us put wallpaper up on our wi A which
is not something we actually do to#Win-
dows. What if we took the wallpaper out
and rendered the cubic foot of§pace that's
inside your monitor, and ata 3-D
environment? Maybe it's office, maybe
it's your den, maybe i eck of the
Enterpnse What do ant it to be? And
re doing your
3 sing, are in front of it,
fhem all aside, you're in
t. When you're in that
and someone can come up to
ur monitor and knock on the
d go, ‘Hey, can we do a meeting?’
en we'll have cyberspace.” §

to you, you'll be able to understand, in
the context of your environment, how that
pen behayes. What we're probably going
to see happen over the next 12 months is
fertilization of YRML1.0, which
ribes how things look, and Java,
which just describes how things behave,
to get an interactive language that
describes how things look and behave.
We've been talki ith the people at
Sun Microsystems for two months already,
about making this happen. Now that
Netseape has gone and licensed Java, i
>come even more of a fait acompli.”
Anyonc who has ever read the classic
Iliam Gibson novels (Neuromancer,
Mona

Lisa
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VRML:
Do it
Yourself

Now you're ready to explore this brave
new world. First thing you do is get the
keys that will open the three-dimensional
doors of perception: Get a VRML browser.
Most sites concerned with VRML in any
aspect will have links to browser download
sites, but here are direct links to two.

Intervista Software makes the Worldview
VRML browser for Windows 3.1, Windows
95, Mac 68000 and PowerMacs. It’s fully
VRML compliant (meaning it supports all
features of VRML 1.0, like Level-of Detail,
Texture and Directional Lighting).
Download the beta at http:/Avww.webmas-
ter.com/vrml.

Silicon Graphics made the first VRML
browser, WebSpace, but it has been avail-
able only for Silicon Graphics machines
and other high-end platforms like
SunSparc workstations. The release of
Windows and Macintosh platforms have
been delayed, but should be out any time.
All available versions can be found at
hittp://www.sgi.com/products/webFORCE/
WebSpace/.

There is a lot of momentum behind all
things VRML right now, and any WWWeb
search will probably yield another half
dozen VRML browsers that weren’t
available yesterday.

Head Out On the Highway

Now you've got a big, sexy VRML brows-
er humming under your hood. Where can
you go to check out the cool sites and hot
virtual babes? Virtual babes are kind of in
short supply, but cool sites are fortunately
numerous. Like VRML browsers, there are
more of them every day. There are a few

gimmicky sites that only show an inkling
of what VRML is capable of, but that is
quickly changing. All of these sites are
accessed by HTML browsers, with
hotlinks to VRML spaces.

Worlds Chat (http://www.worlds.net)
is an online, interactive virtual laborato-
1y. No, users don’t conduct experi-
ments, they are the experiment. Worlds
Chat was created just to prove it could
be done, and now Worlds Inc. (the cre-
ators of Worlds Chat) are learning a lot
by watching how people interact in 3-

Worlds Ch

Jennifer

D. According to Worlds Chat, “This is
there as a demo of our technology and
really allows us to study it. It's like an
ongoing laboratory.” Worlds Chat and
IBM have developed a VRML protocol,
called VRML+, that adds interactivity to
VRML and cracks open the door behind
which lies the future of the Internet. After
downloading the Worlds Chat front end
(requires a minimum 486 with 6 MB
RAM and 256 colors and a 9600 baud
modem), users go to the Worlds Chat
space station and choose an avatar to rep-
resent themselves. Available avatars (or
Digital Actors as Worlds like to call them)
are Punkers, Chess pieces, Fish, floating
Chinese masks, Alice in Wonder-land or
the disembodied head of Nicole Brown
Simpson, among others.

Aside from interacting with other avatars
(via keyboard only, though voice commu-
nication is in the planning stages), there's
not a lot to do in Worlds Chat. One can
go out on the roof of the space station and
admire the stars and the earth, or go in
and ride the escalators in one of six areas
devoted to Food, Geometry, Ideas,
Technology, Textures and Words. There’s
not very much difference among them at
this point, though that can be expected to
change as Worlds Chatters begin experi-
menting with the possibilities of each area.

Worlds Inc. isn’t just watching people
interact online. They are moving and shak-
ing the 3-D Web with several other works
in progress. Steven Spielberg’s Starbright
Foundation and Worlds Inc. are creating a
non-profit virtual world that links hospital-
ized children
from around the
C()Unh"\' ﬂl]d even-
tually, from
around the world.
Though not pub-
licly accessible,
Starbright World
allows children to
interact in a 3-D
world where they
can play and
roam, despite
any physical
limitations.

On a less altru-
istic front, Worlds

and Visa are collaborating to bring a “virtu-
al bank branch” to the WWWeb. While
many banks have home pages on the Net,
they are all in HTML. Visa’s 3-D site will
allow users access to online banking ser-
vices in a realistically modeled building
peopled by real bank tellers, connected by
modem to the site.

Lastly, Worlds Inc. and IBM are offering
from the stringently academic to the purely
playful. Two less serious exhibits are a real-
time VRML clock that will tell the local
time when the user clicks on a world map
and a collection of 9600 faces arranged in
the shape of a spiral galaxy.

Serch is a service of Scott Virtual Theme
Parks (http://www.clark.net/pub/theme),
groundbreakers on the 3-D information
highway who will build a roadside stand for
you, for a price. “Reality with Personality,
Unreal Estate and Content with Attitude”
is what they offer to business clients, but
the SVTP site promises they are “develop-
ing innovative, wild amusements for the
world of 3-D on the Internet.” Today, join
the Inter-Galactic Network, and play with
the Virtual World Factory where you can
build your own 3-D world by pointing and
clicking, no programming necessary, or go
to Monkitaka Macro Polo, a pre-alpha ver-
sion of the first-ever multiuser VRML
world. Right now, it'll seem a little barren,
as there’s only one user at a time.

Virtual Vegas (http://www.virtual.
vegas.com) offers a variety of online experi-
ences, whether or not you have VRML, but
it’s more fun to cruise that way. With small
amounts of cheesecake and large amounts
of hype, VVegas expertly targets the largely
male demographic of the Internet. There’s
gambling (just for fun now, but soon you
will be able to destroy your credit online
easier and faster than giving your credit
card number to strangers on AOL), and the
Ms. Metaverse contest, where you can view
the photos, read the personal information
(for some reason, there are a lot of bisexual
chicks in this contest) and judge the beauty
contest yourself. Sexist, but not closed-
minded, the contestants range from drag
queens to animated babes (Cherry Poptart,
queen of X-Rated comic books). Future
projects at VVegas include a promotion
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You say "M Ward 1 play & game of chess?”

with the Luxor Hotel in Las Vegas for pro-
motions and game applications, and a deal
with Caesars Palace Forum Shops, an ultra-
plush fantasy mall, to make a virtual mall.

. Virtual Vegas promises to provide CD-
ROM games and
e online service ¥

within a

E 3-D
“ environ- ”f =
® ment that will * e

§ ‘“offer games, adventures,
" maqvies and music, as well as casino
s \gax ing. Virtual Vegas intends to be a major
A+ Ppresence in the development of home-
based casino gaming applications.”
\  E~Scape (http://www.t0.or.at/e~scape) is
82, “3-D environment in the make” where
‘é\s will “walk through hyperreal cities,
‘ isit bars, libraries, cinemas, spaceports, lab-
' oratories and hollow planets.” Three com-
;. merdial areas—Zero News, Planet Zero
ahd Synreal City—will be available from
thi %ropean server. A product of the
ute for New Cultural Technologies in
Vignna, Austria, E~Scape is an odd mix of
commercial and intellectual (in North
erica, that’s an oxymoron). Next to the
Is for online thrills, there are quotes like
one: “Digital telecommunication
ard hypermedia and the global connec-
\of the infosphere provokes an interdis-

\

f@

Only on Super NES®

ciplinary intermediation of art and science
on the basis of a society that is determined
through new technologies.” Sure dude,
whatever you say. Can you tell us where
the horny Net chicks are?

Other Interesting VRML Sites:

Virtual SOMA (http://hyperion.com/
planet9/vrsoma.htm) is a VR replica of a
real neighborhood in San Francisco
(SOMA=South of Market Street) where
most VRML software and development in
the U.S. is made. The Interactive Media
Festival (http://wwwspark.com/) is a yearly
competition that puts together a wide spec-
trum of disciplines involved in the creative
applications of the WWWeb and related
technologies. Most intriguing here is
Tierra, a “biodiversity reserve” for artificial
life, that can be explored as a 3-D environ-
ment in VRML. Lightscape Technologies
Virtual Walkthrough Library (http://www.
lightscape.com) has examples of VRML
architecture, including Jerusalem City Hall
and an operating room. Interactive
Origami (http://www.neuro.sfc.keio.ac.
jp/~aly/polygon/vrml/ika) uses VRML
models to teach users to fold origami
or maybe it’s just for amusement.
You decide. Objects At NASA
(http://coney.gsfc.nasa.gov.
mathews/objects/off2vrml.
html) is a library of 3-D mod-
eled objects. As befits NASA,
the objects include a WWI
biplane, a space shuttle, Buck
Rogers Fighter, U.S.S.
. Enterprise, a Klingon Battle
Cruiser, Romulan Bird of Prey,
X-Wing fighter, the Millennium
Falcon, a TIE Fighter and a
%" Super Star Destroyer. NCSA
VRML Homepage (http://www.
nesa.uiuc.edu/general vrml/vrml-
home.html). NCSA, home of Mosaic, has
examples of several different academic
applications, notably cosmology and math-
ematics. The cosmology and relativity
group has stunning VRML models of black
holes, dual black holes and exploding
galaxies. VRML Fractals (http://kirk.usafa.
af.mil:80/~baird/vrml) is the first VRML
site devoted to the study of 3-D models of
fractal geometry. This is important,
because fractals will probably take a big
part in creating realistic natural environ-
ments in cyberspace. These fractals of
trees, mountains and other natural features
are fu]ly modeled; the closer one gets to
them, the more detail
appears. Since fractals
take up a lot of disk
space, these are
available in differ-
ent levels of detail
(file sizes) from
small to large. @
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SPORTS ILLUSTRATED
hittpz/, .com/sl/
welcome.html

The :@ed

heavywelght clqm
pion of swimsuit

21" and sports mags is
looking for sparring partners
in cyberspace. A great site
based on its news and notes
alone, it pushes past the com-
petition with departments like
“The’Apocalypse is Upon Us,”
which points out the most
bizarre stories of sports, such
as a recent survey that listed
the likes of O.J. Simpson and
Tonya Harding among the top
20 most admired athletes, and
a pen that mixes ink with an
athlete’s DNA to fight forgery.
If the same stories appeared in

e Weekly World News,
dy’d believe it.

sports stories than on
With the latest informatiofifor
any team in any major sport
well as links to sites for teams,
players and fantasy leagues,
ESPNet has something for
everybody. Newspaper and
magazine features from

.. around the country give
 far-away fans a taste of
_home-team reporting,

: h
$Madio) can also download the

s andithe snte has ey
: added a weel

ﬂy

evoted: ESPNeQ—
(or those without a

catchy themes from the net-
work’s most popular shows.

Let the hype
begin! The
Olympic site for

. the Summer
Games in Atlanta has it all.
Ticket information, places to
stay, schedules of the events
and even a place to buy com-
memorative bricks.

If you've got the time ‘and
hardware to download the
audio and video portions of
the site, the site is a multi-
media dream. Brace yourself
for-avirtual fly-through of the
stadiums or a greeting by
Olympic Committee CEO'
and president Billy Payne.
The site also features what is
certain to be coming soon to
a T-shirt near you: the
Summer Games’ mascot, [zz

88 Beccsscnc0sssccccosccctbanessecsssocscospocccssassescossscns

ed to crowd mto Atlanta next
summer, this site will prepare
you for the event of a lifetime. ¢

WAKEBOMDIHG ONLINE
W/'M'l

An extreme web
site for an extreme

provides tips for beginners, the
latest advances for experts and
even explains what,in the hell
the sport is to those'who
haven’t heard of it just'yet.
Compiled by the editors of -
Wakeboarding magazine,
the site features editori-
als and interviews with
the sport’s most outra-
geous stars, accompa-
niediby killer photogra-
phy straight from the
waves, and there’s
none of those
annoying
Mounitain Dew
guys infSight.

or a new place to
hit the links,

7.1 . Golfweb’s com-
prehensive listing of
courses makes it one
of the most func-
tional sports
sites on the
Net. For
students
of the

by Mike Stokes

game, the site also offers the
latest golf news and a library
featuring old articles from
GD. The professional circuit
is tracked as well, with statis-
tics-and scores from the major
tournaments, including lead-
ing money winners and the
toughest holes. Where else
can you go to find a guy who
finishes in 150th place and
still takes home more than

$100,000-for his effort?

© ALLSPORTS/TIM DEFRISCO 1990



NHL OPEN NET
Inttp://www.nhl.com/

Leading the pagl

offs with cyber-

.1 . sites is the NHL’s
Open Net. As the game of
cold steel on ice makes its
move for a share of the televi-
sion market, the league went
all out to pick up potential
fans skating around in
cyberspace.

Along with the usual stats
and scores that make up
most of the major sports
sites, the NHL provides
fans with a complete
interactive experience with a
daily trivia game and a chat
board for hockey fans. Along
with team and player informa-
tion is up-to-date NHL news,
schedules and a marketplace
with the latest NHL merchan-
dise. The only thing missing is
a big, toothless guy to come
skating up behind you and
ﬁ check you headfirst into the

server.com/Tennis.itimi 3

At first
glance, the
Tennis Server
. doesn’t look like
much, It begins with a crude
tennis graphic that, when
selected, is blown up to show
a larger version of the same
crude graphic. Scrolling
down, however, reveals a top-
notch site. The Tennis Server
features the latest and greatest
stories direct from the sports
ticker to keep fans constantly
updated. It also provides links
to other official and unofficial
tennis sites. It also features
“Net Game,” a commentary
by David Higdon, senior
writer for Tennis Magazine.
The only bad part is the
sappy “Thank You” sec-
tion that makes even the
% most stuffy fans yearn for
{ a McEnroe outburst to
put an end to it.

© ALLSPORTS/JONATHAN DANIEL 1994

One of the greatest
spectator sports in
the world comes

. home via the
Internet on this site, which is
broken down into Indy,
Nascar and Formula 1. The
site features a comprehensive
history and statistics section
with winners, margins of victo-
ry and youngest racers as well
as the standings and race
results. There is also a lame
humor section with
Letterman-esque top 10 lists,
but keep in mind that the site
is maintained by an engineer-
ing student-not a comedian.

THE ULTIMATE SPORTS
HOME PAGE
hittp://www.odyssey.com.au/
sports/welcome.html/

One hundred per-

cent unofficial and

proud of it, a

.1 . couple of boys

from the land down
under have thrown the ¢
Internet on the barby &
and cooked them- ’.
selves up a site :
devoted to their
favorite sports. &5
With photos;
stats and

“e..sp» http:/nflhome.com/

game results for Australian
rules football, basketball,
rugby and soccer as well as

links to other cool sites, this is

the premier site for fans by

fans. Rumor has it that kanga-

roo boxing will also be added
next year.

By not getting

i1 statistics and set-

. . tling for the latest
box scores, MLB’s @ BAT is
an all-star web site.
Showcasing the players of the
week and other standout per-
formances in a photo gallery,
the site always offers a reason
to come back. Feature stories
and contests are available to
fans, while the ever-shrinking
Cal’s Corner tops it off with a

bogged down in old

countdown to Cal Ripken top-

pling Lou Gehrig’s record for

consecutive games. @

‘© ALLSPORTS/STEVE SWOPE 1994



OPEN THE DOOR TO THE INTERNET!

Open the door to the Internet!
N

This software
is your key

to the Internet!
Call our BBS

and get it right
now FREE!

Or call us and
we'll send
it to you!

/ / / ! l \ \ \

Everything You Need to Get On the Internet...Today!

TotalAccess® to the Internet is just minutes away!

EarthLink Network™ is proud to announce the release of register for complete Internet access in 5 minutes. Best of all,
Total Access, a complete software and Internet connection the software is FREE with your registration!
package for Windows. TotalAccess makes accessing the

. TotalAccess offers inexpensive local dial-up access for as liccle
Internet easier than ever.

as $19.95 for over 450 hours per month of free access time.

i |
Total Access includes Netscape Naviﬁator”‘, award-winning Access with speeds of up to 28.8k bps!

Internet access software, Eudora™, the most popular Internet Total Access also includes the least expensive toll-free 800
e-mail software in the world, and everything you need to access in the world!

TotalAccess Internet Dialer
connects you to EarthLink Network
at up to 28,800 bps.

PRALEE Betwaek Regibentin Get TotalAccess right now!

B r Internet nt 4 :
? ‘5:'; “m'zn);;:s et actoy Using your modem, call 213-644-9291 with your terminal set
2 to 8,N,1 (standard). Select tawin.exe and download it to your

computer. Ensure you have the binary option selected on your
Online help and how-to gives you terminal software. From the DOS prompt (in the directory you Netscape Navigator is powerful
.- every!hin? (Y MY YR G dovnloaded fawin.exe ino), run fawin.exe fo decompress Infernet access software, PC Magazine
tricks on tinding what you're looking for. “Editor’s Choice” award winner.

TotalAccess. From the Windows Program Manager File menu,
choose Run. Click Browse and find the setup.exe file in the
same directory as the tawin.exe. Click OK to install the

i TotalAccess registration soffware and get started. -or- E
Eudora E-mail is the most popular ol i sulis dosaataimat ot 213-6440500 oud receest € FREE technical support from our
Internet e-mail program in the world ke biradosenims R * . friendly technical support staff
0 progi 2 have TotalAccess sent to you. Y ppo J

, __ CALL NOW! 213-644-9500

Pl VSV Earthlink Network, Inc. 3171 Los Feliz Boulevard, Suite 203, Los Angeles, CA 90039
Fax: 213-644-9510 Info via e-mail: info@earthlink.net Live human via e-mail: sales@earthlink.net

i ©1995 EarthLink Network, Inc. Trademarks are property of their respective owners. Netscape Communications, Netscape, Netscape Navigator
L and the Netscape C logo are of Netscape Ct C Y




Studio e is looking for experienced programmers
and artists for possible PlayStation, Saturn, or PC
CD-ROM game development. Please send resume
and applicable work samples to:

Studio e

Department AD

1920 Highland Avenue, Suite 105

Lombard, IL 60148

Studio e and the Studio e logo are trademarks of
Studio e

- Studio e

Game Design

Game Development
SGI Computer Imaging

Advanced Pixel & CGI Artwork
Full Sound FX & Musical Orchestration



HEY!

Are You Sitting In
Front Of Your PC

Playing With
YOURSELF?

Why not invite some friends and

MAKE IT A PARTY?

JACK

THE OUTRAGEQUSLY IRREVERENT QUIZ SHOW GAME

BERKELEY

T o e CD-ROM or WINDOWS & MACINTOSH
- f &

D E M o Visit Yot?rr Local Software Reseller or Call

to Receive A JACK SAMPLER With A
WWW. berksys.com Full Hour of Game Play for $5.00



Here are the people our.

i parents warned us about

Kiss of Death marks the
first big-screen top billing
for David Caruso of NYPD
Blue fame. This time Caruso
finds himself on the wrong side of the
law as ex-con Jimmy Kilmartin. Jimmy’s
quit the wild ways of his youth to raise
his daughter in a respectable environ-
ment. He's traded in his street shoes
and party hat for “Honey, I'm home”
and AA meetings with his wife Bev
(Mad About You's Helen Hunt).
Showing up frenzied and late at
night, Jimmy’s cousin Robbie (Michael
Rappaport) persuades him to
do one last job. Robbie is
stuck for a driver for one of P

his boss’ loads of stolen cars,

and has made it clear that

Robbie’s continued health
B Fox Video

[

depends on the success of
this shipment. When the
police show up, the volatile
situation explodes. Robbie
and the rest make their
escape leaving Jimmy to
take the fall.

Jimmy pays for his
crime while protecting the
identities of his fellow
crooks. His one hope is to
get out of prison and give his family
the simple life they were living until
his lapse in judgment. Robbie
meanwhile tries to keep the home
fires burning by getting Bev
drunk and putting the
moves on her, which A&
thwugh an interest-

>

ing swerve of events sends her head-on
into a truck.

Back on the inside, the news of Bev's
death sends a grieving Jimmy to ¢
Prosecutor Frank Zioli’s (Stanley Tucci)
office. Jimmy exacts his revenge on
Robbie with tidbits of information that
lead Robbie’s superiors to believe their
henchman is the stoolie. Zioli is grate-

e

ful, but greedy. He coerces Jimmy into
becoming his inside man, forcing him
back into the life of crime he wants to
leave behind.

of Death a
12345

Kiss of Death is a simple cops ‘n’ rob-
bers drama showing both camp’s dirty
underbelly. Caruso’s proficient when it
comes to purtm)in: a man struggling
desperately to turn over a new leaf. The
film’s title is an enigma, as is Nicolas
Cage in the role of a bad-ass. Little
Junior’s ruthlessness is defused through
silly statements
that make the
character almost
impossible to
take seriously.
The film may not
win any awards,
but it’s a vicari-
ous view of the
grim and deadly

nightlife vou can
have if you hang
out with the kind

of people your
parents warned
you about.

—John Born
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s Liz Phair’s eight-song
Juvenalia a single? Is it an EP?
It really depends how astute
you've been in tracking down
Liz Phair’s works—i.e., if
you've heard the last five tracks,

previously only released on cassette.

I must be growing lax on my music
hunting. It's an EP to me.

Juvenalia begins with Whip-Smart’s
Jealousy (a good song from a good
album) then follows up-with andinspired
Phair-Material Issue remake of the early
80s classic Turning Japanese. Well...
classic is a loose term. Truth be told, the
original’s chorus from (“I'm turning
Japanese, I think I'm turning Japanese, I
really think so!”) got repetitive damn
fast. Phair and Co., however, have done
a workman’s job on the tune, adding
depth without taking too much away
from its sense of frenetic "80s synth-bop.

The last five tracks carry much more
of the rough sound of Exile In Guyville

“than the more polished Whip-Smart.
South Dakota has Phair mouthing the
male rock star lyrics “Baby, baby, really
like your hips. Man, I feel lucky tonight.

]
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I'm gonna get stoned and
run around,” while adding
the hilarious, “Hey, we're
goin’ to a rodeo town,
gonna get drunk and fuck
some cows.”
And that’s not the only
time steer maintenance
comes into play in
Juvenalia—in California,
Phair alternates between
- melodiously singing, “I tried
to tell you before, that that's
why I left California,” and
telling the old-bull-and-
young-bull-on-top-of-the-hill
joke in a faux-Joe Pesci voice.
Cow-fucking aside, Juvenalia is an
interesting mix of old, new and even
newer material —making a good addi-
tion to a Phair collection, while prob-
ably being an awful place to start in
on her. —]Joe Fielder
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“Finally, a CD-ROM that speaks to me! ”O ¢

great title for arousing
attention among the
beer-swilling college
crowd, The Beer Hunter
is actually aimed at
potential beer connois-
seurs than power-guzzlers
in search of a new drinking
game to play on weekends.

A celebration of beer and more
ically, an homage to micro-
breweries, this disc will appeal
most to the gm\\uw group of peo-
ple who have recently joined the
home-brewing craze.

Hosted by Michael Jackson
(veah right, like that Michacel
Jackson is a big beer drinker),

I'he Beer Hunter takes users through a
narrated History and Art of Brewing.
Produced by the Discovery Channel,
this CD-ROM is essentially a docu-
mentary tracing the first evidence of
beer in ancient Egypt and Meso-
potamia to the Europcan refinement of
the drink through the recent resur-
gence of microbreweries in the ULS.
Standard beer lingo is defined.
including the difference between pil-
sners. lagers and ales as well as what
ingredients create the distinet charac:
teristics of each. The CD-ROM also
takes a look at the brewing process in
both large and small breweries but
stops short of providing recipes.

Also included on the disc is a field
guide and a section called resources.
In the ficld guide, academic informa-
tion on styles of beer and the regions
of the U.S. where beer is brewed can
be found. Neither of which is very
useful or interesting, but a third sec-
tion discusses characteristics to look
for when tasting beer, such as appear-

sp

mouth feel and the
lingering flavor
(aftertaste to you
and me). This
knowledge is certain
to help you sound
really cultured at
parties before the
lampshade goes over

TECH SPECS

M Discovery Channel
B Mac

|n~. Im s uglnn" r(il the pe
Descriptions of these beers ‘III(I

hearty, “Cheers!

graphics of their labels are shofn.

1|l\ Ilu CD-ROM
reat. It looks like an
d leather book with
section tabs to flip from
Ay one topic to the next.

A click on the hnnlc

lets usey
it’s time to

with yougba
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You've played
Mortal Kombat®, Street
Fighter” and Primal

= e bl Rage" but nothing
g L=l & matches the spectacular
)~ game play and visual

power of Battle Beast,”
the ultimate fight game
from 7th Level.

i

D> E A ID <O N

Battle Beast sets the standard for game play and realism on the PC.
There’'s nothing like it. Guaranteed! Or your money back*

 Master more than 100 fight moves e Discover hidden bonus rooms and secret weapons
* Marvel at feature-film quality audio and animation e Fire rude interactive keyboard taunts at your
opponent  Outwit the computer’s artificial intelligence e Battle it out over network or modem

Question: What are Mortal Kombat, Street Fighter and Primal Rage? Answer: Redundant!

Welcome to the 7th Level.
Game over!

Visit your retailer for a free demo or download the Battle Beast Promo on AOL (keyword: SEVENTH) or Compuserve
(GO: SEVENTH) or on the Web (www.7thlevel.com). For more information or to order, call 1-800-884-8863 ext. 108.

7 th LEVEL *30 day money back guarantee. Call 7th Level for details (214) 437-4858.
®  ©1995 7th Level, Inc. 7th Level s a registered trademark and Battie Beast is a trademark of 7th Level, Inc. All other products are trademarks andy/or registered trademarks of their respective owners.




n the ongoing effort
to find new ways to
successfully inte-
grate full-motion
video (F'MV) into
computer games, we

now have Paparazzi,

Tales of Tinseltown, from

developers Museworthy, Inc.
It’s generally a bad sign

when the first 1S pages of a

+49-page instruction booklet are

devoted to loading instructions

and troubleshooting tips, but

Paparazzi is not

the usual com-

puter night-

mare. It installs

fairly casily and

the game play is

largely intuitive.

The plaver is

cast as a pho-

mgmphvr just

graduated from

art school. hot

to make it as a

celeb snapshot

Let's imagine that someone was con-
vinced by that Encyclopedia Britannica kid
and actually bought a set of the famed
books of knowledge. The postman delivers
the huge package to the person’s doorstep;
and the buyer rips it open. To his chagrin,
however, the buyer discovers a new organi-
zation strategy has been undertaken at the
Britannica offices, where all of the texts are
in one set of books, all of the pictures are in
another set of books and all of the picture
captions are in yet-another set of books.

That’s basically what the user is presented
with by the Space Shuttle Encyclopedia.
The information is there; it’s just a more dif-
ficult job to extract it than one would like.

The amount of info contained on the disc
is impressive. Texts on all sorts of shuttle-

related topics, lots of

el

CALLS

Space
Shuttle

lengthy sound bites are available, as
well as even a few video clips. Several
different shareware programs are provid-
ed to allow the user to delve into this
massive archive.

On the PC, a rudimentary text inter-
face ties together the various shareware
viewers and the images. It's very
straightforward but simple enough to
navigate around in. On the Mac,
though, there is nothing tying together
the various programs. This is fine for
experienced users, but those who aren’t

2

Encyclopedia

B System: Windows/Mac
B Publisher: Walnut Creek

artist in Hollywood.

There are six surrogate char-
acters, comprising the usual
range of Type A paparazzi per-
sonalities, and the gamer can
opt to be any one of them, or
all of them simultaneously
(don’t ask). Paparazzi also
offers users an interesting set of
tools, including the “Palmina-
tor 20007 cellular cable TV
that delivers lurid info on the
scene, and an art-deco camera.
Stalk the stars and watch lots

of semi-humor-
ous FMV clips.
Interesting most-
Iy as a novelty.
—Bill Kunkel

Encyclopedia

wants some inte-
gration of these
sections, which
this doesn’t give.
For hardcore
space enthusiasts,
this'll be an excel-
lent resource for
earch and

as adept will find the process infuriating at
first. Of course, with more people buying
computers for the first time, there are even
more opportunities for infuriation. Sound,
graphics and video are great, but the aver-
age owner

entertainment. This is not a product,
though, which is going to fan the flames of
scientific interest for anyone but the most
diligent users. That's too bad, because with
a little work, this could have been an excel-
lent educational tool —Ed Finkler
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Start having fun on Windows® 95 with Pitfall: The Mayan Adventure —
13 thrilling levels, fantastic side-scrolling gameplay, stunning animation
and a truly incredible soundtrack.

Because the best reason to upgrade to Windows® 95 is. ..playing!

076225

For Windows 95 |}

Now Available for Windows' 95

Swing by and win @ http://www.activision.com

> £ x99 Hx13 ‘
The original PITFALL! - Hidden in the game! Grab a vine but don't look down! C I ISION ®

PITFALL! and Activision are registered trademarks and Pitfall: The Mayan Adventure is a trademark of Activision, Inc. Microsoft and Windows are registered trademarks of Microsoft Corporation. Al rights reserved.
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Doom comes a-callin’ for the Super

It's hard to believe that there is any
video game fan on the planet who
hasn’t played Doom, but it’s truc.
While millions have played the hyper-
popular computer game, fans who
haven’t upgraded from 16-Bit systems
have been deprived of one of the most
compelling video games ever made.
Until now.

By way of explanation to the totally
unclued, Doom is a science-fiction/fan-
tasy shooter game where the player

takes the role of the last surviving space
Marine on Mars. In an experiment
gone horribly wrong, base scientists
inadvertently opened a gate to hell.
The fell denizens of that realm have
come I)Ulll'

g through, slaughtering
everything in their path. It’s up to you
to fight the sea of adversaries, find the
hell portal and close it.

What made Doom such a thrilling
experience for computer
gamers translates perfectly
to the Super NIIS. While

many, many games pit the

MY

Shinobi is that rarest of franchises; Sega
has never produced a bad game under its
namie. Since the dawn of the 16-Bif era)
SoA has published ome supesb.Genesis
Shinobi game-and a se¢ond that was, atithe
leasthvery'goodi There Was'evenma firstfate
Game Gear Shinobi action-adventure.

Now comes Shinobi Legions for the
Saturn. Legions is a very good action game,

o o [

ES

player against overwhelming odds,
Doom lets you see it in first-person per-
spective. There are the same five levels
of difficulty, from I'm Too Young to
Die to Nightmare!! There are three
scenarios; Knee Deep in the Dead, the
Shores of Hell and Inferno, with five or
six areas cach.

The scenario names give a clue to
what they hold. With an increasingly
bigger arsenal, the player blows away
an increasing number of bad guys, real-
ly bad guys: demons, mutated ex-
Marines, minotaurs and worse.
Fortunately, they can all be taken care
of with the proper application of over-
whelming firepower. Shotguns, Chain-
Guns, Rocket Launchers; they’re all
here, all the way up to the BI'G (Big
I'~king Gun) 9000.

Graphically, well, Doom for the
Super NES doesn’t threaten Donkey
Kong Country for best-looking Super
NES game. Things pixelate pretty badly
sometimes, but fortunately this is one
game whose fun factor doesn’t hinge on

TECH SPECS

B PUBLISHER: Vic Tokai
W SYSTEM: Saturn

B THEME: Fighting

W MEGABITS: N/A

W PLAYERS: 1

K&lliR

‘

graphics. It also helps
that the sound is
great, establishing
"l()()(‘ 2"](1 P:IC(‘ more
expertly than music in
any other hundred
L’ll"lc\.

If you own Doom
or have played a lot of
it on the computer,
this 16-Bit
platform
version

won’t do
much for
you. If, on
the other
hand,
you've
been itch-
ing to play
the most
influential action game of the "90s, get
cracking; you've got a lot of blood to
spill. —John Wesley Hardin

fast-moving with the usual collection of
exhilarating power-ups.

Shinobi and Double Dragon popular-
ized the scrolling street-fight genre in the
arcades and on home systems. While play-
er-char: in this type of game don’t
possess the overwhelming variety of secret
moves, fatalities, ad nauseam, they do get
the satisfaction of moving along, battling
enemies and acquiring cool power-ups
and special weapons as they go.

Shinobi Legio takes advantage of
the Saturn’s 32-Bit sound and graphics to
produce the best looking and sounding
game in the series history—clearly mak-
ing it a must-have for Saturn action fans.

—Bill Kunkel
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-rhe Semag-Resal, a vicious, "\ g
,g alien race from the *
! Nacirema system, have ;'
conquered and invaded the
earth. Scattered bands of
rebels are Earth’s last ®
hope of breaking Semag
rule. As one of the
volunteers, your mission is
to free the humans stored
in stasis at each base and
destroy the sentient “boss”
robot. You are equipped
with a bio-enhancer which
increases your normal
ahilities, an energy shield,
and your chosen weapon.

unique a
2 player
caaperative o)

16 levels with
bonus rounds,

4801 Lincoln Road ¢ Albuquerque, NM 87109 » (505) 880-1718
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hen the history of late 20th-century
guitar-based music is compiled
social scientists will no doubt take
note of a small subgenre called
indie rock, which they’ll no doubt
characterize as a category dominated
by members of the middle class moan-
ing about ionshi bival

record stores will recognize many of the
names on the track listing: the Grifters,
the pride and
joy of Memphis,
contribute their
usual wobbly,
woozy, fuzzback
brilliance on

ps and

in recordings of low quality, usually
available in miniscule quantities of
vinyl. If you want to get ahead of the
curve and start compiling those soon-
to-be-valuable indie rock collectibles
now, you couldn’t do much better
than this collection, which unites
some of the indie rock’s biggest—or
is it smallest? —names.

Originally released on limited-
edition vinyl and now available on a
single CD, this compilation is the
latest in a series of Red Hot projects
put together to raise money for
AIDS relief. Those
with nothing bet-
ter to do than hang
around independent

This sequel to the PC and Mac hits
The Journeyman Project and The
Journeyman Project Turbo features all

the the excellent game play and graphics

of the original, but brings it all to an
entirely new level.

For those not familiar with the
premise, the game begins in the year
2319, where time travel is a reality.

Protected for its historical research value

but guarded for its disastrous potential,

Empty Yard; the

Red Hot +
Bothered:
The Indie
Rock Guide

to Dating Freedom
Cruise, a
B Red Hot/Kinetic Guided By
Voices side

4 project, offer
up a gentle
slice of psy-

hedelia entitled Sensational Gravity

Boy and 16-year-old Australian pop

the secret of time travel has been placed
in the safekeeping of the Temporal
Security Agency. Taking on the role of
TSA agent five, the player awakes one
morning to be confronted by your future
self, who informs you in the year 2328
you have been falsely f
altering history. In order to prove

your innocence, you must travel
through time, collecting clues from
such disparate locals as Mayan

+Bothered

king Ben Lee grooves it up with a
scratchy bit of Bondi Beach Boy rock
called Mouthwash. Other
stellar cult artists like
Built to Spill, East River
1 Pipe and Lisa Germano
pitch in with admirable
efforts, as do indie rock
superstars like L,
Barlow of Sel

(as Folk Implosion
Jenny Toom
Tsunami,

she had to

fam

fine collection, even
their fidelity high, not low. I
hate comps becaus

than a couple of dec:

cause, so just go buy it already!
—Mo Ryan

catacombs and Leonardo da Vinci’s
Milan design studio.

While many feel Myst is the best story
line to date in computer gaming, the
designers at Presto Studios have done an

TUEW TECH SPECS

attempt at
unseating it, cre-
aiinsaeanic W PUBLISHER: Sanctuary
that requires at 4 2
Woods Interactive
least 50 hours of et :
play. If you're W SYSTEM: Win/Mac CD
f W THEME: Adventure
W MEGABITS: N/A
W PLAYERS: |

looking for
another shoot-
M LEVELS: N/A

"em-up, you'll
just have to look
somewhere else.
—Roy Bassave
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s part of the popular culture, video games are sub-

ject to the whims and fads of the mass market.

Fashion determines when genres and interfaces rise

and fall. Eight years ago, top-down perspective car

games were big in the arcades and 8-Bit market

home consoles. The player looked down on the
action as his car zipped around the track. Today, any survey
of racing games makes it obvious that what
the people want is first-person perspective
or at least something down close to the car.
What the people want is the experience of
real racing. Power Drive Rally doesn’t
deliver it.

There are many little things that try hard
to create the feel of real racing: The player
can race in a variety of off-road locations in
England, Kenva, ete.; the player gets to
choose which car to start with and repairs
must be made between each race, but the
top-down perspective makes the actual dri-
ving feel more like piloting a remote con-
trol car across a minilandscape. Of course,
that can be a lot of fun. Slewing the little
car around hairpin turns without skidding

=== off is really gratifying, but
that’s pretty much the game
| play high point.

While regular between-races
maintenance is a very real
part of racing, PDR takes the
| concept a little too far.
Damage is rated by damage to

T342n A | cight separate systems on the
* vehicle, like lights, engine,
ete. Ludicrously, running a race with no
% crashes at all causes minor (l:nnzlgc to the
L4 lights and other systems. Of course, this is

very realistic, but it scems overbearing
becausc it's more realistic than the dri-

ving experience. Why subject us to the

strictures of reality when we’re not getting
the sensation of actually racing? If all you want to do is play
with toy cars, well, anybody can sit in the mud and do that.
—John Wesley Hardin

1= YOUR

=t

can now be
ed. This is

attleTech equals
heavy-metal pain. \
Forget about romp- probably the single biggest
ing around a maze leap from the last version of
this engine, and it mak
big difference. The mech

with a BFG 9000 or
playing out those

customization is all poin
click with an e

depressingly deep “interac-

tive adventures.” You want
the great power it giv
The low points are that

e, we got 60 tons of
Activision claims this will

run on a 486/66 and it will:
sort of. But the shot del i
and other hassles make this a
joke. A 486/100 is the mini-
c . mum for a playable game.
.. Most players are going to

you.

l\CC(I to l)lll'(.']‘lil&(.' a ])f()grdnl’
mable joystick and weapons
controller. There are just too
many commands for the key-
board alone. But, if mechs i

TECH SPECS

B PUBLISHER: Activision
W SYSTEM: PC

B THEME: Sci Ii

W MEGABITS: 30

M PLAYERS: |

W LEVELS: N/A

siles. Get interactive on that,
pal. For those who somehow
issed it, BTech is a game of
the future in which 30+-foot-
tall robots battle it out with
advanced weaponry to rule
The graphics for
this game are clean and
sharp. Light is now a real fac-
tor in the game, with night
missions and areas obscured
by the shadow of larger
objects. Texture mapping
and other cool tricks make
hing look about as real
as it can and still move at a
decent speed. Imagine
about half a step below
Novalogic’s VoxelSpace tech-
nology and you are in the
ballpark. You can now walk
over objects. Any incline
below about 70 degrees is
short work for your mech; this
ou are no longer play-
mt-and-shoot fevel

are your thing,

this is the most advanced

mech game yet and despite

some equipment hassles, is

well worth taking for a quick

spin around the planet.
—John Withers

n batting in
a major league baseball

NIRRT arS
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NOW: ENTERING

S UPER- VILLE

any would have you believe that the The story in this first issue is about a superhero
comic-book superhero genre is dead or, at  named Samaritan and all the tasks he has to tackle
the very least, choking up blood. While in a typical day. The reader follows inside the

one would be likely to believe that after hero’s head as he struggles more with managing his
seeing the non-stop parade of big breasts, free time than the actual foes he encounters. His
big guns and carnage in most comics, but worries are simple enough for him, like natural dis-
fortunately there are exceptions. asters, saving a kitten from a tree or battling the
\V/ : Regardless of what misuses there are of the medi-  personification of fear—and though they usually

} um currently, there’s always the hope that  take up only a few seconds of his time, he has to
Ast c- #1 someone will grasp the genre correctly and  manage his time to save the world all the day long.
ro ’ty produce something on the level of such His only escape from his responsibilities are during
B Image Comics classic comics as Will Eisner’s Spirit, Jack ~ his dreams, where he flies without any worries.

s i Cole’s Plastic Man or C.C. Beck's Captain Thanks to Busiek’s everyman point of view while
Story by Kurt Busicf Marvel. Kurt Busiek may be the guy to do sustaining a sense of wonder, I'm actually finding
B Art by Brent Anderson it. As the co-creator of the critically revered  myself looking forward to future issues. That’s cer-

B Monthly B Marvels, Busiek has shown a knack for tak-  tainly rare in the contemporary world of superhero
4 ing the tired old genre and making it feel drek that usually litters the store shelves.
much like that first time you picked up a —Frank Kurtz

comic as a kid.
O

NOT

€’s funnier than most stand-up not only to outer
comedians and luckier than space, but inner
Captain Kirk in a no-win situation.  space as well. Roger

Roger Wilco:
Who is he, you say?
oface (uest b

“hero” of the popular and 4 W PUBLISHER: Sicrra
award-winning Space Quest B SYSTEM: °C

PC. Rugcr came from modest B THEME:
be, i mother worked as mers riddled N
a janitor, while dad maintained \ = the games W HD SPACE: 5MB

their meager quarter. | v with sci-fi M PLAYERS: |

Unbeknownst to Roger, he was ¢ puns, a la the LEVELS: N/A 5

medy Adventure

born a Siamese twin. Separated LS planet Delta

at birth, Roger was allowed to Burksilon.

keep all the vital organs while lll i is soon shrunk down to microscopic propor- [JELURCRILS

Mudge, was sacrificed S tions and injected into the bloodstream of ~  exception; it’s littered with knocks on every-

form (though strang od). ) fellow crew member Stellar Santiago. In a thing from Fantastic Voyage to Outer Limits,

went on to graduatc at the middle of his humorous take on Fantastic Voyage, Roger  Star Wars and Star Trek.

Janitorial Sciences VISP must traverse Santiago’s bloodstream, pass- If you're looking for a game that can take

TG TSI o NCTET (IOt P RSIFYOS ing through her stomach, gall bladder and  you away from the stress of work and life

LRI NPT TS | NG TSRS TR IR o OB other vital organs in a roundabout way to (and entertain the hell out of you in the
Space Quest 6 finds Roger assigned to her brain—wherein lurks the evil Sarpeo, process), then sit back, start your warp

the vessel DeepShip 86 as a Janitor who’s ready to end her life for good. engines and engage folks.

Second Class in a journcy that takes him In the past, Space Quest game program- —Roy Barsave

/~Cl1'F‘F/X‘FlleS/ ah—JUlde. DU U1t




THERE ARE SILLIONS OF PLANETS ) THE GALAKY
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avid Mack’s intelligent comic
drama continues to unfold in
| the fourth installment of Circle
of Blood. Mack has established
near-future concoction of a

P decadent Japan ruled by the

akuza—Japan’s infamous orga- ||

nized crime syndicate. Maintaining the 1
harmony between light and darkness is 9
cabalistic group known as the Noh.
Kabuki is one of seven “sisters” who act

hits the Saturn

oei has long mystified
game players with its
incredibly boring, end-
lessly complex Chinese
historical games. From
the original Romance of
the Three Kingdoms

release, Romance of the

i Three Kingdoms IV: Wall
of Fire, Koei has
recycled the same

menus.
Given that
most Americans
are only dimly
aware of their own
history, it seems unre-
alistic to expect
them to have any
interest of life in
warlord-driven
second-century
China. And, just
to make things even
more difficult, there are
literally 408 characters,

with names that
sound like “Cow Pie”
and “Hung Low.”
There are apparently
gamers out there who
actually find this type of
game entertaining. For the rest of us,
however, it’s a solid bore. —Z. Burroughs

Romance of

the Three
Kingdoms

W PUBLISHER: Koei

W SYSTEM: Saturn

B THEME: Historical Wargame
W MEGABITS X/\’)

W PLAYERS: 1-8

as the strong arm of
this organization.
Imbedded within the I
infrastructure of his
plot are numerous literf]
ary allusions, including]
references to works of i
seorge Orwell,
Tolkien and Shake-
speare. Mack deftly
avoids the trap of hon-

|

uniqueness attrib-
uted to a stunning

grasp of composition. ||

/ The blend of visual

" simplicity and complexi1
. ty Mack displays with

Kabuki is a reflection of

the story itself. Kabuki I

Kabuki is something |
all its own.

Mack’s stunning
artwork is reminis-
cent of comics leg-
end Frank Miller,
but has more in
.. common with ||

U““g
tired material W LEVELS: N/A these g -
through a variety of and abllk . cll’de Of BlOOd #4
scenarios. The other RE Yo b
process is entirely works ks (j(mncs 2
predictable: build cities, to the = \T‘ and Story by David Mack 31/0
make allies, go to war point of B Bimonthly o
and develop technology mere
all through a imita-
series of endless tion.

is the ideal synthesis of story and artwork
comic creators try to attain.

Kabuki’s single shortcoming is the
similarities it shares with numerous neo-
Japan epics that have preceded it. Any
Japanese will tell you that most Western-
ers writing about Japan shouldn’t be.
Mack weaves a story superior to any in its
niche, but the problem is with the niche
itself. Mack’s information on the culture,
from the language to the history, is
| refreshingly accurate in light of the many
attempts to tell stories set in Japan.
However, Mack continues the Western
tradition of portraying the behavior of the
Japanese as, in the majority, morally
depraved (Kai and the entire city of
Kyoto) but with glimmers of nobility
(Kabuki and the Noh). It makes a great
story, but sadly reinforces some negative
stereotypes Westerners have perpetuated
since Pearl Harbor. —John Born

the work of ||
H.R. Giger. |
Mack’s style
| continues to
evolve in Act 4,
attaining a :

¢

[ RN UL S NS e ™



256-color SVGA

elcome to SSI's WORLD OF ADEN, a vast

Wnew fantasy role-playing game world, where
ingenuity and imagination reign supreme!

It is the time of the Darkfall, a malevolent plague that
threatens to corrupt every living thing in the land.
ENTOMORPH ': PLAGUE OF THE DARKFALL " finds you
in Kyan, where you witness the ghastly power of this
virulent evil — the inhabitants are slowly being trans-
formed into giant insects!

The horror mounts when you realize you're trapped
in Kyan and destined to suffer the same fate as those
you've seen skittering into the shadows on six legs.

Time is now your worst enemy. Find the root of
these evil transformations while you still can — or
drown in the seething sea of insects that is Kyan!

This single-player fantasy action adventure features
an intense, branching storyline. Grisly combat with a
variety of deadly attack options. Mind-bending puzzles.
Treacherous traps. And ENTOMORPH is presented
in state-of-the-art high-resolution graphics — with a
(D-quality soundtrack that's guaranteed to make
your skin crawl!

WORLD OF ADEN, ENTOMORPH and PLAGUE OF THE DARKFALL are trademarks of Strategic Simulations, Inc.
©1995 Strategic Simulations, Inc. All rights reserved. WINDOWS is a registered trademark of Microsoft Corporation.

Play ENTOMORPH‘:" PLAéUE OF THE DARKFALL
and you'll never be the same...

WINDOWS 95 CD-ROM
for IBM & Compatibles

RUNS ON
WINDOWS®95
AND
WINDOWS®3.1

To Order: call 1-800-601-PLAY with
Visa/MC (North America only).

A MINDSCAPE® COMPANY



Here’s the
first sports competition for
the Sony PlayStation, Power
Serve 3-D Tennis. As a
novice to the real sport of

tennis, I spend more of my
time chasing the ball than hitting
it—and in this game there weren’t
any exceptions. An ounc
patience and a little bit of practice
later, however, and the game took on a
whole new life.

Power Serve utilizes the full potential
of the PlayStation’s 32-Bit technology,
easily setting the tone for future real-time
3-D games with its stunning graphic
Players are allowed full 360-deg

ty on the court and a choice of

350

n 1878, Lady Baldwin, an
outfielder for the 12-man
Milwaukee Cream Cities
professional baseball club,
"\ played in seven games. He
batted .222 in five games as an
outfielder (in which he committed
two errors), and had a 1-1 pitching
record in 17 innings of work.

Twelve years later for the 1890
Rochester Hop Bitters, a
pitcher named Ledell
Titcomb pitched to a 109
record, and
over his five-year
career, his
record was 30-
29. The 5’6,”

TECH SPECS

M PUBLISHER: Occan of America | .
B SYSTEM: Sony PlayStation e
M THEME: Sports

W MEGABITS: N/A

M PLAYERS: 1-4

W LEVELS: N/A

eight top tennis seeds (Andy Legacy
B(m Sunri Steve Edwars-Sweder
Mike Lee-Japan/U.S., Ru:
Germany, Angela Sant
Cappuccion-Argentina, Kumiko Abe-
Japan).
The p
players tz

spective is quite intense, with
ng up 3/4 of the screen with

407

PLAY

BALL

fact, there is no good reason whatsoever for
anyone to know about them, but it’s the stuff
of which baseball historians and stats-geeks
can’t get enough, and with Bill James
E chmmc Bux«.bull Encyclopedia for
Windows, they'll be entertained for months.
lnuullb]_\ comprehensive, The
Baseball Encyclopedia allows users to set-
tle debates by comparing their favorite

>

1?7 1., player’s stats season by season or by

23- career to determine who is

vear- best in any statistical

old category imaginable. ‘ I

s The CD- ROM also

also nick- offers biographical informa- rL

named tion on players, career highlights an

Cannonball. the top baseball stories of the vear both I
Other than i

on and off the field.
baseball, these two

men are not linked in
any significant way. In

settles o

Encyclopedia, is not flashy, and it’s made
I more for the guvs who collect baseball cards

Much like these old-timers, The Baseball I l

features so lifelike,

you'd swear it was

Wimbledon. Each play-
er possesses their own killer
on-court arsenal, including a
variety of volleys, backhands,
slices, lobs and power serves.

Though the graphics are impressive
they are at times a little shaky and mal
the game far from easy. It’s difficult even
when the opponent serves (at least in
real life you can hope for a lucky return).

incrementally easier and more e
over time. Soon enough, you'll find
yourself immersed in the spirit that is

—Roy Bassave

350

for the information on the back rather than
the pictures on the front. It contains no film
clips, audio or even still photographs of any
of the plavers, but it’s a valuable resource for
checking facts. Other than player salaries, no
fact is left hidden.

Extra features are limited to a “quote of the
day” and an option to see listings of Hall of
Fame information, including Cooperstown
inductee voting vear by year.

Probably the coolest use for the encyclope-
dia, however, will be in conjunction with the
upcoming Baseball for Windows.

For this game, any player’s
stats in the encyclopedia
can be imported for the
game. Finally, fans
will be able catch a
glimpse of how
the stars of

Bill James

Electronic i
Baseba“ fa:ing

the chin
music of
plavers like the
Cannonball
Titcombs and Lady
Baldwins of the-past.
—Mike Stokes

htfn/

Encyclopedia
W Miller & Associates,
B Windows




You’'ve waited long enough
for the season to begin . . .

... Don’t let it end now.

The newest edition of the Bases Loaded Signature Series.

Slide head first into the ultimate baseball simulation for the next generation!
The Full Season begins October 1995.

* Hyper-realistic 3-D rendered excitement.

e Exhibition, Variable Season, and Championship play.

e Complete statistical tracking.

e Trade deadline-updated 1995 team rosters.

£ [sTATsSE

OMIBPA MSA

Playstation

& SEGA SATURN

JALECO.

Jaleco USA, Inc.
Wheeling, IL 60090

This official seal is your assurance that this product
meets the highest quality standards of Sega™. Buy
games and accessories with this seal to be sure that
they are compatible with the Sega Satura™ System.

© 1995 JALECO USA, INC. JALECO, DOUBLE HEADER ARE TRADEMARKS OF JALECO USA, INC. OFFICIALLY LICENSED BY THE MAJOR LEAGUE BASEBALL PLAYERS
ASSOCIATION, MLBPA LOGO® MLBPA MSA. SEGA AND SATURN ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. ALL RIGHTS RESERVED. SONY IS A REGISTERED

TRADEMARK, PLAYSTATION, AND THE PLAYSTATION LOGO ARE TRADEMARKS OF SONY COMPUTER ENTERTAINMENT, INC
THIS SOFTWARE IS COMPATIBLE WITH PLAYSTATION GAME CONSOLES WITH THE NTSC U/C DESIGNATION.
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FOOTBAL

College sports simulation, minus beer

ast year, this was Bill Walsh’s
College Football. Now updat-
ed and sans Mr. Walsh,
CFUY6 tries to satisfy both

TECH SPECS

W PUBLISHER: Electronic Arts
J.SEart Game . W SYSTEM: Cenesis
%3;._55%;;232“ B THEME: College Football
W MEGABITS: N/A

the beer & peanuts casual

sports fan$ and the hardcore
football fanatic.Too often,

M PLAYERS: -4

football games are arcade affairs
that turn off the dedicated'or intricate
efforts that intimidate the novice.
College Football ’96 has the depth to

Sega. CFU96 looks somewhat like Madden
Football, with a perspective above and
behind the OB. The players are pretty good
size, and they are pretty well animat-

appeal to those looking for simulation,
but straightforward enough that even
non-sports fans ean playwith as little pain as possible.
CFU96 has all 108 division 1A teams, exclusive
rights to four bowl games (Fiesta, Orange, Rose and
Sugar), simulates weather from fair to snow to windy
to rain. The player can set up seasons, exhibition
games, make substitutions, set rosters and adjust
othér minutize down to what celebratory dance an
athlete will perform when a touchdown is scored.
Penalties, injuries, user records, over 400 plays and

ed, if occasionally jerky. One neat fea-
ture is the All-time Record feature.
When an especially long pass, punt or
field goal is made. the computer saves
it and whenever the record is broken
again, we get to see who did it when.
It gives a great feeling of continuity.
There are a lot of football games in
the market, and the level of quality is
leveling out to the point where choice

is based less on quality than personal

plenty of other details round out CFU96. Up to four people preference. If CFU96 offers what you're looking for, you'll
can play with a four-way adapter, 3-on-1, 2-vs-2 or 4 against the probably be very happy with it. —John Wesley Hardin
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Discover New CITies & TREASURES TraDE TECHNOLOGY WITH HISTORY’S

MosT LEGENDARY LEADERS

PCGAVE! [
(OVER 600,000
COPIES SOLD

L
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ow, the most celebrated strategy game of all time, Sid 4 Dictate how your civilization grows by

Meier’s Civilization® is available for the Super Nintendo controlling mankind’s greatest technical
Entertainment System. Starting at the dawn of recorded achievements including The Wheel, The
history - 4000 B.C. you must build a society and nurture it Alphabet, Mapmaking and Nuclear Weapons.  ButLb AN EMPIRE THAT NEVER FaLLs

towards the Space Age. In the beginning you'll labor to # Eam the respect of your people and the world by constructing

simply survive while building your settlements, discover- monuments such as the Pyramids and the Great Wall.
ing new technologies and fending off barbarians. # Every crucial economic, political and military decision is
As your empire prospers, you'll face competing civiliza- yours, from population growth to military power.
tions guided by history’s most legendary figures: 4 Choose from a list of flexible starting options, including five
Alexander the Great, Napoleon, Genghis Khan and many difficulty levels and the option of civilizing the Earth or a
more. Here’s your chance to test your capacity new planet altogether.
for expansion and domination. KO EI
Moot = = Available at your favriteretalers nationwide.
Licensed by KOEI Corporation Phone 15/3L8-0500 foradditional

1350 Bayshore Hwy, Suite 540, Burlingame, CA 94010 information or o order irect.

oc. © 1984 Inc Al rihts esned. M . . Super Niendo En om and the oficlsesare egitre adearks f W nendoof Aerica . © A nghs resened.
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orror films these days are
db()l]t as rare as an i"l(’]-
ligent talk show. With
that being the case, how

@ the hell do most of them
end up being sequels?

Normally, these films end up
falling flat, missing the surprises
of their pn.(ﬁel Admittedly, Candyman
11 is better than most, even \utlx its basic
premise. There's this IL;L.ndan figuge
based on the old Mook story u]ledﬁf iy
Candyman (f)l‘ned again/ 'by Tony Todd), I
who'll come callmg if ypu repeat his
name into a mirror fn(\hmu( By that |
mean he’ll tear you open with the hook
in place of his nght hand. (()ddl\
enough, people continue this practice.)
While the movie moves along in a fair-
Iy predictable manner (including a “reve-
lation” about the heroine played by Kelly
Rowan), there are moments that shine.

atter up!
It’s time
to crank up
your PC and
enjoy the latest
installment in the best-
selling HardBall baseball PC
series. It’s the baseball game you
always wanted and it’s at your finger-
tips. Forget the big salaries and egos,
here your pldwrs never quit or go on strike.
This game is just for winners.
Fmt off, players get an MLBPA add-on disk
where you can input and play any of 700 real
ballplayers, complete with updated stats and
photo-realistic rendered ballparks (each with
different altitude, field and wind conditions).

If you like keeping stats, then you’ll be com-
{3

sCross-my wooée' 4eg_,and I swear on i

imaty

Candyman

B PolyGram Video
One scene that takes
place at a snow cone 3
shop just recks with

egnvincing atmos-

there is a constant theme of decay hang-
ing over every scene.

Director Bill Condon proves he can
generate true suspense, but falls
prey to using the old trick of a
loud noise accompanied by the
introduction of something harm-
less—in fact, several times.

Tony Todd does an adequate job
in a character with limited emo-
tional range (with the exception of
the flashback). His C: isa

phere and creepiness. While you're not
surprised by\what happens, you can’t

_“help but be tiken in by the whole mood

of thie scene. |

Contributing to that mood is the cine-
})graphy. which takes full advantage
of the film’s New Orleans locations.
These are creepy, dark streets where one
might believe that evil beings dwell in
the backgrounds (besides Ann Rice);

W PUBLISHER: Sport Accolade

B SYSTEM: PC CD-ROM

B THEME: Sports

W MEGABITS: 10 or 18 with
add-on

W PLAYERS: 1-2

W LEVELS: N/A §

relentless engine of death. Once called,
you are doomed...unless the director can
come up with a solution. He does but at
the same time, he doesn’t cheat the view-
er in the process. It’s been quite a while
since I've seen a film that doesn’t suggest
countless sequels to come. For that alone,
Condon should be thanked for respecting
the intelligence of his audience.

—Frank Kurtz

against a real
live plaver, who
is as unpre-
dictable as a
knuckle ball.
Your best
bet is to get
this game; it’s
the most fun
you can have
playing base-
ball without
getting dirty.
—Roy Bassave

¢
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FIVE DAMNED SOULS: Trapped in the bowels of an insane computer for the past hundred
and nine yearsm Gorrister the suicidal loner wBenny the mutilated brute w Ellen the hysterical
phobic= Nimdok the secretive sadistw Ted the cynical paranoid ) ] .| ¢ ?—I
‘/’ ‘\' i M) ‘I;"
ONE CHALLENGE: The adventure plunges you into the tortured and hidden past of the
five humans = Delve into their darkest fearsm Dutwit the master computer AM in a game
of psynhulnglcal warfare m Disturbing m Enmpelhng-An adventure ynu won't easily furget 1l
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for those who prefer to only use the
mouse. Keyboard commands are also sup-

ported including good use of the number

pad, making it a natural to attack using the

mouse commands and move using the
number pad. Thunderscape’s graphics
give a great doom and gloom feel to the
proceedings, with well-rendered mon-
sters and backgrounds in a dreary and
dark environment that really gives the

TECH
SPECS

W PUBLISHER: SSI

W SYSTEM: PC CD-ROM
B THEME: RPG

W MEGABITS: 25

W PLAYERS: |

W LEVELS: N/A

1L34:

SS-eye; ‘I

aura of a world being invaded by
dark magic. While we're just being
introduced to Arden, this could turn
into a very interesting playing world.
Instead of pure fantasy,
there are also steam-
punk elements
to the game,
with a steam-
powered
technology of
a fairly high
level in evi-
dence: A steam
powered auto-
crossbow is one of
the more powerful stan-
dard weapons in the game. SSI
has done a fine job with Thunder-
scape and it looks as if Aden
could grow into a rich gaming
environment.
—]John P. Withers



EARTH DAaTE: 20872°.
SecTor: SovewHeRe IN THe
OuTteR FRINGES OF THe GALAXY.

As the hangar bay on Zeus
locks behind you, an eerie
sensation courses through
your being. There is no sign of
life and not a single sound in vl
the hangar except for the = . %
crackling of frayed electrical

wires. Bodies strewn about % . ™ -~
the station, the incessant drips

of water that seem to beat
loudly in your head, and the
foul aroma of something that
must have passed you in the
darkness violate your senses.

v ;Sb;')'h:'you will understand.

. THERE'S A LITTLE ALIEN IN

~ALL. OF us-" N
= -4' "‘m;’ﬁ Z

",n» al, )
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Tom Thumb Mondo Bizarro

magine if David Lynch had decided to make
) Eraserhead as a stop-motion animated picture
and you'll get an idea what this little gem is like.

Director Dave Borthwick has created a world
absolutely as creepy as can be. In a crumbling

* city crawling with countless inseets, @ poor couple
has an incredibly small child, who they name Tom
Thumb. From this point on, Tom goes through a series of
bizarre adventures (though he’s really a pawn to whomever
he’s with). Along the way we see this new strange world
through the eyes of the wee lad, andiit’s not at all pleasant.

Adding to the pervasive weirdness of this film is that
every single thing, human, insect or otherwise is stop-
motion animated. Borthwick doesn’t ise models of human
beings, he uses real fullsize human beings who move
along in weird claymation style. One can barely imagine
what an agonizing feat that must have been for the actors.
It’s worth it though, since all the while the human charac-
ters are doing things, animated bugs are crawling across
the walls or tiny people walking under foot. Tom exists
only as an animated walking fetus-like creature cooing to
his father. With Borthwick’s technique, there is no need
for mattes. As a result, the world with all its visual weird-
ness works very well
and every character
regardless of how it was
created belongs on
screen side-by-side.

At times, the story
plays like a traditional
fairy tale. At other
times, it takes on a sin-
ister, dystopian, science-
fiction air. At other
times...it’s just strange.
The effect of simply
everything being out of kilter creates a relentless nightmare-
like atmosphere. Ultimately, it’s hard to categorize this
film. The only film it bears even a passing resemblance to
is Lynch’s Eraserhead, and even that’s slight. It's definitely
worth viewing, just prepare to get a little creeped out.
—Frank Kurtz

g e all know the type.

| They usually inhab-
it the dark recesses
of a college com-

~o. puter lab, sitting in
the office marked

“Consultant.” They're knowl-
edgeable, irritable (espe-

screens. They maintain a
generally jovial atmosphere
throughout the proceedings so
that even when one’s looking
for information about Stalin’s
regime of terror, a duck with

ﬁ

cially when you ask a
question) and lack
even basic social skills.

Most disgusting of
all, though, is the
supreme amount of
time they have to
search out all the hid-
den coves of the sili-
con sea and sail home
to brag to their friends
about it.

Those of us who have a
life can’t take the time to
play modern-day Ulysses, so
we must get back at the little
geeks any way we can.
Luckily, the marketing of the
Internet has brought with it
various guidebooks for sight-
seers and information seekers.
The drawback with this
approach is the ever-changing
nature of the Net. Archives
are shifting all over the place;
sites are going up and down.
It's a mad world, and the print
medium just can’t keep up.

Microforum’s Internet
Conneetion is basically the
Internet Yellow Pages on
CD-ROM, with a nice menu
system and a few multimedia
touches to make you think
that your Soundblaster wasn’t
a complete waste of money.
Some short video clips
introduce some of the

Internet Connection

MICROFORUM'S

Press any key

an oversized mallet is guaran-
teed to bring a chuckle. They
do slow down the process,
though, so the toggle switch is
appreciated.

The test of such a guide,
though, is the information
within. While some subjects
seem covered adequately, a
few seem skimped on. Beyond
that, there’s still the problem
of the static nature of a guide
like this. It would be optimal
if the user could add new dis-
coveries and delete old sites,
but there is no provision for
something like that.

As it stands, this is a nice
tool for users to have available
on their Windows desktop,
but it doesn’t address the
major problems that plagued
its print brethren. There’s still
no substitute for gobs of free
Net time. —Ed Finkler

i2 &5

HPUBLISHER: Microforum MSYSTEM: Windows
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Motorhome proves R.V. is the way to be
Yay fe,

istening to this exuberant “a B
debut by Motorhome is like tak- -
ing a ride on a roller coaster. There
are ups and downs and thrills aplenty, ) 9
® and the overall feeling produced by the ’
®experience is giddy excitement. A popular
eolive act in their hometown of Chicago for
e acouple of years now, the band has
taken the songs honed to perfection
on stage and used the studio to
¢ transform them into almost new
creations. Producer Dave Trumfio
obviously shares the band’s gleeful
pop-rock sensibilities, and together

A crashes in, and the roller-coaster ride
: Motorhﬂme 41’/'2 (¢ n@es. Superstar .md Hcll‘x B::Il\ take
* B Sex Vehicle M Dirt i a j
.
3 he and the band have taken
v Breeders-style tuneful alterna-
sl rock and made it into some-
e thing truly strange yet sublime.
. The disc opens with a soothing
5 voice telling listeners that the ¢
3 record is full of subliminal ment to the rccurding process, and it shows
| © 0 positive messages that will in every slightly distorted note. Sex Vehicle is
“help improve your life and an accomplished debut, as well as one of the
7 make it more successful.” Then most fun records of the year.
. the deliriously catchy hook for —Mo Ryan
. the first song, Sweet Valentine

Tt tp: //www dlglmark- t/ The




novelty street-fighting contests,
outdoing even the
Clayfighter
games for
bizarre visual
appeal

In Ballz; the
y various fight-
ers who do bat+
tle in the game’s semi-
3-D environments are com-
posed entirely of, well,
}_ balls. Spheroids that look
) like anything from
" wooden marblesto
round balloons are meld-
ed together to create a daz-
zling gallery of well-rounded,

)
. cople who think they know the
Flaming Lips because they heard
last summer’s heavy rotation hit
She Don’t Use Jelly have a surprise
in store for them. Jelly is sort of

indicative of the Lips’ gently twisted
take on reality, but the minimalist ditty
doesn’t prepare people for the full-on psy-
chedelic ear party that is a Flaming Lips
record. To experience that, groove on
down to your record store, pick up this
disc and get ready for a head trip.

Forget about all those songs you hear on
the radio concerning love, girls, angst and
other Gen-X topics. The Flaming Lips
want to tell you about watermelon guns,
laughing giraffes and outer-space jour-
neys gone awry. Clouds Taste Metallic is
the musical equivalent of a Christmas
tree —from afar it kind of seems like most

Your interest in this

5 product will be deter-
mined by two factors: 1)
i How sick are you of

slickly animated fighters. There are the
usual special moves (explosions and
cyclones among them), and lots of
extremely rude “taunting” gestures that
actually do damage 6 the fighter being
dissed! The big payoff: When a fighter is
defeated, they fall apait, dissolving into
their component spheres,

The “Director’s Cut” tag refers to the
fact that, unlike the earlier Genesis and
SNES versions of this game, the 3DO
edition gives play-
ers extensive con-
trol over the dis-
play. Fighters can
be viewed from
almost any angle,
from top down to
in your face.

other Christmas trees, but
up close you find that it’s
strewn with all sorts of
weird and quirky baubles.
The song titles, including
Psychiatric Exploration of
the Fetus with Needles,
Guy Who Got a Headache
and Accidentally Saves the
World and Placebo

Flaming Lips
B Clouds Taste
Metallic

B Warner Bros.

fighting games? and 2)
Does the idea of character fatalities resem-
bling the aftermath of a snapped pearl
necklace turn you on? — Bill Kunkel

TECH SPECS

M PUBLISHER: Panasonic

W SYSTEM: 3DO

M THEME: Fighting Game

B MEGABITS: N/A,

W PLAYERS: 12/ 9.

W LEVELS: N/A  “oJ7
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Headwound, give you a little taste of
the off-kilter alternate reality that the
Lips explore with their jaunty, White
Album-meets-
Nevermind tunes. The
truth is, despite their
sublime ability to rock
out, the Flaming Lips
are not really a rock
band. They are emis-
saries from another
planet who've been
sent here to get us to
stop taking life so
seriously and to make
us, well, get freaky.
With irresistibly
demented songs like
these, resistance is futile.

—Mo Ryan



B Machiavellian comp or
ejoice, makers of black hair dye —
this compilation will expose a whole
new generation to

the doom-
2] and-gloom sounds

of Joy Division, one of rock’s
most influential bands.
Emerging from the grimy
industrial city of
Manchester, England, in the
late 1970s, the somber yet infi-
nitely compelling Joy Division
changed the course of post-punk music, and

tribute to depression?

include Day of the Lords by Honeymoon
Stitch (otherwise known as Dave
Navarro of Jane’s
Addiction and Chad
Smith of the Red Hot Chili
Peppers) and the absolute
classic Love Will Tear Us
Apart by Stanton Miranda (I
don’t know who they are, but
they turn in a fine effort). Other
contributors include techno/rave
star Moby and the Star Children, whom
you might be familiar with under their usual
name, the Smashing Pumpkins. If you don’t

paved the way for everything from techno-
goths like Nine Tnch Nails to moody
alternarockers like Morphine, to name just
a few of the hundreds of bands influenced
by the rhyth-
mic, driving
J.D. sound.
The focal
point of the
group was
singer [an
Curtis, whose
moody bari-

Joy Division
tone resonated

M Virgin 3
through the

band’s dark songs like a gloomy church
organ on an overcast Sunday afternoon.
Courtis committed suicide in 1980, and

. since then his work with Joy Division has
become a touchstone for a

its synthesizers and bass-driven melodies
r

A Means To
An End: The
Music of

know much about Joy Division, this compi-

=

__________________________________________________ 1 D‘
many of whom are represented on Means to compl]ahon album called Permanent
an End. The opéning track, inawhich Girls  (Owest Records), will serve as more than
Against Boys takes on the dldssic She’s Lost " adequate introductions to the band, and if
Control, is an amazing displayiof controlled ' you're already a fan, these two discs are
fury and stands head and shoulders above reminders of just how much modern music
the generally fine quality df the othér songs  owes the revolutionary Manchester foursome.
on the compilation. Otherthighlights —Mo Ryan
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OUARTERBACK

t's December and the NFL
Season is near its end—does your
favorite team have hometown
advantage, or are they at home,
barbecuing kielbasa and commis-

erating with one another over a

1-15 season?

power in NFL
haps the best

tive (allowing for better vie
receptions), texture-mappe ]
updated player attributes, all of whichs
new standards for console football reali
The game uses a 35-degree, 40-yard,
over-the-shoulder field of view. Gamers
can select from among 19 of the NFL’s
top quarterbacks including: Troy Aikman,

hen the first
“World
Championship
Game” (the
term Super
Bowl wasn’t
applied until the
fourth of these events) was
played on Jan. 15, 1967, the
most expensive ticket sold for a measly 12
bucks and only half the stadium was full.
Nearly 30 years later, U.S. Gold’s Super
Sunday CD-ROM showcases some of the

greatest moments in the game’s history, along

with the records, rings, ticket stubs and a foot-

ball novice section explaining referee signals.
Finding the Super Bowl of your choice from

1 through XXIX, NFL commentator Pat
Summerall delivers a brief synopsis of the
game accompanied by still photographs.
Options are then given to review footage of
game highlights for both teams, even in the
most lopsided victories, and team rosters and
complete game summaries are also available.

CHERSE

Drew Bledsoe
and John Elway,
to compete in
Exhibition, Pre-
Season, Regular
Season, Play-Off
and Pro-Bowl
contests. What
makes the game
work is its realis-

e players very true-to-life
ced, weight, agility and strength.
sh, you may also exercise divine
ion to control weather and field
ditions. Snow in Miami or rain in
Arizona?Here’s the kicker (no pun inten-
ded)—you receive a playbook built into
your game with more than 430 offensive

On the first decade
disc, nostalgic football fans can visit
the fumanchu era of Broadway Joe and his
miracle Jets, while the second decade disc
brings back the headband billboard era of the
punky OB and his running refrigerator. The
third disc brings fans to the present era where

C

TECH S

M PUBLISHER: Acclaim
B SYSTEM: Sega 32X
B THEME: Sports

B MEGABITS: 24
M PLAYERS: 1-5
I LEVELS: N/A

CS
§

and defensive plays, plus
“Quarterback Signature
Plays” like 49er Steve
Young’s downfield scramble.
For extracurricular,
off-the-field fun, enter the
esteemed Quarterback
Challenge where you’ll
have the opportunity to test your video
game football skills against other NFL quar-
terbacks like Dan Marino, John Elway and
‘Warren Moon among others. Best of all,
customize your own OB and import him
into the regular season. Not even John
Madden Football can do that.
— Roy Bassave

~ the phrase,
“Neon signs,” has taken
on a completely different meaning.
Super Sunday also documents the best of
football’s modern era on both sides of the ball

~ from Doomsday Defense and Monsters of the

Midway to the high-octane offenses of
Montana and Young.

Licensed through Team NFL, NFL Films
and the NFL Players Association, the design of
the three-disc set is of the highest quality, both
technically and visually. Some of the earliest
game footage seems overly grainy, and the film
clips are without Summerall commentary,
leaving them a little flat.

For a die-hard football fan, however, little
else holds the grandeur of the Super Bowl and
this CD-ROM.is a worthy complement to any
collection. —Mike Stokes

Official Super Bowl

Gommemorative Edition

M DiscUs

4

B Windgws




attle Beast begins with a Saturday morning-like cartoon that brings players up to
date on the machinations of “the evil toadman.” From there begins one of the
most...animated fighting games ever seen.
Players soon find themselves in the thick of things, taking on numerous oppo-
nents, against which they can use over 100 moves. With a bit of searching, one

TECH SPECS

I PUBLISHER: 7th Level
M SYSTEM: PC .

B THEME: Fighting

B MEGABITS: N/A

M PLAYERS: 1-2

W LEVELS: N/A

may discover the secret rooms full of special
moves and advanced weaponry (such as

(% g |

freeze rays and flame throwers). Players maneuver thet
sewer tunnels to fight scenarios called “war zones.” The Winner 0
(the only one to advance to the toadman’s lair) must the secrel
ry for the final battle. Having the right weapons, enefgy level and se
only chance of winning.

While playing, keyboard combinations are used to intera
phrases such as “you’re weak” or “you’re a wimp!” Battle
8,000 frames of hand-drawn, feature-quality animation (fiv
fighting games), digitally inked and painted by the same astists who work:
Beavis & Butt-head and Ren & The resulting effect is fight mov, mo!

fluid, extremely graphic express nd realistic reactions. This is a oné*ot-a-kind figh
. . . . . BY GAMERS. FOR GAMERS.™  *
me with graphics rivaled only by Disney animation. —Roy Bassave -
b ? ©1995 Gremlin Interactive Limited.
™ Interplay Productions. All Rights Reserved.
Sony® is a registered trademark of Sony Corporation.

| PlayStation™ is a trademark of Sony Computer Entertainment, Inc.
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Battle Arena Toshinden (psx) :
: Bloody EyeGouger (92x) :
ComixZone (Genesis)
. Judge Dredd (snes)
: Myst (satum)

. Raiden Project (psx)

Rayman (psx) Lost Eden
. Romance...IV (snes) - : MechWarrior I
Ridge Racer (psx) a4 Phantasmagoria

: Shadow Squadron (32x):
¢ Slam ’N Jam 95 (3po)
: Space Pirates (3po)
: Weapon Lord (snes)

¢ Wing Com. lll (3po)
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8. Kunkel
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Air Combat (piaystation)

Ascendency
. Blood Bowl
Casino Deluxe
. Celtic Tales
Chaos Control
. Die Fascist Pig
DiscWorld
: Final Unity
Full Throtte
: ishar 3
Jagged Alliance
: The Jourmeyman...2
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Blackfire (satum)

Bug (satum)
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Hell (3po)
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Kileak (psx)

NV ENVES
a» Y

The Ooze (Genesis)
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: Re-elect JFK
Slipstream 5000

: SpaceQuest Vi

Super Street Fighter II

: Terminal Velocity

Ukkimate Doom

: Virtual Log Rolling
Virtual Pool

‘4:4:3: X-Com Il
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Shinobi Legions (satum)
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Smurf Apocalypse (su)
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16 Tighter Stk T-16 Combat Stick— T-16 Tlight Stk Pro: Fosiitl C I TThvottl,

20 programmable 14 functions. 4 button joystick 20 programmable 12 programmable
functions programmable when functions. Makes other functions
used with the standard joysticks
Pro Throttle programmable as well.

For Mac and PC.

K 30 Tig oy 16 SRS QoSTS 2 (TR mor® Thitn TR
Oy 516@5@415 Swar, Peoyram all Tig
unQlions S you wanl, OO a ThrelTlR. and
Al wilh bolh hands. (SR 3 iy on TR St
aNARD, SRASTWR {lighl inSTrum gl
_youll &v&r usR, Or 3T aceusTormeD
To 9RITiny iSRS up your TalrR. €|

CH PRODUCTS 970 Park Center Drive Vista, CA 92083 Phone 619 598 2518 Fax 619 598 2524
Internet address: Amer. OnLine: CHProducts@AOL.com CompuServe: GO CHProducts PRODUCTS
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188s PAGES OF TEXT

18¢s OF PHOTOS,
VIDEO-AUDIO. GAME DEMOS
MARKETPLACE .PLUS MOREN

Mortal Kombat 3 TH & © 1995 Midway Mfg. Co.
All rights reserved.
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the

front lines

of the

electronic

enter-tainment
revoliution

can be a

dangerous place...
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Now you can have FUSION, the
magazine of interactive enter-
tainment, delivered directly to
your house each month for the

i
THE REGULAR f

low introductory price of only Fusan, P Box 502 NEWSSTAND PRICE) |

Lombard, IL 60148

$23.%. You'll get the first word
on the latest electronic enter-
tainment innovations, reviews

and more that will keep vou in ||| S

the kno\l\f. Clty——
State Zip Sex: M/ F

Subscribe to FUSION. It may - Born 19

not improve your chance of Q 1-Year ($23.95) 1 2-Year (44.95)

survival, but it will show you Q PAYMENT ENCLOSED Q1 Bill Me

ho\/\" to have a good tjme. Please wait 6-8 weeks for your first issue to arvive. Make check or money order payable to Decker Publishing.
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3D0 REDEMPTION for a fact that the new

FUSION, Macintosh operating system
In general I was disappointed ~ Copeland is going to make
with the gloomy picture you Windows 95 look like crap for

painted for the 3DO. You con-  at least four to five years until
centrated on the dark past, but they can catch up to the

failed to show the light at the Mac’s level

end of the tunnel. The fact is, All T have to say is people
at present, 3DO is doing better  should buy the best product
than it ever has, reporting out there based on perfor-
healthy sales even in the slow mance and not on hype sur-
season of the summer. There rounding the owner of the

has been a consistent release of ~ company.
games, albeit no landmark

games per say, but fun games

nonetheless. With the new

$299 price, and strong software We agree with you Jamie, but
lineup, upcoming advertising that won't stop us from plaster-
in mags and TV, 3DO seems ing his picture all over our mag
to be doing a lot of things every month.

RIGHT. It is unbalanced
articles like yours that will
lll]dC[l]]il]e any gUUd momen-
tum 3DO has built up. A per-
son reading your 3DO article
will most likely form a nega-
tive opinion of the 3DO, and
won't even give it a chance,
because you didn’t give them
all the facts!
Larry L. Stewart
—Plasmorg—
Plasmorg AOL.@com

GATES SHMATES!
Dear FUSION,

Microsoft, Microsoft,
Microsoft! When will this fasci-
nation with Bill Gates end? Yes
he’s young, interesting and he’s
incredibly rich but do these
attributes warrant endless press
and attention? Maybe it’s time
to evaluate his products. I know

Jamie Finn
Portland, ME

KOMBAT VETERAN  THE DOLE EFFECT

FUSION Editors, Dear Sirs:

Excellent piece on Mortal Thank you for your excellent
Kombat’s Kano—Rich Divizio.  article on Bob Dole.
I think it’s incredible the way So many “popular culture”

people can become famous magazines feel threatened by
from being a character in what Dole has to say and

a video game! What's choose to attack him.

next, maybe web sites It was very refreshing to see a

that feature their own- (new) mzlgazine take the higll
ers will rocket them road and actually analyze what
to fame? Of course Candidate Dole was trying to
~ web surfers never say. I look forward to my next
" leave the house so issue.
they would never spot David M. Westhart
anybody anyway. Richland, WA
Keep up the good
work FUSION dudes. David, we try to offer both
Gunter Hansen  sides of most arguments unless,
Battlecreek, MI  of course, we're talking about

bitchin’ rides— Chevy rules!



THE MAGAZINE OF MOVIES, TELEVISION AND NEW MEDIA ON THE EDGE

GET 12 ALL-COLOR, ACTION-PACKED ISSUES FOR

ONLY $19.95

Save $10 Off the Regular Subscription Price!

SR i3SI The coupon below is your VIP pass to

‘ EXCLUSIVE: ROCKETING INTO FOX'S ‘SPACE’

special savings on a charter subscription
G’NESGAPE to the only full-color monthly magazine

THE MAGAZINE OF MOVIES, TELEVISION AND NEW MEDIA ON THE EDGE

IR of science fiction, action, and adventure
gl movies! Save big bucks and get the first
L11[[J12; ] word on the hottest new movies and TV

lgss every month!

THE FIRST LOOK

AT NEXT YEAR'S

Get 12 full-color issues of CINESCAPE for only $19.95! You’ll get the
: hottest previews of upcoming movies and TV shows, plus special

: interviews and behind-the-scenes reports that can’t be found

T TEE I Y] : anywhere else!
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FUSION,
Sandra Bullock is incredible!
I really did not expect to see
her in the pages of FUSIO
but I must say I am pleasantly
surprised
The Net and other movies
cashing in on the computer/
information highway craze are
interesting but still need some
solid writing to be really su
ful. I went to see The Net
basically to see Sandra
Bullock. I'm not sure if I
would have gone if it were not
for her. I guess there are a lot
worse things to base movies on
than computers. Keep up the
movie coverage as much as
possible but please don’t
become Film Threat!
Allen Robinson
Chicago, 1L

Don’t worry, we won't,
but do look for more
movie coverage in our big
Hollywood issue coming
up in November.

THE JIG IS UP
FUSION,

You guys have diversified
your magazine well. I have
been happy with the new sec-
tions like Reactor and Culture
Shock, but I haven’t seen a
damn thing about precision Jig
grinders yet!

Jack Pardy
Kenosha, WI

w you know we
aim to please, Jack.
Look for a review
on the Moore
G-18 Precision Jig

inder in our
December
issue, just
in time for
the lovely
holiday
season.

http://www.well.com:80/wwwdljones/

1 to life, the universe and everything is 42 as any
reader of Douglas Adams™ The Hitchhiker's Gitide to the
Galaxy is well aware; Shrouded in miystery, the number

THolds the meaning t6"0ur equivocal and oftén-bleary lives.
~ Giddy fanatics of Adams’ popular space-comedy-of-errors,
every are finding that the number 42 indeed does have
significance to the cosmos. Religiously, sightings of the num-
ber are being recorded for public deliberation on The Deep
~Thoughts web site, http:/Avww.well.com:80/wwwdljones/,
¢ the author’s USENIIT message, “It was a joke...I sat
my desk, stared into the garden and thought ‘42 will do.”™”
Where has the number 42 been sighted thus far? In the
k Jumes and the Giant Peach—the centipede has 42 legss

Dysfunctional Family Circus (http://www.cis.

upenn.edu/~mjd/dfc/dfc.html) This veteran site is
still one of the funniest to behold. A dark twist on
the ever-trite Family Circus comic strip, net-goers

can insert their own mischievous captions.

Gateway to Darkness (http://coel.engr.umbc.

edu/~vijayl/home.html) This Gothic web server

entombs the dire sounds, images and clips of the

dreadful dead. For nyctophiles.

The Virtual Pet Cemetary (http://www.
lavamind.com/pet.htmi)If your thoughts are
haunted by Bugsy the Iguana’s unceremonious

toilet-flushing burial, fret no more. The Uirtual Pet

Cemetary will allow pet-owner widowers to

properly inter their beloved in cyberspace tombs.

Simply e-mail epitaphs to: pet@lavamind.com.

And Don’t forget to check out more at
http://www.Transfusion.com

THallll

Thanks, everyone, for writing, We welcome

nd e-mail and beer donations—the

your lett !

more the merrier! Send your snail mail to:

Fall Out c/o FUSION . . . . . 1920 Highland . . .
....Suite 222 . . .. Lombard, IL 60148 .

. . . Webmaster@WWW.Transfusion.COM .

in Pulp Fiction when Samuel |
Jackson cites Fzckicl 25:17—
numerals, which when added,
make 42 and most intricately

in the word Iron Sulfide —
when turned into the numbers
of the alphabet, the first three
digits yield a total of 42, the
next three add. to 54 (which is
what 42 would be'in base 10,

if 42 was originally written as-base 13) and the final numbers
add up to 36 (42 in base 12). For those interested in Douglas
Adams, http://www.galcit.caltech.cdu/~jdavis/hhgttg html. @
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everyone is bound for on-

line publishing these days
from self-help guides to origami
instructional sites. Why should
comic books be any different?
Released with the long-awaited
Microsoft Network, Virtual
Comics On-line promises to
bring a whole new team of
superheroes to the Net.

Leading the chin-up charge
for MSN is Director and Editor
in Chief of Virtual Comics
Danny Fingeroth, the erstwhile
mother wit behind Marvel’s
Spider-Man line. “Think of it
as a newsstand of new comics,”
says Fingeroth who'll be pen-
ning They Call Me...the Skul,
to be designed and penciled by
Ron Lim.

I t seems that everything and

Marvel Comics, in associa-

tion with Toy , Inc. has also
played its hand at interactive
publishing with CD-ROM
comic books. Sound effects,
zoom-in and zoom-out abilities,
and trivia games will, ostensi-
bly, enhance the reading expe-
rience for consumers. The first
of a series of releases include:
Spider-Man, X-Men, Fantastic
Four and Iron Man. Each title
will contain more than 80
pages of digitally re-colored
action, although beware the
many merchandising traps—
Marvel has made sure to
include tie-ins to their televi-
sion shows and other nifty
corporate products.

In response to Marvel’s CD-
ROMs, Fingeroth vaunts chat
rooms, a growing library and
collectors material. “Virtual
Comics will become the one-
stop comic book place. @
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ill Gates has tinseltown

fever. After appearing in a

Coca Cola television ad that
aired during Microsoft’s 30-minute
Windows 95 infomercial, Hollywood
insiders say the $13.5 billion man
exhibited a yearning for the little
thespian that lay within.

Currently, Gates is leveraging his
influence with DreamWorks SKG
to strongarm some lead male roles
for himself, including: A Room
With a View II: Windows 95, Look
Who’s Talking Once Again (Bill
plays the voice of a computer),
DOS Boot, Heaven’s Gate II, Oh
God, I'm Rich! (replacing veteran
George Burns as God), Ruthless in
Seattle, RoboGate, Rear Windows
95, and My Own Private Idaho (an
endearing story about a guy who'’s
so rich, he decides to purchase his
own state).

FUSION managed to sneak
an exclusive peak at some of the
other films Gates presently has
in production. o
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n the 17 years I've
spent in the elec-
tronic gaming

industry, the most
curious of all the
phenomenon I've &
encountered is the
strange and intense
partisanship that
users develop tor
different hardware’
companies.

There are Sega o
ers and Nintendo
and even an extremely™
vocal segment of Atari pa
tisans. Beat the woods hard®
enough and you may even
flush out a cadre of Neo*Geo
or Turbo Duo supporters.
These fans snatch up each and
every product produced by
these companies the instant
they hit the retail shelves. They
then talk them up, and, most
important of all, ridicule prod-
ucts from “enemy” companies.

This sort of loyalty is a dis-
tinctly human response. When
we invest time and money in a
piece of technology, we soon
find that we have an emotional
investment in that product’s
ongoing success.

But as time marches on, I see
more and more of the ugly flip
side to this near-mindless devo-
tion. For example, each time
devoted Sega minions are
burned by a ridiculous new
doorstop, their loyalty is thrust
into a crucible, where it melts
and hardens into a new entity:
Company Hatred.

“I was absolutely devoted to
Sega,” one former Sega slave
told me recently. “I bought the
T-shirts, read Sega Visions, told
everyone that Sega ruled. Hell,

1 even watched those terrible
Sonie the Hedgehog cartoons. I
knew the Genesis was the way-
coolest machine, and I loved
those ‘Say-Gah’ commercials.”
I'nodded. The profile was

familiar. “So wha
happened?” I asked. ™
“What turned your hunl
burning love into a lump @
smoldering hatred?” -
He sighed. “I guess it was the
Game Gear that started it. I
liked the Game Gear; it was a
neat system. But the games
were mostly terrible, and as
soon as Sega realized they
weren’t gonna take out the
Game Boy,” he winced at this
point, a reflex action he repeat-
ed whenever a Nintendo prod-
uct was mentioned, “Sega
seemed to give up on it. Less
and less software arrived, more
and'more of it stinko. But it still
didn’t really put a dent in my
love for all that was Sega. So,
when they announced the Sega
CD, I was at the front of the
line at Electronics Boutique on

the first
day it went
on sale.”
“That must've
been...a pretty tough
experience,” I consoled.
“What?” he asked sarcastical-
ly. “You mean getting a bunch
of rotten games with ragged
FMYV, stuff that was below the
standards of the Genesis? Yes,
Bill, that was pretty tough. But

“Go ahead. Say it. You'll
feel better.”

“I bought the...32X,” he
finally blurted out. “I've now
got three damn plugs coming
off my Genesis and I still don’t
have any decent games to
play!” At this point, his chest
began to heave and all I could
do was show him Panzer

‘wahab forned yoor hos

of horag lovs o a lowp

of "@mcolelgpmg habpsd® e eeeeereeseensencens
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Dragoon and Total

Victory Soccer on the

Saturn. His eyes
began to brighten
immediately.
“H-how much is the
Saturn?” he asked.
Then in a small
voice: “I was looking
at one yesterday.”

Yes, it’s hard to

lose the loyalty of
system fanatics, but

that doesn’t seem to

stop the major compa-
nies from trying.

How about that Super

Game Boy, for example,
Nintendo’s silly peripheral
for those dozens of near-blind
Game Boy fans who wanted
to see what the games actually
looked like, to their everlast-
ing horror?

Now Nintendo is planning to
drop the Virtual Boy in our
laps. This white elephant has
drawn raves from the main-
stream press, with CNN’s
“showbiz” know-nothings pro-
claiming it as “virtual reality for
the masses” and Entertainment
Weekly, a magazine that has a
handle on everything in pop
culture except electronic enter-
tainment, declared the Virtual
Boy: “a triumph —the most
striking innovation in mass-
market electronic gaming
since...the NES” In reality, of
course, this is'a device that is
neither “virtual” (it's actually

single-color 3-D) nor a “boy” (it.

.ismot portable and must be
‘mounted on a tripod). And the
beat goes on.

As we've seen, it’s a hard
thing to turn around a true
fan, but the current deluge of
poor product is doing it, slowly
but surely.

Love turned to hate is an
ugly thing to see. @



Sho & twin brother Kazuma don’t thin
Kazuma’s got a vendetta against him, 2
has made arrangements with several

mercenaries to wipe him off the face of
this earth. A bit bitter you say...

when they were growing up.

Sometimes you just can’t depe

I VIC TOKAI INC.
22904 Lockness Ave., Torrance, CA 90501

SHINOBI LEGIONS is a trademark of © Sega Enterprises, Ltd. 1995.
Distributed by VIC TOKAI INC. For more information call (310) 326-8880.

<& SEGA SATURN
Sega and Sega Saturn are trademarks of SEGA ENTERPRISES, LTD.

All rights reserved.

For any information on the ESRB rating and legal disclaimer
contact the Entertainment Software Rating Board at 800.771-ESRB




Rich Heimlich is a low-down, no

| I'm just talkin® ‘bout Rich, baby.

good, dirty, son-of-a....shut yo” mouth!
o e s ] 8 ) ) 1

Admitting other people have a problem is the second step

nother FUSION column

about copy protection?

You bet! The issue at

hand is the broken

promise publishers
made to consumers a few
vears back. It was a time when
publishers had serious packag-
ing problems. Floppies took
¢ than standard
lowed and their weight
added substantially to ship-
ping costs. It was around that
time that CD-ROMs first
came on the scene. Their ini-
tial sale was slow and publish-
ers moved to create consumer
interest in CD-ROM drives.
Publishers promised: “CD-
ROMEs are f: ost effec-
tive than floppics and that sav-
ings is something we can pass
on to our customers.” Pub-
lishers succeeded in creating
interest CD-ROMs and CD-
ROM drives are now every-
where. The customer, howey-
er, is paying the same if not
more for games. Where are
the savings? (Please, save the
e-mail to me about the
increased costs in other areas.
Sure, games have become big-

more

boxes

ger and more expensive to pro-
duce. That’s another issue.)
The market sets the price and
that price is all consumers will
bear (currently around $69).
Examples of price gouging
ant. Why should a
'D version of hockey
cost as much as the cartridge
version? Oh, because they
threw in a commercial and a
few silly video sequences?
The CD-ROM costs pennies
to press while the cartridge
runs morce than $10 to pro-
- -
duce. Next time leave the silly
video out and pass the savings
on to us. This reminds me of
the Seinfeld episode where
George, while having sex with
his sceretary, shouts out, “I'm
giving vou a raisel”, and feels
compelled to live up to the
promisc. Well developers, you

did the moaning and now
vou've got that guilty, tell-tale
smile on your face. It's time to
be responsible about this and
live up to the promise. Or was
this just another case of
“wham-bam thank you
ma’am”?

Do [ expect publishers to
roll back prices and honor
their promise? Madonna
would be more likely to join a
convent. Never fear though, 1
have a way for them to make
amends: get rid of those
ridiculous, legalistic, mumbo-
jumbo licenses included with
PC games. The time has come
for the Family License. Why
shouldn’t my wife and 1 be
able to share a game pro-
gram? Blockbuster doesn't
charge us twice to
buy a video. Next time I
buy a product, I should
be allowed to install it
a few times, instead
of just once. I.ct game
publishers figure out
new copyright details
(their legal depart-
ments need some-
thing to do), and
we'll just consider
things cven.

If you think I'm

er, herc's some

more food for

thought. A decade ago 1

was involved with the makers

of a hugely successful product I
called NFL Challenge (XOR). I
The game initially sold foras |
much as $129, but you got I
one classy, hell of a packaged !
product for that. The irony

was that while the game itself :
was a best-sellcr, the yearly
updated data disks (with new
stats) were outselling the total
number of games more than
15-to-1. In other words, there
were a lot of illegal copies out
there. Did XOR mind? Not at
all. They were now making
$19.95 a pop on the ancillary

[114)

‘e
totally off my rocl\-=

disks. Unofficially, XOR con-
doned giving away copies of
the game itself, realizing that
they’d make even more money
on the incvitable sales of the
higher profit data disks. The
concept worked and XOR
reached customers they'd have
never reached if they copy-
protected the game.

I too have utilized this unof-
ficial policy. I readily admit
that T gave a family member a
popular golf game.

L

He'd have never bought the
game on his own. Now, how-
ever, he buys every new course
disk that comes out for the
game and has talked several
friends into buying it as well.
So, for the sale of that one
game [ purchased, that pub-
lisher has now sold several
more copies of the game and
dozens more course disks. And
I'm the criminal? At least 'm
not the hypocrite. @

-
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FIRST ON PLAYSTATION.

PlayStation

PlayStation and the PlayStation | lemaris of Somy Computer
and MK3 are trademarks of Midway Manufacturing Co. Developed by Williams: Inc. Williams is aregisered

Inc. Mortal Kombat 3 ©1995 Midway Manufacturing Co. All rights reserved. Used under license. Mortal Kombat, The Dragon Logo
ed trademarke WMS Games Inc. ©1995 Somy Electronic Pubishing Compansy. Allvights reserved.
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