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The Legend Retirng |

Years ago, it set the standard for role
playing games. Now, just when the
nightmares are starting to fade, it's back
...and it's bigger and badder than ever.
Introducing Dungeon Master II: The
Legend of Skullkeep.

From its storm ravaged villages to
trap-filled dungeons you'll face creatures
and characters that actually think for them-
selves and react to your actions.

It's the most realistic role-playing

‘ world ever created. Where real-time com-

bat combines with finely-tuned traps and
puzzles fo test your logic and reflexes to
the limit. Featuring an all new version of
the interface that defined point-and-click,
3-D sound effects and stunning visual
effects, it's the ultimate quest of magic,
dungeons and monsters.

DPungeon Master I1. You'll be its

prisoner once again. &
Awallable for your IBM PC

and Macintogh, See your local

soltware refailer or call

FessssssssmEEnE
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Cowver Story

Exclusive!

Aliens

This month, we take a look at the development of Aliens,
the latest graphic tour de force from Mindscape and
Cryo — the design house behind titles like Dragon Lore
and Lost Eden. (s a dark and deadly graphic adventure,
based on the ant and storylines from the wonderfully dis-
turbing graphic novels of Dark Horse Comics. One of the
year's best-looking titles!

44 The First Annual
PC Gamer Awards
The editors of PC Gamer put their collec-
tive heads together, and picked the very
biest computer games of the year. Wil
Game of the Year go to TIE Fighter or
X-COMT You'll have to tum to our Awards
Feature to find out....

53 Aliens

In our exclusive first look at Aliens,
we'll show you how Cryo is going to
bring the 2D style of Dark Horse
comics’ Aliens series to a fully mod-
eled 30 environment.

Through the Looking Glass
After developing some really smoking
games for Origin — fike Ultima Underworld
| and Il and their latest, System Shock —
Looking Glass Technologies is heading
out on their own. We sent Bemie
Yee to check out the new titles
LG hopes will make them the
next game-publishing giant.
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: And oh, the joys we have found....

18 Powerhouse
Impressions mixes energy production, resource management, and good-natured
exploitation to create their new SVGA economic sim. =

22 X-COM: Terror From the Deep
The creatures from one of the finest strategy X
games ever have retumed, this time to take over
murky depths of the world's oceans and threaten
Earth once again!

26 Congueror
If you're into armor clad knights, heautiful damsels,
and fire-breathing dragons, you'll want to check our
exclusive Scoop! of Conquerar,

PC Gamer Reviews: Heat ‘em up, or eat ‘em
right out of the can!

99 Bobby Fischer
Teaches Chess
100 Creature Shock

110 Cyclones
75 Dawn Patrol
106 ESPN: Baseball
Tonight
90 Flight Commander 2 80 Microsoft Space
104 Hammer of the Gods Simulator
113 Hardball 4 77 Sky Realms of
82 Hell Jorune: Alien Logic
103 Ishar 3 88 Transport Tycoon
72 Kings' Quest VII: The 93 Warcraft: Orcs and
Princeless Bride Humans
107 The Lemmings 78 Wing Commander Il
Chronicles Heart of the Tiger

85 Metaltech: EarthSiege 109 Zephyr

The Disc Pages

Getting to Know Your Disc
Whether your demo is the one-game floppy or the
CD-ROM Edition, just turn the page for all the info you'll need.

Departments

32 Eyewitness
News, Gama Praviews, Bast-sellers,
and more

115 The Learning Game
Keeping it within the lines. Will the PC
replace coloring books, or are you bat-
ter off buying cmwns fntguur child?

EH. Ayoock
118 Extanded Play
Tom just can't degide if he's &
HRebel, or one of the Emperor's boys.
by T. Liam McDonald
121 Alternate Lives
It's Neil's final column, as our roleplay-
ing expert bids farewell and heads out
to lead his own altarnate life.
by Meil Randall

123 Lupine Online
The Navigator of the Infobahn, Seeker
af the Weird and Wonderful, with a few

shareware gems:
Ty Scott Wolf

124 Sim Column
'Will Falcon 4.0 be the answer to every
flight-sim junky’s dream? Lee seems to
think 50....
by Lee Buchanan

127 Back Issves
Sa, you want to buy 2em all, ah?

131 The D General
The Generzl faces those mighty
Norwegians, and nearly cries uncia.
by William R Trotter

132 Tim's Tech Sh
If you think the Pentium flaw is the rea-
50n you keep Josing Mortal Kombat,
read Tim's column for the real story on
the Pentium and gaming,
by Tim Victor

Peripheral Visions
Pluus 1:?! the Ugly Stick, and mice.
are Fishin“to check out some
almmllwas 1o the motse.
by Matt Firme

137 Strategy Central
We know that getting stuck isn’t an
fun, so the Strategy Crew has supplrﬂd
some tips for Metalrech, Noctropalis,
and NovaStorm.

143 Letters
A special fallowship, where gamers
and their families can talk through
those tough issues,
150 Contest
Blizzard's Warcraft contest just might
Ibe your ticket to game-design — and
besides, you can win & free trip!
152 Next Issue il
You know where to find it; it's that very
last page....
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| INSTALLING » PLAYING » QUICK TIPS

600MB’s

stuffed with more gaming

than you can shake a CD-

ROM at. When you see the
demos we have for you this month, we
know you'll be anxious to get started.
So just read on — we'll explain it all
right here in The CD Pages.

If you're familiar with owr disc,

jump down to the Quick Start and get
rolling. If not, hang won't take

worthI

long to have you up and run

Our 3.5" floppy demo this month
features that excellent Rube Goldberg-
inspired game, The Incredible Machine
2 by Dynamix. You'll fi
and other helptul tid
Pages on p.16.

The rest of this section is dedicated
to The CD, and helping you squeeze
every last drop of fun from it. In a major
coup, we've secured de

on the same disc! And theres plenty
more, too, like D00M Il wads and, not to
be thoughtless, a new DOOM | wad.
Plus you'll find the latest bug patches
from "Extended Play,” o i

Section, and all the othe

only get with PC Gamer and The CD!

ssnsoee

If you're already familiar with DOS, configur-
ing your system, and all those fun things Ihat

started couldn't be easie

1. Insert The CD, and change to your CD-ROM
drive (usually D: or E2).
2. Type PCG, and press Enter.

3. Look through the text files and help screens
for specific demo requirements, and go to
it. Remember, you can install and run all of
the demos directly from DOS, bypassing the
front end altogether if you like.

Getting Started

or those of you who're new to
PC gaming, we've done our best
to create a front end for The CD

that'll make finding and
installing the demos a bit easier. But
since most games are DOS-based and
memory requirements can vary signifi-
cantly, you'll hava to read the help files
included with each deme carefully

To get started, put The CD into your CD-
ROM drive, switch to that drive {usually D:
or E:} and type PCG. Our front end is in
SVGA, and requires that a VESA driver be
loaded. in the event our front end doesn’t
load or informs you that your video reso-
lution is less than whiat you really have,
type VPCG instead. if this doesn't do the
trick, you can still install and run each
game without it. Just go into each game's
respective directory from DOS and type
the appropriate command for that demo.
A table of the directories and commands
is provided in these Disc Pages

The CD: Requirements

Minimum Requirements: 3865X; SVGA
(B40n480, 256 colors); VESA driver;
mousa,

We Recomment: At least o double-spead

CO-AOM dtive, capable of 300k/sec data
transfar. The CDwill wark on a single-
speed, but very slowly,

The above requirements are for loading
The CD and its front end only. Each game
dema will have its own additional require-

The CD #4 Replacement
Gamer
1350 Oid Bayshore Highway
Suite 210
Burlingame, CA 94010

ments — 30 be sure to read the text files
for each demo carefully!

Installation Commands,
Names and Locations

Here's a list of the directories on The CD,
where you'll find each game demo. If
you're having a problem installing a spe-
cific game, go 1o the following subdirec-
tory on The CD and type the appropriate
installation command for that game.

I PC GAHER March 1935



Directory

\SPECTRE.
\CYCLEDEM
\W0G
\BRETT
_____ \DRUGWARS
Under A Killing Moon *
ImagiNation Network IMAGINE
GEnie \GENIE
DDOM Wads \DOOMWAD
Bug Patches PATCHES

* Under A Killing Moon and World Cup Golf are located on the root directory.
Shadows of Cairn and Spectre VR must be loaded through Windows.

INSTALL
INSTALL
INSTBRET
INSTALL
INSTALL
FUN
INSTGENI

Daric Forces

eaders who saw the cover
story In our October lssue
have been drooling for this
game ever sinca, 50 wa're
bringing you a tantalizing taste of it on
The CD. Consider yoursalf warnad,
though — this demo will only make you
want the full version even more,
Dark Forces, LucasArts' latest foray
into the Star Wara universa, drops you
into the boots of Kyle Katarn, an intrepid

— LucasArts

rebel commanda. In this dema, your
mission is to storm an Imperial baseé and
steal the plans for the Death Star (appar-
ently, there's some princess from Al-
deraan who thinks the Rebel Alliance can
use them to find the battle station's
weaknesses — but, of course, that's
another story entirelyl.

Even in the demo, there's a lot of
wholesome, shoot-"em-up goodness to
be found. As the fallen stormtroopers

ek up eneryy cells from fallen
enamies 10 koop this aumber high.

Two stormitroopers take aim at your vital orga
make your way toward your goal — the Deal
plans. Taking them out is gonna be a real pleasure.

These jok
take four wel
— unless you find this full-sute blaster.

han stormiroope

pile up like cord wood — just like in the
movies — you'll forget you're sitting at
the computer and swear you'ra starring
in some legendary lost episode of the
Star Wars saga

Wa think Dark Forces could be the
first Doom-inspired game to come closa
1o rivaling the ariginal, See if you agree.
Oh, by the way — the PC Gamer record
for clearing this dema is two minutes
flat. Can you top that?

Main Commands

ESC Main menu

TAB Turn overlay map on/off

4 Autamap Zoom InfCut

F1 A

F2 Goggles Toggle

F3 Cleats Toggle

Fa Gas Mask Toggle

F5 Headlight Toggle

F& HUD On/Off

F7 Head Wave and Weapon
Waggle On/Off

1-10 Salect Weapon

Gleaming white armor won't protect this guy
from your searing plasma blast! | wander it
Vader feels a disturbance in The Force..

PL BRHER March 1995




New Media Entertainment

CO-ROM for MAL & Windows
Valume 1, No.l
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Shadows of

Caim

is name is Quinn,
and he's about
the worst thief
aver to join the
Thieves’ Guild. That's not to
say he's the most dangerous;
he's just utterly unsuited to
the whole breaking-and-anter-
ing thing. As the game begins
in the sewers under the muilti-
level city of Cairn, poor old
Quinn doesn't even know a
dagger when he sees one.
He'll need your help if he's
going to survive his mission
— he's got 1o stop the assas

— Masque

sination of the Duke of Cairn,
or his disenchanted fellow
thieves will frame him for the
Duke’s death.

Quinn has a pretty com-
plex set of keyboard and/or
joystick commands to control
his actions and fighting
moves. Just remember that
the “F" key switches between
Explore Mode and Fight
Maode, and — in the Windows
version — hit that good old
“F1" kay 1o access the halp
file and a detailed listing of
commands.

A gargoyle anacks the mighty Quinn in the Wizard's Hedge Maze

Worild Cup

Golf

t may not have the com-
plexity or flexibility of
Links 386 Pro or PGA
Tour 486, but U.S. Gold's
World Cup Golf has got to be
the prettiest golf game on the
market. Install our demo from
The CD and see for yoursalf.
Getting started is simple
enough — the demo is even sat
up to automatically choose the
right club for you — but the
interface needs a little axplain-
ing if you want to get more
than a few fest out of each
swing. When you're ready 1o hit

— U.S. Gold

the ball, click on the golfer to
bring the control window up.
You can use the armows to set
the strength of your stroke, then
you click once on the curved
graph to start your swing, again
as the moving bar reaches the
center, and a third time as it
comes back toward the center
on its raturn trip. The idea is to
get the second and third clicks
as close to the center as possi-
ble to avoid hooking or slicing
— it’s tricky, but you'll get the
hang of it

Knock the ball far encugh, and
toward the green

5 its rajectory

Cyclemania

ceolade's full-
maotion video
racing extrava-
ganza careens
onto The CD this month in a
single-track, single-bike ver-
sion. You'll have to use the
keyboard to control your
superbike in this demao, but
you'll have your choice of full-
screen VGA

— Accolade

here in PC Gamer land we like
to see how many opponants
we can run off the road —
does wonders for those dead-
line-induced migraines,
Cyclemania accommaodates
this nasty streak by awarding
bonus points for each com-
petitor you manage to shake
up or knock down,

graphics or a e

high-res Super
VGA screen that
combines a
smaller action
window with &
map showing
each racer's
position on the
track. Just press
the “M" key to
switch betwesan
video modes.
You can run
a nice, clean race
if you want, but

a
Bearing down on the pack, you |
ing hairpin. Nothing li ]

Drug Wars

— American Laser Games

f happiness is a warm
gun, this demo must be
heaven. The latest kill-
fest from American Lasar
Games pits you and your
trusty large-bore pistol
against a South American
drug cartel. Just like Mad Dog
MeCree and Crime Patrol,
Drug Wars
will have
you taking
aim at 8
series of
full-screen,
full-motion
video
sequences
ina no-
holds-
barred, kill-
or-be-killed
orgy of fly-
ing lead.
This is just
the kind of
fun your

congrassman doesn’t want
you to have on your comput-
er, so kick back, load up that
shall-slinging mouse with hal-
low-points, and take a few
shots for the First Amend-
ment. So real, you can almost
smell the cordital

i OHE 00T
Another bad guy bites the dust in American La

—

7 Games' Mg W
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U.S. Navy Fighters
— Electronic Arts

on “Start New C

f you feel the need for speed like
Tom Cruise in Top Gun, you'll want

1o see USNF at its best, The demao will
run in & Super VGA resolution of
1,024x768 pixels, but if you've got any-
thing slower than a Pantium, you'll have

e all the ac
mpaign” to get into the demo

The Super VGA main screen i

where you set the graphics, you're in for
some heavy-duty air-combat action. The

18 the game recormmends on your first
time out.

Flight Commands

i toggle jammers
(both radar and IR}

Radar/Targeting

! (apostrophe)

1o check out this naval aviation sim mission provided in the demo combines commands
from Electronic Arts, You'll nead dogfighting with air-to-ground strikes, so
speed in your computer, too, if you want you'll probably want to stick with the F/A- Enter target next visible

obj, left to right
target visible obj
closest to center of
screen

1o settle for reduced detall. With all the LT target next/prev obj
detail options set to their lowest, the Arrows move control stick, if you're fly- an radar, by distance
high-res mode is very smooth on a ing via keyboard. n toggle HUD mode
66MHz 4860X2 — but you may wanl to between NAV and
try the lower 320x200 resolution so you 1 set 0% thrust WEAPON
can leave some of the texture maps and 2 set 30% thrust w, W naxt'prav waypoint
shading effects on. You can select the 3 set 50% thrust = 1 3
raphics mode you want during the 4 5ot 75% thrust
|gr|sta|| process, :nrl the detall n?'llions are 5 set 100% thrust D’s'p 8y/lflew commands
available within the game itself — just hit -] set 100% thrust plus F1 cockpit, forward
the Escape key to bring up a menu bar, afterburner F2 cockpit, back
then select Graphics under the 7 decrease engine Fa ct.a:koi'.l up
Preferences menu. thrust 5% F4 cockpit, track target
One thing's for sure: no matter ] increase engine F5 player > missile
thrust 5% threat
CHODSE Iﬂll:'l'ﬂ" i toggle flaps F& player -> wingman
b toggle speed brake E7 player -> target
[ 745 and whesl brake Fe target -> pla;lel
4] toggle landing gear Fa fly-by
h toggle arrestor hook F10 axtarnal view
End rudder laft - 200m injout
PgDn rudder right

a togale autopilot .

SHIftE  ojoct Pop-up Windows
Weapon Commands Shift1 toggle Flight

Envelopa

[ nextiprev weapon toagle Forward View

Space fire selected weapon toggle Check Six

Tab fire internal gun toggle Gun Camara

Ins drop chaff »ggie RWR

Del drop flare gale MNav

toggle Weapon stat
toggle System Status
togale Radar

ssnmen

Under a Killing

@x Murphy, Access’ hard-boiled detective hero,
is back — this time in one of the most innova-
tive graphic adventures yet. Under & Killing

Moon combines

maoniker.

adventures have taken

out what the future's all about!

PC GAHER March 1995

graphic-advent
fare with full-motion video and a smooth-scrolling 30
environmant to create one of the precious few games that
come close to deserving the overused "interactive movie”

Our demo contains the game's animated introduction
and one small area from the full adventure, but it's ample
testimony to the guantum leap in quality that the Access

The interface is pretty self-explanatory, but you can
click on the question mark if you need more help. Now get
out into that wacky world of mutants and thieves, and find

WVioon

though
Providence
will pravide
what you
need.




Announcing Columbia House CD-ROM Direct.
Everythmg from games to reference to “real-world” entertainment.
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A whole new way to get the most exciting CD-ROMs -
gama, reference, edutainmant and mare - il at graat prces! Just write n Mo
.—nmdwawnommmb:mnsmm and han-
g, In sxchange., mqmbwlmmmﬂumumnnuu at
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irst there was Strike Com-

mander, then Pacific Strike —

now, Origin’s latest sim contin-

ues the time-travelling trend
and takes us back to the earliest days of
air combat. Wings of Glory casts you as a
World War | fighter pilot, and challenges
you 1o become an ace in the days whan
dogfighting was king, and the only kind
of missile you had to worry about was a
slug from a machine gun.

Gamers who have been following
Origin's aviation program closely will be
pleasantly surprised to find that Wings of
Glory has a nice, respectable frame rate
on a fast 486, The bad news is that you're

sessene

Wings of Glory

not in an F-16 this timea around. Just fis-
ten to the creaking of your wood-and-
canvas fighter as you pull a tight tum,
and you'll know you're not in Falconville
anymore. Compared to today’s jets,
those WWI fighters were rocks with
wings, and WoG reflects that.
Immelmans and half-loops are almost
out of the question in this demo, so
you'll prabably need some new tactics to
score a kill. We've found out it can be
done — but can you do it?

Weapons
T Next air target out
Shift+T MNext air target in
Cerl+T Next ground target
out
Shift+Ctri+T  Next ground target in
Spacebar Fira machine guns
Maneuvering/Navigation
10 Engine powsr
. Step up engine
- Step down engine
< Left rudder
> Right rudder
A Autopilot
N Navigation map
c Cockpit art onjoff

ou say you want soma fast-

paced sports action? Sounds

like a job for Accolada

Sports' latest game. It's
Brett Hull '35, and if this hockey sim isn't
fast enough for you, it's probably time
you switched to Sanka.

Once again, Accolade has sports-
caster extraordinaire Al Michoaels calling
the slapshots. So if you suffered from &
bad case of hockey withdrawal during
the long strike, Bretr Hull ‘35 should be
right up your alley.

n two minutes left in the first period, the
oreless, Where's Brotl when you need him?

PCGHAER March 1995

Brett Hull ‘95

— Accolade
Joystick

Button A on the joystick is for passing,
and for selecting the player nearest to
the puck,

Button B of joystick is for wrist shots and
poke checks.

Button A with B is for those slapshots
and body checks.

Keyhoard

The “." key is the same as Button A
of joystick

The “7"key is the same as Button B
of joystick

The right shift key is same as pressing
A & B together

Other useful keys

ALT+1-5 changes speed of game (rec-
ommend 5 for 48850 MHz or faster)
F1-Fa changes lines

ALT-C recalibrates the joystick

— Ovigi

Game Interface

Alt+0 Options iflight only)
& Pause

Altsd Recalibrate joystick
Al X Exit the game

Camera Views

F1 Front view

F2 Chase camera

F3 Left view

F4 Right view

F5 Back view

FB External camera

CTRL+FE Cycle through
ground targets

F7 Target view

F3 Victim camera

[1 Zoom in, out

Y Eyes fixed on locked
target

Klilc &
Play

— Maxis

wer wonder if you have what it

takes to design a computer

game? Kiik & Play from Maxis

and Europress Software gives
you the tools you need to find out. From

de-style sh to cute i

games, K&F is a complete developmant
system for Windows. The digitized video
tutorial in our demo shows you how easy
it is to get started, and the sample games
will give you an idea what can be done
with the full version and a little patience.
if you do nothing else with The CD this
maonth, you've got to check out "Hungry
Hedgehogs” — the digitized sound
effects in this one had people all over the
PC Gamer offices asking “Wha the hell
keeps doing that?"




“Triad is a trﬁly awesome game’.-l.'f‘.\gut don’t take our word for it.

“Rise of the Triad is!:
world lining

.~ “Rise of the Triad proyic

el Adpustrment
gore | youwant il |8
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The Lemmings
Chronicles

an you beliove it? This is at least
the fourth generation of Lem-
mings to grace the PC, and these
crazy critters still haven't evolved
a decent survival instinct, Naturally, it's up to
you to save them from themselves — again.
But experienced Lemmings fans will notice
that Psygnosis has made some changes this
time around. Basic talents fike walking and
Jumping are available to any lemming at any

— Psygnosis
time, but others — like those umbrellas that
save the little guys from long drops, or the
shovels that let them dig tunnets — are only
available as terns that must be picked up and
used by one lemming at a time. if you think
this complicates things, you don’t know the
half of it. Go ahead and install our demo,
which takes three puzzles from the 90 found
in the full version, and see for yourself —
but don't blame us if you get hooked,

This hutton mak
any lemming you
select stop, bloc

ing any other lem-
mings behind him.

Click on this button 1o
[ —

To make a lemming
drop an item, click
hare, then on the la

Press this bufoa, then
click on a lemming to
him wadlk or

Vegas classics. Now, if we
could just figure out a way to
get the computer to pay off in
real mongy....

apstone has
thrown its hat into
the strategy-game
arena with two
new antries,
Ultimate:
Backgammon
and Casino
Tournament.
Both games fea-
ture digitized
speech and
attractive SVGA
graphics — the
Casino
Tournamant
demo is limited
to jack, but
the full version
will have a com- S hum:m player p
plete assort-
ment of Las
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there's even 30 sound sup-
part via QSound for owners
of AWE32 sound boards or
Sound Blaster 16 cards with
& Advanced Signal
Frocessor upgrade.

elocity brings its
futuristic tan

ROM with this classy upe
Spactre VA features a
ful new graphics engi
Improved enemies
and obstacles —
complete with
Goursud shading
and textura map-
ping for a more
realistic look —
and it keeps the
network support
for multiple play-
ers that made the
original a hit.
There's plenty of
multimedia action
here, too, with
digitized sounds
and movies —

Spectre VR combines moltimedia flash with mulfi-
player metwork action




Life Sucks. Rock And Roll Is Dead.
So Blast A Few Heads.

£

In the year 2055, life is just
another word tor chaos. Sure,
your music has given you some
moments l‘{ s <l'['|l". EJ'[” _\'l\l]lI
o L. :‘:l]l)\'l':‘-t.ll' status |I.'l.‘- \llﬁl'l
given you too many nights
tocked away in hotel rooms,
awiy trom the din of crazed
fans. Virtual Rr.‘1|il_\ is the nni_\'
J'l',l|i|l\ Ih,“ means ;’“-\I]]]i“l‘__l
anymaore In the world of
Virtuoso vou'll blast cyborgs in
cavernous, sub-Martian
l.‘i‘:“sil"_‘_’t"\, encounter thl' Il\ i“."_{
dead in a Haunted House and
submerge vourself with strange
lite forms in an Underwater
Biun;rhvl'c. Now, isn't that just
what you needed?

>)’ (
’4,\ >y |
¥ VICNOKAI INC.




Virtuoso

on't farget, you saw it here
first — the perfect PC gama
for the head-banger in all of
| us. A digitized speed-metal
soundtrack drives the shoot-'em-up
action in some truly bizarre settings. You
can selsct the Haunted House, a Marine
research station, or the surface of Mars.
But wherever you choose to go, your on-
screen persona is armed to the teeth and
drassed for a Metallica concert. The
object in this one is simple and familiar
— shoot everything that moves, grab
power-ups and keys, and find the way
out. Usa your joystick, or these keys:

— Vic Tokai

Virtuoso controls

Cursor keys Move left, right,

back and forth

Press to fire.

Side-step left.

> Side-step right.

Tab Throw smartbomb
Display map of
current level (if
you have Map
Bonus),

ESC Pauses the game,
lets you return to
the main menu.

Space Bar
<

wvith
Waervriow

ot to ignore on-line
gamesters, hara's the front
end for the on-line network
GEnie. GEnie offers e-mail,
BBS access, conferencing and, s our
readers will be glad fo note, multiplayer
gaming. To take advantage of the multi-
player games, we've included the front
ends to run Cyberstrike and SVGA Air
Warrior, two of the most popular games
on GEnie,
SVGA Air Warrior will have you fiy-
ing all types of warplanes through sev-

n ME109 diving
fish in

PEGAMER March 1985

ngie for V\lint_:lo\Ns

ce

and SVGA Air

— GEnie

eral eras of air combat, from biplanes to
madern aircraft. The controls are pretty
simple and missions challenging.
Cyberstrike takes you Into & futuristic
battle scenario where you pilot a battle
craft. Your craft will roam around fight-
ing other on-line pilots. Energy runs
everything in this game; shields, guns
and angines, so stay powerad up.

The GEnie front and will require
Windows, 4MB hard drive space and VGA
graphics. Cyberstrike will require an addi-
tional 2Z.5MB hard drive space and SVGA
Air Warrior will require
an additional whopping
38MB hard drive space.
Each game comes with
a README.TXT or
MANUAL.DOC file to
learn thase littie control
variables.

For basic service
including e-mail, multi-
player games and chat-
ting the current rates
are $8.95 per month for
first 4 hours non-prima
time and $3.00 per hour
once the first 4 hours
have besn used. There's
an additional surcharge
of 59,50 per hour for
prime time usage. All
rates are for the conti-
nental U.S. And you can
call the folks at GEnie at
1-B00-638-9636 for more
information.

Imags-
Naton
Networic

— I iNati
Networic

heck out The ImagiNation

Netwark. Where most ser-

vices have screen after

screen of indecipherable jar-
gon, or at best glitzy colors with the
same jargon, ImagiNation offers an
entirely different interface — a town
motif where the various utilities and ser-
vices are couched in friendly, familiar
surroundings. The friendliness aven
extands 1o your own on-line persona, a
graphic representation you can cus-
tomize to mirror you.

E-mall, conferences, entertainmant
areas, and the promise of future on-
ramps to the Info Autobahn make
ImagiNation a viable alternative to the
millions who don't really want to know
the ins and outs of Z-Modem and
Wildcat, or learn the lexicon of the
Internet._at laast not yet. Install
ImagiNation and get all the info on how
to go online.

Running the install program —
FUN.BAT — loads imagiNation onto
your hard drive, and will require about
15MB of disk space. Then type INN from
the DOS prompt to go into the sign-up
screens. At the time of this writing, rates
for imagiNation were:

Basic Plan $9.95/month
5 hours/month
Gold Plan $49.95/month
25 hours/month
Plati $99.95/, h

50 hours/month

You can call 1-800-IMAGINT to get the
latest rates and other information about
petting started.

Fall Map

Trvesguia tion 2.3

I take to
lick of a button.
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THE FLOPPY

[INSTALLING « PLAYING » QUICK TIPS

' On this month’s floppy disk, we've got
one of the most addictive puzzlers of the
year. You'll get hours of joy from our
demo of The Incredible Machine 2!

Requirements:

Minimum Requirements: 3865X; VGA:
2ZMEB RAM; 2MB hard-drive space; Mouse

The Fi

We Recommend: 386/40Mhz or faster to
really keap things clicking along

Py Reg;;gemam

You say you're a PC guru, and you don't need
Yy g ¥ arch,

any help getting the demo up and running?

Well, DK then!

drive (usually A or B).
2. Type INSTALL, and press Enter.
3, There you have it! You'll be gaming in ju

few minutes — unless hing's gone
horribly wrong, and you're not quite the
computing wiz you thought you were. If
that's the case, maybe you should take a
look at the rest of this pag

1. Insert The Floppy, and change to your 3.5"

address for replacement:

If Nothing Works...

Unfortunately, we can't provide techni-
cal and customer support for problems
you may encounter with The Floppy or
The Incredible Machine 2. But should
your copy fail to run at all, or display
arror messages that indicate the disk
itself is bad, return it 10 the following

PC Gamer
1350 0ld Bayshore Highway
Suite 210
Burlingame, CA 94010

Indicate any error message you receive.

ietra/Dynamix's The
Incredible Machine
was a torrific, innova-
five puzzle game that
had a lot of gamers spending way
| too much time pushing mice
around. The sequel is finally aut,
with all-new puzzies and gadgets
to play with — and we've got it
The idea is to use an assort-
ment of bizarre parts to complete
an elaborate machine in the Rube

Goldberg tradition and accom:
plish a specific goal, like getting
bowling balls into a basket or sat-
ting off a fireworks show. Like all
good puzzie games, TIM2 is not
nearly 85 simple as it looks or
sounds — the first couple of puz-
zles in our demo are sasy, but
sooner or later you'll hit a real
brain-teaser. Click on the guestion
mark in the control panel to get
mare information on how to play.

e of the stranger puzzles from the d
bowling ball off the
ing is the real tri

emo — the idea is just to get the

en. Getting it in motion’s not too tough, but keeping it mov-

The Incredible Miachine 2

i _i PCGRER Harch 135
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Impressions” David
Lester says energy
resource exploitation is
more than just drilling
oil wells — but every
bit as fun.

—Gary Meredith

Game: Powerhouse

Developer. Impressions

Publisher: Impressions. 222 Third 5L, Swite 0234,
Coambridge, MA 02142 (617} 225-0500

Projected Price: $69.95

Percentage Complete: 20%

Powerbouse puts you in control of one of four near-
future enengy conglomerates, all of which must deal
with a dwiniiling fossil fael sapply, finding the energy
sources to replace it and the environmental and palit-
ol quences of those actions.

What's so special?

The hugpe database snd open-emded design make for &
game you can play again and again, while the multime-
i resources make Powerhouse seem almost film-like

Why should | care?

Sure, you could build power plants in Sim Cine Bit
revious games in the genme have not fully considered
the offects ol energy generation on the whole of soci-
ety. Powerhouse does.

find when's it coming our?

Impressions expects o release Powerbouse in April,
1995 — bt it might be more fike May.

I i L

[EXCLUSIVE! BEHIND-THE-SCENES OF THE HOTTEST GAMES

Pl]lIJE[h[llISE

Fun and Profit During The Energy Crises

R R NN

Powerhouse

!

TRC ey W)Y

Caln

[}

In Pawerhouse, a randomizing factor means that you can't rely on known qmﬂnqy 10 pinpaint

deposits of oil, coal, or issionable materiaks.

s, only a few
e u.urlr! s

» the bold pre

20th century sclen
a golden age of cheap,
¥ was on the hori-
depend on rapidly
il fuels. A spate of .Jtuum
and mergers ithin the oil indus-

but these conce
sively on dril
g
UI’\:H_".(.ll‘ N gies far IJ;\m‘d the

rated ullr.u-,l exclu
nd selling it Af.

within the industry
and that's
use.

f one of the
fow of a
shortage, it's up to

= and Improve
ns, while at the

Hpper

four Powerhouses, [n the
noming fossil-f

Careful allocation of persanne

mary concern, 50 study your exploration
reports closely before sending your people off
to work.




se time searching for and exploiting
roate energy sources. These

rees, which include solar, wind,
ermal nuclear, hydro-electric, and
wiidal energy, aren’t just handed to

relationships between energy produc-
tion and the rest of soclety. Government
takes an important role, for instance,
requiring you to work with and appease
the political powers or risk losing your
franchise. With Power-

o house, Lester hopes to
bring a third dimension to
& genre whose previous
g.Jmi.-s have been mostly

& development is a real gambl
uld you bet on to eventually

ou, You must make shrewd invest-
ents in research and development

en #s you weigh the environmental,
octal. and political implications of your

two-dimensional, near-
arcade presentations
Obviously, we're wading
out into the much deeper
|| waters of a serious simula-
i tion here.
Dan't think that

Powerhouse sacrifices
o gameplay for harsh realism,

though. At the heart of any
great gume Is the sense of
fun — something Power-
house delivers, dare [ say,
by the barrel. Indeed,
Lester feels that the game's
subject matter has a good
deal of inherent excitement
to begin with. That sense of the tycoon
as adventurer — personified in films
und TV shows like "Dallas” — are,
Lester thinks, & continuation of the

just what
& lossil fuels?

“We wanted to provide the option for players to
invest in other energy sources...to eventually move
away from fossil fuel production.”

— David Lester, Impressions

actions. To help in the decision-making
process, you'll be provided with not

; the results of your own research
and exploration teams, but with a con-
stant flow of market

romanece of the Wild West legends, A
part of the American dreamy if you will.
There were some definite decisions
made regarding actual game design.
evioushy. Im-

reports. news items,
and database
sccesses as well
David Lester,
fead of Impressions
and gne of the
game’s creators,
feels that the “oil

= have operated
more of less in a
vacuum, without
salistically address-
ng the intertwining

tions you might und umh;

7] pressions’ games
have been DOS-
based, in considera-
tion of the fact that
Windows perfor-
mance for their
graphically sophisti-
cated, data-heavy
creations would be
sluggish at best. In
particular, Im-
pressions intended
Powerhouse to have
SVGA graphics and
sharply modebed,
tile-based terrain
mips, both of which

eep
s money is
trategies

e yOur comgiet
youl 10 Compare s

place considerable demands on o com-
puter’s processor, With the introduc-
tion of Microsoft's Win G editor, they
discovered that they could finally pro-
duce Windows games with the speed
and playability of a DOS game. Thus,
Powerhouse marks Impressions’ first
Windows game.

And a5 an added bonus of the
Windows environment, Impressions
found they were able to utilize SVGA

a0 T 1AL

1 part of the job
operate a tra

graphics and multimedia to produce a
truly enveloping game. In fact, with the
introduction of full-motion video and
professional voice actors, Powerhouse
wanders perilously close to interactive
film territory.

One of the goals of Powerhouse's
designers was 1o bring o life future

technologies that are now only theories.

With a buffer of a few decades separat-
ing game- and real-time, they were free
to indulge in considerable speculation
on just what tomorrow’s energy alter-
natives will be. Sure, there are the
givens, such as solar and nuclear
power: but there's also considerable

A AR hach 195 [
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Your first look at...

minutiae of micro-manage-
ment. You still have consid
erable decision-making
power during each twrn,
but the really fine points of
e process have been left
the game’s Al In this
Fowerhouse resem-
bles one of its well-known
siblings, Lords of the
Realm. There too, gameplay
‘t sacrificed by requir-
e pla '

Ing th

A the trinls and tribulations of OPEC have taught us,
overproduction can be more disastrous than o shortfall

exploration of new technologies within
the fossil fuel industry. Improved explo

ration and drilling technigu: re ST S T
addressed, as well as more sophisti- You can't just go drilling smywhere -
cated refineries which utilize every drop you've got to satisty the concerns of the

or chunk — of fossil
cleanest. most efficient v

o energy in the government and other groaps before a pormit
4 cin be issued.

“Every time we look at the game, we try to envision
how we can make it exciting for the player”
David Lester, Impressions

To keep things in ting. and act upon too much information.
Powerhouse offers o couple of randam- David Lester and Impressions have
izing features. For those who want a high hopes for Powerhouse — i

all Indications, there’s good
hopefulness, Impressions has dlways

comfortable familiarity w
world, there's a standard geograp!

layout which still allows you to been committed to strategy gaming,

lze energy deposits, so that you can't even as other publishers turned to the
ume the huge oil reserves of the Aashier ullure of movie/games. And

Persian Gulf area. Beyond this, you can = stepped up o SYGA and

even randomize geography and play on multimedia components, without sacri-

ficing the challeng-
Ing, detalled game-
play that has been
the company’s
hallmark.
Powerhouse looks
to be another
impending success.
And as Lester says,
Il theey can educate
a few people on
the complexities of
the energy equa-
tion and the stake
we all have in its
future, then so
much the better.

o completely
unknown world
Playability
was another con
cern. With the
reams of data
available to a
player, the
designers feared
Pawerhouse
might become
more spread-
sheet than game:
5o a consclous
effort was made
to balance game-
play, so that you
don't get bogged
down in the

reparting process so that the reports you &
sea are just & click awsy BPCG
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Form After
Function

Impressions is a company any die-
hard gamer can respect, because i's
been dedicated to game design first, and
has long resisted the “extras™ — full-
motion video, SVGA graphics, and so on
— that lesser poublishers hide behind.

But while that philosophy has
served Impressions well over the years,
today’s prevalence of SVGA graphics and
30-madeled Nourishes has leht a lew of
the company’s titles — most recently,
Detrait — showing a bit of age, despite
the excellence of their content. We had
mentioned that fact. both in our review of
Datroit and in our coverage of 1994's
Summier CES. And Impressions, appar-
ently, was listening

At this past CES in Las Vegas,
Impressions’ president David Lester
brought the subject vp. “You've said you
like our games, but that you felt they
could look better,” he said. “And with
Powerhouse, we said to ourselves ‘We'll
just show “em that we can do both.”™

Visual impact is an important facet
of any computer game — but i's not
what Impressions looks at first, accond-
ing to public relations manager Chris
Foster. Don't misunderstand: Im-
pressions’ designers are very aware of
the appearance of their games. It's just
that they feel putting graphics befare
game play — especially in a strategy

mulation — is really a matter of the tail
wagging the dog. The graphics should
sarve the game, not dominate it

Suill, Impressions’ latest offerings
have certainly evolved visually over the
past yoar. Foster notes three principle
paints in this evolution, beginning with
the bringing on board of An Director
Chris Beatrice. He credits Beatrice with
bringing a mew and dynamic outlook to
pame graphics. The move to SVGA with
games such as Frontlines was another
bellwether, as was the somewhat cau-
tious faray inte 30 Studio with the castle
modeling in Lords of the Realm.

“Dur priority is not 1o be at the fore-
front of graphics technology,” says
Foster. “We strive to strike a balance
between clarity and flamboyance — an
alm we hope we've reached with
Powerhoose.”

From what we've seen, Impressions

tion to solid game design is commend-

able — and its move to SVGA should

assure that an even broader audience
Il enjoy that dedication,
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MORTAL ROMBAT
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Your first look at...

X-COM: Terror From

Sequel Threatens Humanity With Watery Death!

X-COM: UFO Defense

came out of nowhere to
win critical acclaim. But
can the Extraterrestrial

Combat Unit's next mis-

sion match the excite-

ment of the first?

by Dan Bennett |

Game: X-COM: Terror From the Deep

Deoveloper: MicroProse UK

Publisher: MicroProse Software Inc., 180 Lakefront
Drive, Hunt Valloy, MD 21030-Z245, (410) 771-0480.
Projected Price: TRA

Porcent Complete: 75

X-COM: UFD Defense was good enough to win the
first PC Gamer Award for Best Strategy Game. The

sequel promises more bug-eyed-monster-blasting fun
in an entirely new setling.

But there are always some ¢
who can't get enough of a good
ich is why MicroProse UK is now

Combat Unit. ma
0 build bases;

shelves, But that dem
SHOrY Ur 1. barely

true depth

»d oul that this

T

ttles in th
=ris, jungles, and cornfields of
The tactical ¢
§ was nearly pi
ing a wealth

Whal's 50 Special?

The folks ot MicroProse UK are throwing all-new thing for everyone
alieas and technology. plus improved graphics and strategic and tactical ele-

ackded depth to the

- package. The goal, of
Coul wias simplicity
=2 itseif: Save hi ¥

LB R R EL TR L destruction at the |
toke place underwater, there  ETETATIT oty
will be some surface combat

S, attractive g
and sounds. pl
nolegy, story,

sound, inta Terrar From the Deep

Why should | care?

I you liked the first X-COM, you'd probably be satis-
fied with more of the same — but MicroProse is going
the extra mile to make the sequel something different.

find Wwhen's if coming out?

MicroPrase is aiming for a Summer 1395 release.

Tee lime

3 Choice i
and our first pward for the year's best In X-COM: Terror
itegy game, and why so many people Earth Is in danger again. F
ssessaransnnsens | arestill playing it today defeat, the evil allens have

turned to

PUGHNER March 1355




e Deep

verse and others which used the engine
n other settings. In the end. we chose
to develop Terror From the Deep
because it's unique.

eir last resort and initiated a second
ne of attack. You might even say

we called In the marines: they're
ving-a hidden army of oceanic

“We knew we had a great game on our hands and
sat down to brainstorm what else we could do with
the game’s engine”

— Valentina Britten, MicroProse brand manager

“There aren't too many games that
take place underwater,” Britten said,
“primarily because it's difficult to design
believable underwater
spenes, I requires the
development of unusual
paleties that vary with
depth, and a great deal
maore animation, like
bubble
green s

To that end, the
MicroProse UK design-
ers came up with new
sound effects to distin-
guish undersea mis-
sions from surface bat-
thes, and they created
maore than twice the
graphics und animation
contained in the origi-
nal. Terrar From the
Deep will also bogast
mare than bwice a3
many lerrain types and
maps. ‘T?uwu are over 15 different lind-
scapes,” Britten si r]

Even the game's audbo driver sys-
tem will be new, and the CD version will
provide CD-gquality audio for gamers
with stanpdird sound cards

Otherwise, Terror From the Deep
will hisve the same look and feel that cap-
tured so many fans
for its predecessor,
Britien says that
“like the original X-
COM, this one is &

No, it's not the dreaded Landshark — challenging, turn-

it's another one of the invaders’ based strategy game
hideous mutations. which —as one of
our users said —
‘eal ot vour brai:

In fact, fans of
X-COM have had a
part in designing

5 who've been hibernating in the

rky depths for ages. r ultimate

is to Mood the planet and ||a.||w it

summer home — which, of course,

e dealing with the planet’s unfor-

te infestation of humans.

Only the courageous men and

men of the Extraterrestrial Combat
nit stand between ummllld and extine-

tan. So what else is new?

Quite a bit, as it turns out.
Vatentina Britten, brand manager for
MicroProse UK, said Terror From the
p will have more than just a handful

enemies to fight ]

ill

which means a lot more work for
e design team,

We knew we had o great game on
hands, and sat down 1o brainstorm
t else we could do with the game’s the new game. A%
ne,” Britten sald, “We came up with I always the case
30 [deas for potential games, some with MicroProse
which were set in the X-COM uni- products, we have

The Triton is y
troop-tri
ew alien threat.

The Creature fro
the “aguatoids’

given a sympathetic ear to the com-
ments raised about the original product.
and have tried to incorporate as many
of them as possible into Terror From the
Deep,” Britten said,

Play balance is one area where
gamers have influenced Terror From the
Deep, “We received conflicting player
feedback about the difficulty of the first
game,” Britten sald. “For example, some
players posted BBS comments which
stated that the game is too difficult. even
at beginner level.” But other users said
the game’s sharply-increasing difficulty
curve was the very thing that kept them
interested in the game

“This sort of balance Is exactly what
we try to achieve,” Britten continued

an has nothing on the genetic horrors
vill send nmm 51 you

"We think we got the difficulty level
right with X-COM, and we are targeting
Terrar From the Deep atthe same level.”
MicroProse’s Public Relations
Manager Paula Rebich said Terror From
the Deep probably won't be the last X-
COM game. MicroProse understands
the “brand-name” value of the X-COM
franchise and
plans to capltalize
on it —in a big
way. And
although it isn't
yet on the sched-
ule for release in
the states, Micro-
Prose UK is
already working
on a thind X-
COM title: You
can bet we'll be
tracking that one
down, too.
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THE NEW MINDSCAPE® FRLENTS METAL MARINES ™

HE SURNIVAL OF
1l LIZATII]I\( 1S AT STAK



...... B8 ot

3.
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stfategy bl action games. There's never been anything quite fike Metal Marines ™.
gcisionéedge strategy, and just plain guts, it's a fiest in Windows™ entertainment.
ar in the far future, and your side’s fate is in your hands.

P enemy (o its knees. You have to act fast. Or else.
Tie, with ferocious consequences. Build arsenals of high tech weapons,
issilg strikes, lead your Metal Marines into combat—and on Windows™,
1o another, and bomb your opponent while ie's toing a spreadsheel! |
lligedce built into Metal Marings, 20 levels of inlense action give you endless™
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=!our first look at...

Conqueror

Surely You Joust!

Time-travel back to
medieval England for an
adventure that combines
detailed fief~-management
and long-range strategy

with lots of bone-crunch-

ing, first-person action.

—William R. Trotter

Game: Conqueror

Developer. Software Sorcery

Publisher: Time-Wamer Interactive, 2210 West Olive
Ave., Burbank, CA 91506 (818) 295-6600

Projected Price: 54559

Percent Complete: B

Conguerer is designed to be four games in one: a fiel-
management simulation, o strategic war game, &
hand-to-hand combat and jousting arcade game, and
overlaying these other throe elements — a role-
playing adventure sot in a colordul and dangerous era

Although the roleplaying and empire-building ele-
ments in Congueror seem 1o leave nothing to be
desired in terms of detnil and historical plassibility.
the main emphasis in the game is on action — and
plenty of it

Why should | care?

Software Sarcery makes games that are beautiful 1o
ook al, supported by lish music and sound effocts.
Congueror is no exception, with » smooth, movie-like
polish that's a treat for the senses.

| ind when's if coming oul?

April or May, 1995

| [ GAMER March 1955
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To initiate & joust with

click an ome of the shi hanping outs

vy of the wvailable knight

incorparation of Domesday
Book data into the game’s
economy and geography.
You can start with a
pre-penerated character, or
“roll your own” until the
resultant stats please you, I
you chose the or method,
the game will present you

with a series of six "moral
dilemmas.” esch represent-
ing a pivotal, character

shaping experience you
must live through between
the and 17, Your
responses will influence the
weight and distribution of
character points when you
rench the game-start age of
18. In some cases, the
choices may also result in

one of us. | dar
would actually care to
eleven|

theé nobility only bathed
three or four times a
year and the average
life expectancy was 37
But so rich is the lore
and legend of the
Middle A 50 fixed and evocative are
Its Images of castles, armored princes,
and winsome ladies in conical hats, that
15 has never lost its romantic allure,
And, for all its squalor and brutal-
it was an age that valued honor and
ambitious man who did
not flinch before the vicissitudes of
Fortune could carve out a pl f
power and privilege for himself and his
descendants for generations to come.

It is no accident, then, that the
entire sword-and-sorcery ge in both
fiction and gaming, is essentially
medleval In its trappings; the Middle
Ages offer a near-perfect enviranment
for roleplaying adventure.

Software Sorcery recognized this
fact, and its new title, Congueror. begins
in 1086 A.D. 2 year William the
Conguerar ordered the “Domesday
Book” census, the most complete extant
record of any medieval society. Part of
the exceptionally rich texture of
Congueror, and much o feeling of
historical accuracy, derives from the

vour being equipped with

s

One of the t
Cong!
to take
cess, i
in the ar V" (hero or
stoundre point during the
game. you'll have to do business with

rch.,.), and still play the rest of
the game out as a black-hearted, treach-
erous rogue, if you want o,

“The consequences of

dilemma’ choices are neithe

stier qualities of

rror is that the system allows vou
moral high road in this pro-

useful ratings

r ‘moral
A% obvious

Dpen-field combat scenes have a stylized
look reminiscent of the battles depicied in
the Bayeuth Tapestries,

nor as immed as you might think.”
said Shon Damron, one of the game’s
creators. “But sooner or later, those
choices determine who will talk to you
and how. who will give you informa-
tion, who will want to assist you, and,




wery importantly, who will marry you.
You can play the game victoriously as
utter blackguard. if you want to. But
nerally speaking, the game rewards
nce — in character and in accom-

ba

plishments, both military and economic.”
Oince you have a character you're

happy with. you're dubbed a knight and

en your basic start-up resources: a
ord, a lance. a steed, 240 shillings.
da f‘ei of no great size or impor=

w beginning.
u can choose a career of conguest
and plunder, or one kased on chivalry.

one young strumpet tells you to sod off
and calls you a “dirty chamber pot”)
Some of these ladies have large dowrles
and may be willing 10 offer you money,
land, or skilled advice, so it behooves
you to make a chivalrous response, no
matter how provoked you may be,

You may joust three times in a sin-
gle day (presumably after the third
bout, you'd be too bushed to try it
againl. The lance is controlled by
mouse, and believe me, it's trickier than
it looks — not 1o mention the fact that
some of these guys have been jousting

Throughout the
game, the greal
thing dragon

be chosen Inmg s
Champion and you will

hard work, and good deeds. From
there, you'll follow one of two paths 1o
ultimate victory: Slay the dragon that
s been terrorizing England for many
ears and thereby achieve the rank of
King's Champion, or incre,
wealth and power until you're strong
snough to march on London and com-
mit regicide

Once you've been dubbed, you get
» try your knightly skills at o tourna-
ment held in your honor. To do this,
U move to the Tournament ares a
tind of medieval arcade, with plenty of
portunity for rough-and-tumble gam-
ing. Before breaking lances with an
sxperienced knight. you would be well
advised to put in some time training
against the quintain, a dummy oppo-
that doesn't lance you back. When
re ready to joust for real, click on
= shield of one of the six knights
ble for combat
Before the joust begins, visit the
dstands and exchange pleasantries
the fair maidens gathered there to
our prowess (well. “pleas-
5 not always what you get —

langer than you've been alive. Still
if you persist, you should eventuzally
win & tilt and receive a favor from
your chosen lady as a reward.
‘While you're on the
Tournament Screen, you should
spend a few days practicing melee
combat (only one melee allowed
per day), because that's where you
learn the mouse-control skills that
will enable you to
successfully
StOrm an enemy’s
castle. And as
with the jousting.
the moves aren’t
as easy as they
first appear,
Your village
— and any other
village you miay.
travel 1o — offers
several interest-
ing and useful sites: an inn (where you
can pick up information by talking to
folks), a blacksmith’s {where you can
buy or sell an amazing variety of arms
and armor), a church (speak often and
respectfully to the priest — antagonie-
ing the Church is not a wise mave), and
a money lender (1o be avoided like the
plague except in dire emergencies.due
to extortionist interest rates ).
Successful fiel management is a
prerequisite for advancement, and | was
favorably impressed both with
Congueror's economic model and the
handsome graphic display that depicts
the flef itself —a lush, scrolling, serial
view of your castle, your serfs’ dwellings,
and the fields and forests that produce
whatever wealth you may have.
Castle-building is but one part of
your overall development, albeit the
maost visually dramatic one. You must
first clear the land, then decide — based
on your geographical location and the
type of resources available — whether
to invest in livestock, forestry, or min-
ing. Once your fief is a going concern,
the game’s excetlent economic model

really kicks in, and your ongoing pros.
perity is dependent on a number of
genuinely medieval factors: marriage o
a prudent woman (a large dowry helps
too, of course), rotation of crops for
maximum yield. fair taxes on your serfs
and prompt payment of your own taxes
o the averlord, bullding roads to fuc
tate trade — the game offers you many,
many choices, and the task of finding a
proper. profitable balance among them
is quite challenging

For activities beyond your own
fief, Congueror supplies a tactical map
of England, designed in accordance
with the datn preserved in the original
Domesday Book. Using time compres-
sion, you can travel abroad — alone, or
in command of an army — fulfilling
quests, hunting down brigands, and
always on the Jookout for a weak castle
you can knock aff.

nithy stocks a wide variety
all af it protty

The villag
¥ weapons and

Siege warfare itsell Is not repre-
sented in the game (some players may
find this a weakness — | have mixed
feelings about it mysell); instead. the
game cuts right to the chase by means
of “castle skirmishes” which represent
the storming that, presumably. brings a
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Your first look at...

E Tay
When you ent “castle skir
sh”™ mode, the game will select an
objective — the central keep, for
Instance. Using mouse or keyboard
commands, you must battle your
through ot hu abjective in first-per on
style, slaying the enemy soldlers who

e =
Jousting is thirsty work. Buy a cool,
customers

you never Imnw what ug(-lul information you
might pick up

confront you and sometimes passing
through various rooms or passages.
k up

[if your

ncel. .iII:! pive geners
10 your own soldiers.

it

i

it

Fief management nmllv easy. Well, not 50
easy, maybe, but at least comprehensilile,
thanks to the clean layou of data

Although | have an almost generic
aversion to arcade-style combat
SOCUENC I found those in Congue
1o be liveller and more
most, The heavy emphasis on
son action is nicely balanced against the
more thoughtful and painstaking ele-
ment of fief management. making the
game much more than a one-trick pony
And open-air combat is-handied in &
traditional manner: you select formations,
position your troops, give the orders, and

wr

ing than
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What Else is Available?

For readers who are new to PC gaming and who might want to get a taste of the
Medieval Experience before Congueror hits the stores, here's a list of readily
available games thal cover the same general period.

C'ast.l'es 1 (imteeplary)

t
delig I1r
PL Game rtmy: 84 %

Klng malkcer I-ﬂ.vilnn H|II'

1 dom hml.rlmn but it nead
PC Gamer mtiny; 7596

hope their

One thing is for certain
Is gorge o look at, with smie
mation and colorful, cinemit!
+ Music and sound effects are
ate, starting with the dramatic
L\;L"],“ from £

[shades of _]ull-\ Boor
“We wi
like c||cu.- and

| detail and com
hed in tf

kingdom

abvious cinematic Influences, "Everyone

bu el we all re
from the whale knights-of-the-n
ile genre m Ivanh
IF the game player feels immersed in a
miovie, then we've met one

Here is Software Sorcery
the Middle Ages, then —

to Tisaf m faor adventuring
and | expect th | appeal
to a broad, enthusiastic audience.

[Each fief has different requirements for prosperity. In northern l'.Dll.ll!H“_.l:.llﬂ ll||l|ll;g may h;ng
the highest return; in the midlands, sheep herding is likely 1o be a suitable ese for the land. And
don't neglect lorestry, whorover you are.
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STONE PROPHET

Escape the dreaded realm of Har Akir before the ancient
mummy Anhktepot awakens — and ends your stay himsell!
This all-new adventure in the RAVENLOFT' game world has
more puzzh:s than any other ADKD" r.nrnp‘ul T gamel
i' Treacherous dungeons abound. New rnnngtc!s lurk around
% every turn. New tactics make combal more challenging,
you! taﬁ even fly, which adds a whole new lu'is! 1o p
es, Iiiﬁt-ﬂ:a VGA graphics produce the
qnai dnpu‘\'m Without an |
eerie; di gﬁimi
1 sotmd

. 1-800-601-PLAY
with VISA/MastnCusn
(North America only).

DURGEORS
nm TSR ke

SCREENS SHOWW: 1BM 756-COLORA HI-AES YGA DISFLAYS. ADY
Shenernzes therenl arn brademarks owned by and used anded i

Product Information Number 114



drsign and bulld the grestast
7 You can
you baysot the sidun. bn st
Yo santett iroty mroet of running & highly

SUPER STREET
FIGHTER Il

NE=

-
1+800+258:0533

9-9 Weekdays, 10-8 Saturday, 12-5 Sunday

NHL HOCKEY '35

Mmmw Iﬁl
nction In this hard "'D"J'V'b

statiatics
nn--Phw uplm-ddwm

mncitement. CD- 343

NMEN

PIMBALL ARCADE
You alendy hnow how to play pinbail
bt now you'l find out just how

you reafly are! Eight tables with totally
realistic ball movemant, ray-traced
animations and a hull haur of music snd
sound elffects. CO-ROM

§ wcreen, full-motion video in full
colar. CO-quality MPEG audio.
Easy connection te sound cards.

4 l.m{ for ResiMagic-compatibile
game.

nd pl o richl
d, Il faul like you'rs
anul y l‘lrl

COLONIZATION

awaited foliow-up to Clvilization

MULTIMEDIA

System haa real valus! Sony double-
speed imtsmal CD-AOM Drive.

18 Sound Card. LABTEC nmpldwd




STAR CRUSADER

Ry The Gorena Empire is at war with the Afen
Alliance. The sy you choose and the batils
- strateqy you devise will determine wha
controls the Ascalon Rift. Chooss your ally
feom either sidn, Fiy 11 differert ships loaded
with weapaney. Complate aver 100
warying missions

COMING SOON

WING COMMANDER ]

THE INTERACTIVE M

MNMWmemm

g Commander gama ever] Featuring the
mamm.lmm -Diiees and
Makcom McDowell

When ardering new releases, ask for @ Day 1! Day 1
alows preordersd New Releases o be shipped via
AIRBORNE EXPRESS® directty to you the day of relaase!

Forony §op @ER® * Omesmirimam

FIGHTER WING

a now broed of fight simulation game
offaring the ultimate arcade flight combal
axpavience with the world's bop fighter
aircrah, Featuring actual wdea foctage,
multiple player, netwark ploy, and complas

A CYBERPUNK THRILLER

Dieive deep into the levels of Hodes in this
brpunk advanture featuring advanced

g)um.mganuman wtar cant with Disanis

Hopper and Groce Jorses!
46

NEW TITLE

ARMORED FIST

oist the terrain, Sbew your tumet,
on targel. And broce yourself for &
Fire storm! Forge ohend in Bo digital
battiedield of the huture in this modem

sm 2 méssions agoinst the cml!uml'rsq.ﬂ - tnnk aimulation!
PHANTASMAGORIA ' PHOENIX sovsnex

PREORDER NOW
Phant it i Taka control of your wlvators
eeited wiog e Tt ARG, | DARK FORCES s, irotl, mcder, e
cinsmatogrophy and computer graphics Infiltrate the innar sanctum of the Ev?‘l‘m flight & weapon commands with
tochniques ever for @ comparter game, - . i steal the plans for the Death Star | this nigue 2-handed joystick.
Angzperience in feeror ke nothing sver a naw braed of stormiroopers in beillant e - 1 24 slmply programmable
30! The beet Star Ware game yet! T AKE CONTROL buttons, compatable with any

CALL ot bt
e

seon or heard befors on PC. S%

ADULT PHOTE

TEURD MAGATINES PSCOROMNMAGAZIN

ORDER LINE 1-800-258-0533

4th Dimension EnL., 4 Div. of Computer Basics, Inc.,

1490 N, Hermitige Rd.. Hermitage, PA 16148
Cisstomer Service 412-862-0533. Orders normally shipped witsn | bosiness day.
Cvamight shipping as low as $5.00. No hidden handing charges. Ar Expiress Sefvics:
$0-99=T% minimum $5. 3100 o §186 = 5% Minimum §7. $266-$406-4% minemum
$10. Ovar 8500 call,  COD onders ok, sdd §5. Prices subysct 10 changs withoul
nesica, Adustments gladfy made within 10 days of purchase. Flostocking charge
may anply. Aaturns rot accepled without priof authoezation. Cusinmaen mspansibin
for Teiun shippieg

Mot Awtable anh Dinds] of O Cal
PRICE DOEE NOT INCLUDE MALING
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New Connections with

Windows 95

Microsoft plans it's own online service

With the

hen one of the world's
4 largest software pub-
lishers decides to take

on & new market such as online
communication, it's sure to drow
a lot of attention — especially if
the software giant in question
happens to be Microsoft. During
the COMDEX show held in Las
Vegas, Microsaft confirmed it's
bean developing an online service
to be included as & standard fea-
ture of Windows '35, Titled
Microsoft Netwark (catchy, huh?),
the now sarvice will compate
directly with the nation’s most
popular services — CompuServe,
America Online, and Prodigy.
While rumars of the netwark
have bean bouncing around the
industry for some time, it was
generally assumed that the ser-
vice would focus on technical
users, business organizations,
and Microsoft's own software

cusiomers, But in the official

tion,
Al P

of the Mi
Network, chairman Bill Gates
made it clear that the new service
will have the same mass appeal
as the current market leader,
CompuServe, and feature
improvements that will allow new
technical and presentational
opportunities the existing onbine
networks can't yet provide.

This last bit is of vital impor-
tance, since Microsoft tself won't
sctually ba providing the specific
services availabla through the
Microsaft Network, Instead, the
campany will rely on outside ser-
vice providers — and making MS
MNetwork attractive enough to
interest top-quality providers will
b the main objective if the ven-
ture is to compete with the more
established services.

As they move into the grow-
ing world of anling communica-

d
r Q [ =3

| T
prersteny

([ L8 few Jum e

e ozl -
MICROSOFT® (Y1 NE Tonay 5 |

NETV G

hopes their high profile in the
computer industry will help attract
the millions of new customers

Microsaft Network to the public.
But Migrosoft is confident that the
grawng demand for onling com-

predi 10 [ain the “inf
suparhighway™ over the next few
years (and the billions of dollars
they are expected to spand),
According to Microsoft, the cur-
rent number of online subscribers
makes up only sbout four percent
of the nation's households, leav-
ing untapped milions as potential
customers for the MS Network

But aven for a company as
well known as Microsoft, getting
the new sarvice out to all those
potential customers could
prove to be a costly and time-
consuming proposition — so
they have announced a mar-
keting plan that would pack-
age the MS Network softwarg
with all versions of the upcom-
Ing Windows ‘35,

Microsoft's near-monap-
aly on PC computer operating
systems will allow the MS
Network to tap into @ hugs
consumer base of current
Windows 3.1 users who want
to upgrade to tha improved fea-
tures of Windows "85 — or new
computer purchasers who will
find Windows 95 preinstalled on
their systems. The potential of this
ready-made market could put the
MS Network at the front of the
pack in a very short time, and
bypass the traditional marketing
problems and expense encoun-
tered by the other online services.

In fact, America Online pres-
idunt Stave Case said the near-
manopaly Microsolt enjoys in the
05 arena amounts to an unfair
advantage m getting the

will
many different services, including
Amarica Online.

Becausa the M3 Network
will use Windows '35 as, in effect,
its front end, even the best of the
other networks will have to
improve on their current inter-
faces in order to compats with
Microsoft effectively. With the
MS Network, the usual offerings
of E-Mail, support forums, and
information services will be easi-

af to use and undarstand. For
axample, downloading er upload-
ing will be as simple as dragging
and dropping a selected file icon.
Maost importantly, Microsoft has
been able to incorporate these
simplified features into Internet
access — increasingly important
a5 naw subscribers move into the
murky and high-tech realm of the
old Infobahn,

Watch for the Microsoft
Network to become available as
so0n as Windows 95 does —
probably some time around
August or September.
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If We Had Two heads,
We'd Buy One For Each!

More VR peripherals are on the way

he virtual worlds every
T game publisher has

promised us still haven't
miaterialized, but we are beginning
to see manufacturers creating
devices that will allow us to enjoy
all that VR goodness to its fullest
when it finally does arrive

Virtual 0 {206 382-7410) of
Seattle is one of the companies
maoving forward in what could
become & highly competitive mar-
ket during the coming year
They've recently unveiled a line of
cutting-edge peripherals that will
accommodate the future of virtual
reality, yet easily adapt to a variety
of present-day uses.

Their first product, called i-
glasses!, is an ergonomically-
designed headset (or “Personal
Display System,” as the company
literature calls it) that projects light
from two Liquid Crystal Displays
[LCDs} onto semi-transparent lens-
es mounted in the unit. Virtual 0
says this allows the wearer a view
equivalent to an 80" wide-screen

favorite video games in full color,
A pair of stereo headphones is
also included, so users wall be
nble listen to their program or
game without disturbing others.
While the basic unit doesn't sup-
port PC applications, an expansion
module will let you connect tha i-
glasses! to your computer's VGA
output, The PC module will include
motion sensors, too, latting you
fook up, down, or even over your
shoulder to see all of your virtual
surrgunidings in games that sup-
port head-tracking

While most manufacturars
only envision customers using VR
headsets to immarsa th

ina | BASY-
to-use, and lightwesght (onky eight
ounces) package.

The i-glasses! accept sever-
&l standard video inputs that allow
itto be used for watching movies,
television programs, of your

n & game environment, Virtual 0
pictures their i-glasses! being
used for many other apphcations,
such as personal entertainment
on airlines, buses, and even the
dentist’s office. Though we doubt

there's much that could take gur
minds off of the whine of the den-
tist's drill and the smell of burning
enamal, being distracted with a
movig or video game might take
some of the stress out of those
regular cleanings.

Virtwal i'0 will release sav-
eral as-of-yet-unnamed versions
of their PDSs during 1985 — but
the -glasses| should be available
by the tme you read this ata
ratail price of 5599 for the base
version, and $799 for the i-glass-
esl and PC module.

UNDER CONSTRUCTION

Who Shot the Perfect General?

American Laser Games announces acquisition of QQP

van though we're saving
our full-on Winter CES
coverage for next issue

{mainly because we need the
rest), we caught wind of a pretty
important acquisition as we
were making our rounds at the
show, and felt it warranted
immediate attantion

During & meeting with GOP,
Director of Marketing Peter
Alexander revealed that
American Laser Games, produc-
ers of live-action shoot-'em-ups
like Mad Dog McCree, Who Shot

Johnny Rock?, and Crime Patrol
had just scquired the 5-year-old
strategy game publisher. When
wi heard the news, fears of &
new genre of strategy shoot-
‘em-ups bounced around in our
heads; but we spoke to both
sides, and it looks like every-
thing will remain status quao for
each company.

Both Alexandar and Amar-
ican Laser Games President
Robert Grebe assured us that
even though 0OP is now a whol-
ly-owned subsidiary of ALG, it

will remain a separate entity and
continue to produce the quality
titles it’s known for. But that
dossn’t meen the two companies
won't share technology or cre-
ative talents wherevar it might
lead to improvemants in each
company’s products.

0Q0P's president and
founder, Bruce Williams Zac-
cagning, stated, “We believe the
synergy of OOP joining forces
with American Laser Games will
result in supanor gamas and
improved marketing which will

banafit both companies.”

ALG's Grabe said the only
major change he forasees for
O0P will be better distribution
and packaging, which should
improve 00F's presence in the
marketplace. And as Q0P pre-
pares to release The Perfect
General I, gamers will certainly
be happy to find it in their soft-
ware stores, rather than just
reading about it in the magazines.
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APACHE-GUNSHIP

Armed and Dangerous

1984... h

“Wild Bill" Stealey and -
MicroProse® introduce - =EY
Gunship® — the first
attack helicopter
simulation.

1989...

Gunship 2000"
arrives,
incorporating the
hottest technologies
and graphics.

Now...

Technology march-
es on. A new genr
eration must lead
the way. Who bet- *
ter to once again
push the gaming

= Hot new 3-D visual technology envelope then ke
man who's been

= Combat helicopter simulation for doing it ll:eleng?
"Wild Bill” and

the serious sim fan and the first
time helicopter gunner in arcade
free-for-all level

Interactive Magic.

PC CD-ROM
= Quistanding high resolution low
level terrain graphics with highly
variable explosion graphics
= Great fun
“[Apache-Gunship| is going to push all directions in serious combat air simulation to the limit, u‘
to produce a system even the most jaded veteran gamers are likely to drool over."
Strategy Plus INTERACTIVE
mr;m; e M{mc
: For more information call 1-919-461-0722 o R A

* MicroProse, Gunship and Gunship 2000 are regrstered trademarks of MicroProse inc, and are not affiliziad with interactive Magic
roduct Information Number 99



Desert Strike, eat your heart out!

ven though we've sean
lots of high-end simula-
tions lately — ranging

from the bumper-to-bumper
stock car excitemant of NASCAR
Racing to those dueting World
War | biplanas of Dawn Patrol
and even some bizame flymg-
carpet action with Magic Carpet
— we haven't seen & major heli-
copter sim for the PT since
Novalogic's two-year-old
Commanche: Maximum Overkil
Interactive Magic hopes 1o fill
that void and please would-be
chopper jocks with their upcom-
ing CO-ROM title, Apache-
Gunship,

The terrain locks great ai
you get lowar.

balance the difficulty of Agache-

The star of the show: The Apsche AH-64D is just
Bristling with enough high explosives to level o

town or A battalion of tanka
Apache-Gunship is current-
Iy under developmeant in the UK
by Digital Integration, designars
of the award-winning Tornada
Using Digital Intagration's latest
3D engine, combined with state-
of-the-art taxture mapping and
Gouraud shading techniques,
Apsche-Gunship is designad 1o
be one of the most datailed fight
sims ever. In it, you'll take the
controls of the U.S. Army's finest
attack helicoptar, the AH-840
Apache Longbow, and face down
a variety of foes over several
geagraphic locations, from
Central Europe to the current
hotspots in the Persian Gulf and
East Asia, While they want tha
B0-plus missions 1 be challeng-
ing, Interactive Magic hopes to

Gunzhip some -
betwean the sat
ngly realistic contant

of sims ke ado
and the fast-paced
gameplay of
Commanche

A newly founded
company, Imaractiva

ligh themselves as &
leader in developing
challenging simula
tons and stratagy
pames, and they're
eager to make their mark with

Maglc wants to 2stab-

Apache-
Gur:

gven got the
backing of
one of the
industry’s
1op guns,
JW, "Wild
Bil
Stealey.
Stoaley was
the founder
of sim and

de, hut the view will improve as JEIEIEH

giant Micro-
Prose, and
alter a briet absence from the
computer gaming scene follow-
ing MicroProsa's acquisition by
Spectrum HoloByta, he's decid
ed 1o get back into the PC gam-
ing arenn as an investor/congul-
tant with Interactive Magic

We recently got a peek at
Apache-Gunship (and blaw up a
faw suspicious-looking water
towers), and it's definitely moy-
ing in the right direction, With
Stealey’s raputation and tha
capabilities of the design team at
Digital Integration, Apache-
Gunship ts already at the top of
our spring wish fist.

You'll get your mission hriefings in the fiald and like it, mistor!

ike an undersater
king everywharn

The unique graphic style of the original Dk

Saed has bean updated for the upcoming
sequel, Dack Seed Il
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EYEWITNESS
UNDER CONSTRUCTION!|

But When's Happy Hour
In Ten Forward?

Star Trek: The Next Generation Interactive Technical
Manual will answer your NCC-1701D queries.

hile it seems the bulk
ol multimadia devel-
opers are in a perpet-

vl struggle to find a balanca
between interaction and non-
interaction in their products,
there are a few instances where
the two are seamlassly combaned
and become & prime example of
multimedia’s currant capabilities.
After spending a few lary
aftermoons with Siman &
Schuster's Star Trak: The Next
Generation Interactive Technical
Manual, we think it's one of
those examples. This Windows-
based CO-ROM is the follow up
to their best-selling paperback,
Star Trek: The Next Generation
Technical Manual, and makes
excellent use of those 600 megs
of storage space. Whether you're
& dig-hard fan of the series or
just a casual viewer, you'll
eppraciate the sttention to detasl
that characterizes ST.TNGITM.
Starting with over 15,000
photographs taken before the
senes’ final episode, ST.TNGITM
has bean designed to let you wvisit
every nock and cranny on the
fabled Starship Enterprise NCC
1701-0, from transporter to engine
room. Seamlessly combinad pha-
tographs of many of the major
araas (ke the bridge) make it

INMEI

M you take a guided tour of the USS
Entterprise, you'll soon lind yoursell

on the main bridge.

pessible to turn 360 degreas to
viaw the whole room as if you
wera there. Every room containg
several “hot” areas, so when you
find something of interest, you'll
be able to move in closer and
examing the object’s finar details
I you want to know more about
the Enterprise in general, the
ship's computer
[voiced by Majel
Barrett Roddanberry)
will give you the
declassifiad briefing
on mast of the
objects and the ship
tunctions.

And if you can't
find the main bridge,
or if you'd rather just
sit back and see the
sights, Jonathan
Frakes reprises his
role as Commander

Riker to serve as your official
tour guide, He'll show you
through the mare ohvious areas
of the ship, and tall about the
day-to-day operation of o
Federation starship; he'll also
dish out some behind-the-scenes
info about the television series,

More adventurous trekkers,
however, will want to skip the
guded tour and poke around the
ship on their own, Overall, we've
found that ST-TNGITM to be a
high-quality product that pre-
sarves the tone and spirit of the
series, And while it's not a game,
itis one of those products every
gamer will be interested in. Retall
price for ST.TNGITM is 589,99,
and it's available at software
retailers evarywhere

TOUR MDDE
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And the Winner is...

The Bi-Annual PC Gamer Contests Update

ne thing wa've wanted
to do since our very first
EB5UR wWas 10 give our

readers a chance to participate
in soma really great contests,
and the response has just been
overwneiming. From the PC
Gamer bowling shirts to the
Wing Commander Il Pentium
contest, wa've sesn baskets of
mail flood into our offices. We're
betting plenty of you have bean

hoping you might actusily have
won some of these prizes, but
have been too shy to ask. Well,
we've decided to ease those
anxigties and announce the fol-
lowing grand-prize winnars.

The winner of our first con-

test was Kennath Savinaugh of
Buffalo, New York. He took the
top prize in Dynamix's FPS:
Baseball contest, but he hasn't
exactly been able to enjoy his

trip to the World Series thanks
to the player’s strike (we had
nothing to do with it, we swearl)
Fortunately, Ken has been
patient enough to lat Dynamix
iron out the details for & suitable
replacement prize. As for the rest
of us basaball fans, here's hoping
the boys of summar will be a linle
maore reasonable this year
During our second contest,
sponsored by Sierra and Coktal
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natographers, Phantasmagoria
unleashes an incarnate evil you
never knew existed inside your PC.

world's finest
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UNDER CONSTRUCTION

Star Trek
Omnipedia

PC GRHER March 1335

Visian, a trip to France was on
the line — and we received so
many great entries that picking
a winner was especially difficult.
But Seth Bruckner of Atlanta
and his essay, “Why | should be
PC Gamer's Ambassador to
France,” took top prize with its
rosy prose and rapier wit. We
waonder if Sath b to

drawing yielded a plain, white
envelope from Matt Council of
Laurel, Mississippl. He took the
grand prize of the Pioneer
LaserDisc Player and Star Wars
Trilogy LaserDisc set

If the response to our
September Media Vision Pro
Deluxe Multimedia contest was
any fnd , plenty of people

thank us as he watched those
French models stroll by on the
Champs Elysees while munching
O CrOISSants..

Judging by the envelopes
and postcards, the August
LucasArts TIE Fighter contest
brought out the creative talents
of several of our readers. Many
of the entries were lovingly cov-
ered with pictures of favorite
Star Wars characters or ships,
all just screaming for some win-
ning attention. Yat our random

were looking to upgrade their
computers. Qur winner, Mike
‘Wilson from Athens, Georgia,
was definitely excited about
being able to piay CO-ROM
games — although since he
dogsn't even own 8 computer,
he may need to do some sweet-
talking if he wants to add the kit
to hig girlfriend’s PC.

When our Dctober Wing
Commander Il contest was
announced, we were ready to
quit our jobs (employees weran't

sligible, doggone it) for a
chance at that amazing Pentium
computer decked out with all
the trimmings, courtesy of Origin
Systems. Even with the incredi-
ble demands being made by
today’s gaming software, we
doubt our winner, Ida Mae
Hooper of Hiawatha, Kansas,
will be outgrowing that system
anytime soon, And |da Mae,
don't forget to read Tim's col-
umn this month; we don't want
¥ou to worry about that nasty
old Pentium bug making you
miss any of those rampaging
Kilrathi devils

So, congratulations to all
our winners — and to those of
you who antered and didn't win,
thanks for playing. Just remem-
ber, each month is another
chance to win. So keep trying!

Sanctuary Woods
Gets Serious

More focus on games, says The Woods’ Ted Markley

Woods recruited Ted

Markley, the former VP of
MicroProse’s Entertainment
Dwision, to lend his expertise
and direction 1o their PC enber-
tainment division and add the
sort of gameplay that would
allow them to compete with
gaming's big boys. We asked
Ted what he's doing to achieve
this and to give us his thoughts
on multimedia gaming. But first
we asked him to tell us about his
departure from MicroProse

I n May of 94, Sanctuary

PCE: Did you leave MicroProse
on good terms, and did you feel
they were maving away from
certain products or changing the
way they operated?

TM: Db, it was very amicable. As
| was leaving, MicroProse had
just been through some bad
financial times and was going
back to the basics, like flight sims
and strategy games, and backing
away from products like roleplay-
ing games and graphic adven-
tures. Even though that was anly

a small part of what | was in
charge of, it made the opportunity
at SW even more attractive.

PCG: When you moved to SW, did
you take a look at thair products
and think “Thay're pratty, but
they're not working becsuse..”

TM: Well, | tried to put it politely
and say “They just weren't what
the market wanted.” They did
have nice-looking graphics; it's
just that the market didn’t want
what they'd produced. But | think
we're changing that now, We
acquired the graphic adventurs
“walker system” from Micro-
Prose and have enhanced it to
actually handle hi-res graphics
and the demands of CO-ROM

PCG: We're seeing lots af multi-
madia gamas that ara really
attractive, with gobs of potential
wasted on muddy gameplay and
B poot interface. What are you
doing to change that?

TM™: One of our strategies &s we
got into multimedia was to make

sure that we addressed what we
think the real market is. Other
companies are saying, “We're
making this for the mass-market.”
But the mass-market is gamers.
There is no large group of people
looking for products where they
can sit down at the computer like
they're watching television. So
we've focused on gameplay and
good, solid puzzles. And yeah,




you've got to have great graphics,
but that's & given these days. You
know, if | see another “stunning
graphics™ quote on & box | think
'l losa my lunch]

PCG: Do you think there's any-
thing out right now that lives up
to multimedia’s patential?

TM: No, but | think there have
been inrosds made with some
products. | mean, | can take half a
dozen different products and say
“Gee, that was a good compo-
nant.” The graphics were great in
7th Guest, but it was like a fool's
wrrand. it was a collection of linle
puzzies to play with, with a loose-
Iy-linkd story betwaen them,

PCG: Even though Walfwas a
vary creative title — in fact, it
won a PC Gamar Award for
Special Achievemeant in

Inn it sppeals to a lim-
ited audience. Is it important to
you to keep developing innova-
tive products, even if it doesn't

help the company’s bottom line?

TM: | think you've got to do some
expeniments. When Chvilization
came out, it was really an expari
ment in terms of trying to be a
new type of strategy gamae, | think
you've got to do that, or you'll
never get a Doom, So yeah, we'll
hese but we
|ust won't have a steady diet of
the reslly innovative things.

The jury's still out on how
well Waolf will ulimately do

continue to dav

Sometimes a tithe like that will
often do wall over time; and
what we're hearing from distrib-
utors and retailars is that they
feal Wolf will be that kind of title

PCG: Origin has moved to the
CD-ROM as their sole format,
and lots of n'.hE-' :ump:n-es ara

think this is -'s.!LlL for SW'-‘

TM: Well, | hope 50, because
that's basically what we're doing.
As a matter of fact, we just pro-
duced our first and last fioppy
product, Once Upon a Forest.

| was just talking to ona of
our people about how there were
some great expectations for huge
PC sales of multimedia systams
over Christmas, and | was told
that those axpectations wers
exceeded by about 15 percant

PCG: Would you like Sanctuary
Woods to be known for one type
of product, or do you want to try
and cover all the bases?

TM: We want 10 excel in story-
based products, But at the same
time, we don't want to go knock-
ing our own products off the
shelves. In "85, you'll see a
series of story-based products
coming out of the Sanctuary
Woods studios; like The Riddle
of Master Lu, and in "9 you'll
begin to see & wider variety. But
we don’t want to do it if we can’t
do it well,

Wmﬁmﬂ round

Sound

Altec Lansing brings Dolby Pro-

Logic to the PC

f you've been reading PC
i’Gamm!_r,rinng.vaualrr.-adv

know our current fave
speakers are the ACS300s from
Altec Lansing. But if the proto-
types we heard at the Winter
CES in Las Vagas are any indica-
tion, we may be about ready to
switch allegiances

Altec Lansing's fatest
model, the ACS500 subwoofer
and satullites system, are
designed to bring big, surround-
sound audio to your home PC.
The two tower satellites — taller
than most monitors
and subwoofer com-
bine to kick out truly
impressive sound, with
an AC-powered amplifi-

most meager sound-
boards planty loud

But best of ail, the
ACS500 system
udes built-in Dolby
Pro-Logic surround
sound ¢ ry. The
towers provide both the
center and side chan-

nels, thanks to their configuration
of center- and side-firing speak-

ers. This also gives them surpris-
ng stereo ging capahilities

— in fact, you'd swear that wide

sound field was coming from
much larger speakers, placed
much farther apart.

We haven't had a chance to
raally put these beauties through
thair paces, but you can bat we
will just as soon as we got them
in. Look for more in an upcoming
instaliment of Matt's column,
"Peripheral Visions.”

The tower speakers af the ACS500 are designed 1o provide
beth conter and side channel audio for tull surround sound

' 3
T

to order call toll free
1-800-631-5141

Product Information Number 113

THE NEW
EXCITING
QUIZ GAME

FROM SOFDEC, INC.
Four gamet in one
with queshions

. aboul the whole weeld

Enter the world of education.
For school and family.




The graphics in today's games look just like photos.
If you'd rather play movies than watch a slide show,
you'd better get them developed on a Falcon.

“If you want 10 go sl cut for games, the Faloon is the best
but for your money.”
-Baul C. Schuytema, Computer Gaming World

sont me |s & beautiful plece
ss0 they don’l go with the
buying standard

A\

THE FALCON MACH V: THE ULTIMATE GAMING MACHINE i

It you need the fastest computer performance for your gaming, personal, or business software, you need to fly a Falcon!

The MACH Vp-90 MHz Pentium - $2,995
Standard features as of 2/1/94;

To Order Call:

1-800-258-6778
VISA MasterCard & Discover Accepled
Financing Available On Approved Credit

0 sonitve tans, Customied BIOS ard many cher unegue foatises! s
need yout npecilic neede. Thooe am handnsds of nptons & COMPUTER SYSTEMS
buy, phowsa call un for e Atest quote 263 South Bayshore Dr.  Coos Bay, OR 97420

Product Information Number 95



Top Ten Lists

his month’s charis reflect
T the peak of the '94 Christ-

mas buying season, but a
few old ghosts from Christmas
past, like Broderbund's Myst,
Virgin's 7th Guest, and Lucas-
Arts' Rebel Assault, wara able 1o
draw some pretty respectable
spots on Babbage's and PC
Data’s lists

Despite the longevity of
those titles, the top dog in PC
gaming was the sequel to our
all-time favorite, id Software’s
Doom II: Hell an Earth, which
blasted its way into two #1
spots, LucasArts captured the
ramaining upper barth with
Defender of the Empira, the first
campaign disk for TIE Fighter,
but it's a little surprising to see
that neither TIE or X-Wing CO-
ROM made the cut.

Siorra's MetalTech: Earth-
Siege and FPS: Football Pro ‘95
prevatled on their respective
battlefields, and earned spots on
both Babbage's and PC Data's
lists, Simon & Schuster's

ST.TNGITM has apparently
intrigued a lot of people since,
it was the only non-gaming
title to make Babbage's and
PC Data’s fists

MicroProse keeps a firm
grip on strategy gaming with
Masters of Magic and Cofon-
ization, while Access scores
with their four-disk extrava-
ganza, Under a Killing Moon,
and their axcellant golf sim
Links 386 Pro. Microsoft's lat-
est offering, Space Simulator,
was nowhere to be found this
menth, but Flight Simulator 5.0
managed to grab a place in
Software Etc’s Top Ten.
Rounding out the rosters were
SimCity 2000, Imerplay's
Castles Il and Sirius’ 5 A 10
Pack Vol 2. Next month we'll
sae if Ongin's Wing Com-
mander /Il or Hell from Take 2
is able to break Doom Ifs
grasp on the #1 spot

Smite Thine Enemies
With a Flick of a Finger!

The ultimate in PC weapons control is here

ith the arrival of the F-
W 16 Throttle Quadrant

System (TAS), Thrust-
master {503 639-3200) completes
their successful and popular fine
of F-16 controllers — and PC
pilots may forever be in their
debt. This iatest contribution 10
the world of high-end peripherals
has been designed with the most
discriminating PC-pHots in mind.
Constructed from high-impact
plastic, the TS features im-
proved ergonomics over its pre-
decessor, the Weapons Control
Systam MK II. By modeling the
multi-function features of the
TQS aftar the throttle quadrant
from the real-life F-16 Fighting
Falcan, the TOS ensures you
won't lose a dogfight due to
uncomfortable or sloppy controls

Babbage's Top Ten List

1. Do 1fid Soltware
2z

As with the MK 11, the TOS is
8 programmable alternative to
keyboard-intensive commands,
compatible with all fiight simula-

this capable pair to come cheap.
But if you've got the bucks, you
literally can't miss!

tion software. After assigning
those tricky commands to six
tactile knobs, switches, and
buttons on the comfortably
molded grip, you'll chase
down bogeys with naw confi-
dence and control. There's
even g target trackball to help
you pin down the enamy in
thosa long-range encounters.
The only requiremant
for the TOS is that must be
used in conjunction with
Thrustmaster's premier joy-
stick, the FLCS-16. With a
M.5.R.P. of §199.95 for the
TS and $100.00+ street price
tor the FLCS-16, don't expect

ou just pur

I right naw.

w

e PC Gamer
Playlist

you might think our steady diet
high-gnd games would feave us
still get an exuberant nugh

PCGAMER March 1985
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V for Victor

Frisina Answers Zabalaoui

In the February

Gamer, Atomic

Ke laoui commented
length on the tangled legal situa-
tion surrounding the CD-ROM
rights to the V for Victory series,
originally published on floppy

disks' by Thr
included d

Sixty. His remarks
ailed references to

ixty President

ina. Our reporter

attempted repeatedly and unsuc-
cessfully to get in touch with
Frisina for that article. We are
now happy to offer Frisina an
opportunity to tell his side of the
staory, in his own words..

r. Zabataoui of Atomic
Games, Inc., has
strongly implied in an

article he instigated with PC
Gemer magazine that | forged his
signature to & contract during
the time | was President of
Thrae-Sixty.

| did nat, nor would | ever,
forge anyone's signature to any
document.

His implication that | was
involved in the forgery is an out-
right fabrication of what really
happenad. Had Zabalaoui dug
deaper to gat the facts, he
would have found the following
1o be true:

An Agent contacted Three-
Sixty's Controller during the
Spring of 1993, He represented
that his contacts for secondary
markets could produce & large
cash opportunity for Three-Sixty
if we were interested in provid-
ing our back catalog of older
titles for use by some budget-
priced retaflers.

| authorized the Controlier
1o be the point person at Three-
Sixty, to write the contracts and
to negotiate favorable terms
with the Agent. | gave her
approval to provide all the back
catalog titles for which we had
the rights.

Mainstream America; the

PLGRHER Harch 1995

company currently involved in
the allegation, was one of four
or five companies to whom the
Agent delivered our back cata-
log titles. Contrary to the way
Cralg Boyd of Mainstream char-
acterizad my involvemant, |
have naver personally spoken
to him. Only our Agent commu-
nicated with him. Three-Skety
never enterad into the alleged
agreament because we did not
have the rights, and my signa-
ture was forged. So, it's falla-
cious for him to say that we
ware not on “the up and up.”

In June 1383, after suffering
disappointing releases of
Patriot and Theatre of War and
the subsequent return of close
10 $1,000,000, Three-Sixty’s cash
flow trned sour. Complicating
this event, our exclusive distrib-
utor — and only source of cash

— began withholding ever
ncreasing percentages of our
checks to cover distribution
channel aliowances and returns.
By September 1993, it was all |
could do to make payroll. Paying
developers and vendors with

| thought this would be a good
thing for Atomic and Three-Sixty,
50 | had my Development Vice
President contact Atomic. Atomic
refused to cooperate. My
Controller related this to the
Agent, and told him “no deal”
Aftar one further solicitation
and refusal, that was the last
time the subject of V for Victory
or Mainstream was ever dis-
cussed with me until November
15, 1984, two months after the
sale to Intracorp through Chapter
11. Dur Creditor Committas
Counsel received a phone call
from Atomic with allegations that
Three-Sixty forged Atomic’s sig-
nature to an sgraemsﬂl with
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— Continued

reading this record and not
becoming upset at the possibility
that thay, somatima down the
road, would become the target
for such & malicious act.

| am now thrust into having
to defend mysell against thesa
false sllegations, allegations that
become even more painful in
light of Three-Sixty's closure
When companies face bankrupt-
cy, many people suffer from the
fallout; vendors, developers, and
employees. | tried averything |
knew to save Three-Sixty and
pay off the debts, including
maortgaging all my assets — but
to no avail.

| am appalled thet 8 major

| like PC Gamer would

M allowing M
the CO-ROM V for Victory rights.
Knowing | did not do this, |
asked to see a copy of the con-
tract. | read it over and found the
following:
My signature was a forgery.
The date of signaturs,
September 20, 199, four days
before the sale of Thrae-Sixty fo
Intracorp in the Court, was
reflective of how praposterous

y, even employ:

became impossible.

Three-Sixty owed Atomic
Games, the developer of the V
for Victory series, a sizable sum
of back royalties. Atomic filed
suit to recover its money. Wa
sattled out of court, and part of

the all of my forging a sig-
nature actually was. A forgery as
flagrant as that surely would not
g0 unnoticed.

The construction of the
paragraph dealing with paymants
to the Licensor stated that ail
advances and future royalties

lend credence to these untrue
statements by printing these
allegations. The very least the
publication could have done was
to contact me for verification of
these allegations.

| appreciate the opportunity
to shed some light an this impor-
tant and apparently industry-
wide topic. Three-Sixty accom-
plished a lot during its seven
years, and | hope its legacy will
be that of 8 company with ambi-
tious expectations, striving to
push the product envelope, but
in the end not financed well
enough o overcome some
bumps in the road. | know that
my travails at Three-Sixty taught

“I cannot image anyone reading this record and not becoming
upset at the possibility that they, sometime down the road would become
the target for such a malicious act.”

—Tom Frisina

the sattlement precluded Three-
Sixty from further licensing of
the V for Victory products

| upheld that restriction
throughout the ramainder of my
days at the Company.

The Agent approached
Three-Sixty in the Spring of 1994
on behalf of Mainstream
America, Mainstraam wanted a
license to do a CD-ROM compi-
lation of the V for Victory series.

were paid directly to the agent. If
there had been any manies paid
under those circumstances, none
of it would have gane to Three-

Sixty, intracorp, or Atomic Games.

The source of this forged
contract is unknown to me &t this
time. | am attempting to find out
what exactly did happen and will
raport my findings to the appro-
priate legal entity,

| cannot imagine anyone

LA N RN

me as much about business as |
learned in the previous 18 years
of work. Respect for the lives
and well being of all employeas,
developers, and vendors, and
the degree to which they should
be placed at risk, is probably the
greatest of these lessons
learned

—Tom Frisina




Railroads & Robber Barons ® G aget.history & remes

Welcome to the 19th Century!

With immigrants pouring in, America is poised for explosive
westward growth, Magnates famed for their greed and busi-
ness acumen rush to cash in, Can you handle the challenge?
Lay track, build stations, purchase trains, and manipulate
stocks to build an empire of iron and steel. History's

greatest Robber Barons will try to stop you by undercutting
vour lines and buying out your stock. Your only weapons
are money and trains. Will your empire suceeed or fall under
the wheels of the competition? Break through the competition!

Nistynd wereein muay vury

The Avalon Hill 3
Game Company 2

DIVISION OF MONARCH AVALON, INC.
4517 Harford Road Baltimore. MD 21214

CD ROM COMING

THp—y

1830: Railroads & Robber Barons can be found in computer game stores near yvou For order

Product Information Number 121
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Iin a year that saw the release of some of the

finest PC games in history, we knew singling

out the very best of the best would be tough —
and it was....

nd FC
e r before Ches
you can bet that the best games in elec- past 12 month
tronic entertainment will be designed vy tough de
for the once-overiooked PC job done, and we
together. and the That's great news for us PC & ¢ think represents the
confirmed something 1 ar proves. In our cream of 8 very good crop.
ot The i are — the First / F
and s now i Awards. If v

I mone

ing platf 5 I i 4 afford o mi
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Developer: id Sottware

Publisher: id Software 18601 LBJ
Froawny, Suite §15,
Mesquite, TX 75150
(800) 4342637

Best Game of All Time just a few

months ago, we spent b surprising
amount of time debating whether it
deserved Game of the Year honors. But
after taking into account the impact this
shareware-only release has had on the
computer-gaming industry, the cholce
was clear,

Ennk‘idun’ g that we named Doom the

Think of all the changes Dogm has
brought about: Major game publishers
are now releasing shareware versions of
retail products: modem and network
play options are increasingly important to
discerning gamers: and the lst of Doom-
style games (we call 'em Doom clones)
grows knger each day. Oh, one other
thing — Doom’s still a hell of a lot of fun,
And nuts to you If you don't lke it

TIE Fighter

Developer: Lucashris
Publishar: LiscasArts,
P.0. Bax 10307,
Szn Ratoal, CA M812
(B00) 782- 7927

wes another direct hit with TIE
Fighter, the best space-combat simuka-
tion ever created. Most games set In space
cast you In the role of the good guy, but
not TIE Fighter; here, you not anly fly for
the Empire, but also seek 10 gain favar
with the Emperor and Lord Vader by ful

x Wing designer Lawrence Holland

filling special mission goals

The Gouraud-shaded ships-are
wonder to behold, and the action ks fast,
tense, and full of pyrotechnics. Even I vou
cheered for the Rebels in the Star Wars
movies, you'll thrill to the destruction of X-
Wings, A-Wings. freighters, and more. If
you like action and haven't tried TIE
Fighter, go plck up a copy now. You won't
be disappointed

system Shock

Developer. Looking Glass Technalogies
Publisher: Drigin
12940 Research Blwd
Austin, TX, THTS0
(800} 245-4525

Llitima Underwardd | and I comes

System Shock. a first-person adveniure
game that truly Immerses the player in o
3D gumeworld. Trapped inside a high-
tech orbital facility controlled by a com
puter [ment on destroying all human life
forms, you must batthe your way past
mutants, robots, and security systems,
then find o way to disable the computer —
if you want Earth 1o survive, that is
Game control is excellent: You can
jump, crouch, crawl, peek around comers,
look up and down. and more, And thanks

me Locking Gluss, the creators of

FEATURE

to numerous configuration options, you
can set the game for just the amount of
combat you desire, make the story more
elaborate, or increase the difficulty of the
puizzh Jo matter what kind of game
you're lnoking for, you'll find something in
System Shock 1o defight you

1942 The Pacific Air War

opar: MicraPross

Pllllhhnr MicroPrase
180 Lakstront Drive,
Hunt Valley, MD 21030

a1 TN-15

¢ all know that an acceptable frame
Hl‘;ill.' and realistic flight options are

maore imporiant in an air<combat sim-
ulation than good graphics. but Isn't i
wonderful when you find a sim that looks
us good as fies? That's exactly the case
with 1942 The Pacific Air War. The tex-
ture-mapped planes are simply stunning.
making this the best-looking WWII flight
sim ever credted

Just look good. With a bevy of historic
missions, career modes as either an
American or Japanese pilol. modem play
option (not included in the original
relense, but available on various online
services and directly from MicroProse to
registered PAW owners), and a satisfying
riety of aircraft to fly, this one’ offers
hiours and hours of replay value, An essen-
tial companent of any fight-sim fan's brery.

Best
Role-
playing
Game

Star Trail: Realms of Arkiania

Developer:  Atiic Saftware

Publisher:  Sir-Tech. Ogdensburg
Business Center, P.0. Box
245, Ogdensburg, NY 13669
1315) 393-6633
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roleplaying games more appealing to a
wider audience, veteran roleplayers
have had fewer and fewer pure roleplay-
ing gumes to choose from — the kind that
feature highly detailed charscter genera-
tion, complex magic systems, and @ satis-
fying combat M.

H s developers struggle to make fantasy

ILLALMAS

Rewlis of Arks
grophics you' h ap, challeng
ing gameplay more than compernsates for that

That’s just what Star Trail: Realms of
Arkania delivers, though, and diehard
RPG enthusiasts will spend hour after
hour exploring the huge game world, And
while it's not the most graphically impres-
sivee title, It is the most engrossing we'y
seen in a long, long time. And best of all,
I's true 1o the CRPG spirit that has made
this genre so successful. One word of
warning, however: The u:mplﬂll\ that
makes Realms of Arkania so appealing to
veterans may be offputting to newcomers.
But Realms of Arkania has so much to
offer that you can at least face that steep
learning curve with the knowledge that
you'll be rewarded with a game you'll be
plu}lnu — and enjoying — long after you

{-COM: UFD Defense

Developer:  MicroProse

P«hlldnr MicroProse 180 Lakefront
Drive, Hunt Valley, MD

21030 (410) 771-1151

t first glance, X-COM doesn't really
Hlunk like & strategy game. You control o

team of soldiers sent 1o points around
the world to repel invading extraterrestri-
als, and the turn-based combat — which
you view from a 45-degree overhead view
on a wide variety of terrains — might
have you convinced that this is all shoot-
ing and no thinking.

But in addition to lssuing combat
arders, you're also in charge of the entire
X-COM program, and that means you're
responsible for funding, weapons
research and development, maintenance,
and other types of resource management.
Your success in each mission directly
affects how much support you can expect

PC Camer

Tew rownds with X-COM: UFD Delewnse

from workd leaders, and if you're not care-
Tl you'll find country after country falling
under the domination of the ETs — and
|hm aren't friendly, Splelberg-style

"s classic mix of
action and Iy © you hooked
for hours, and made this one of the finest
games of the year,

Best
Wargame

Panzer General

Developer:  Strategic Simulations, Inc.

Publisher:

knowledge, the first historical wargame

1o incorporate elements from fantasy
roleplaying — specifically, the concept of
experience points and their affect on com-
bat. In traditional wargames, the sound-
ness of your tactics and the performance
of your troops affects the outcome of a
batthe or campaign, but in Panzer General
they also determine the path your career
will take. Your successes or failures are
reflected through Prestige and Influence
paints, which you use 1o upgrade what
basically amounts to your own private army.
he SVGA graphics in Paner
General are razor-sharp, the hex-based

P;ln.-('r' General is, 1o the best of our

ensures that

A cloan and efficient ioter;
even novices can jumg into battle with 551's
General

FEATURE

maps are richly detailed (vou can toggle
the hexes off, if you Tike) and S5 has inter-
spersed authentic WWII film footage (o
keep things lively. Hardoore wargamers
may i up thelr noses at the simplified
rules for supply and reinforcements, but
for the vast majority of plavers, Pameer
General offers a gripping experience not
often evidenced in wargames

NASCAR Racing

Developer:  Papyrus Design Group
Publisher:  Papyrus, 35 Mediord Swreet
Somerville, MA 12143

{617) B68-5440

N hen Papyrus announced they'd be fol-

lowing up their smash hit IndyCar

Racing with a stock-car sim. racing
fans everywhere were liching to get their
hands on it — and they weren't diss
pointed. Simply put. this is the best
sim ever created. It delivers not only the
thrills of the world's most popular motor
sport. but all the crucial nuance acing
as well, from deciding on gear ratios and
tire pressure to setting shock absorbers
and spoilers

About the only thing m
Racing is... well, come to think of i, th
really nothing missing. This game e |

Nine tracks have been included to

'\.‘13I1.“|I.Ill the different challenges of the

SCAR circuit, from the twisting road |
course ot Watkins m o the 200-mph
super speedway at Talledega. Multiple
realism options allow beginners to gradu-

climate themselves to the rigors of

stock-tar racing, while vets will appreciate
the ultra-realistic physics incorporated in
the game.

If you're & NASCAR fan, you'll love
the opportunity to race with some of the
stars of the sport. The pros drive with
remarkable realism. and even their fndi
vidual styles are well represented.

Graphics? The game looks great in

w-dropping in SVGA (though
you'll need a 90 MHz Pentium and a
lightning-fast video card to run it in that
maodel. And the modem-play option
means that you can race head-to-head

with a friend
FCGRER Harch 1955 R




FEATURE

L.ords of He Reaim

Developer  Impressions
Publisher:  Impressions Software, Inc.
222 Third Street, Suite 0234,
Cambridga MA 02142
{617) Z25-0500
e premise of Lords of the Healm is a
anil.lur one— you're one of several
nobles with designs on the throne of
England during the Middle Ages — but
after a few minutes of play vou'll realize
thiat this is a very special product. Many
empire-building games either bog you
down In minutiae or present you with
easy-to-understand but unsatisfyingly
broad options, But Londs of the Realm
strikes the delicate balance between micro-
and macro-management — and the result
i5 one of the richest historical sims ever,

To gain the throne, you must take
control over the land usage, labor, mili-
tary, and economy of your realm; you also
have to keep an eye on the happiness of
your sublects, 1t sounds daunting, but the
superior interface — in conjunction with
graphics that actually complement the
information ])I‘O(.E::i — lets you get up and
conguering without a glance at the man-
ual (which you will want to read, since it's
a great source of period information). If
vou have the heart of @ leader beating
inside you, try Lords of the Realm.

Gubllns l]uesl 3

Doveloper:
Publisher:

Sln'aﬂn-uu P.0. Box
w CA 93814

(2008} 6838468
his third Goblins title — and easily the
best of the series — follows & simple
premise through 8 whole series of inter-

connected, brain-twisting puzsdes. You
play as a goblin, obviously, whose goal is
1o unite feuding monarchs and win the

ball fan could ask for. Up to eight people
can compete on each table, and the sound-
tracks for all of them (not 1o mention the
Pinball Fantasies theme song) are superb:
this is near CD-quality stuff, and it really
adds 1o the experience.

Best

TheWay Tings Wk

Jove of the fetching she-gablin Wy .
At first glance, Goblins Quest 3
looks more like a graphic adventure than
a puzzle game — and its adventure-game

graphics, wonderful sound effects,
bizarre and enchanting locales, and
instantly likeable characters will compel
you to stick with your goblin hero to the
very end. Bul the puzzles are really the
backbone of thing, and will challenge
and delight even the most experienced
gamers. A terrific package!

Pl Fanasie

Deveoloper: Contury Entertainment

Publlisher: 21t Cantury Entartainment,
Inc., P.0. Box 415, Webster,
NY 14580 (617) 225-2042

was synonymous with pinball, so lt's

somehow fitting that Pinball Fantasies
won our award for Best Arcade Game.
There were several pinball games released
for the PC in 94, but none have as much
to offer as Pinball
Fantasies.

For starters,
vou get not one but
four tables, all of
which can be
played in VGA or
SVGA, color or
monochrome.
You'll want to play
them in color,
though, because
the artwork on
these tables is so
well-done that it
would be a shame
forsee it in black-
and-white. What's
more, the tables
have been lovingly

designed with all
the ramps,
bumpers, rollover
lanes, and bonus
targets that a pin-

H ack in the early “70s, the word “arcade”

Puhlldlll: Derling l.lnimlvr Multimedia 35
Madison Avenue New York, NY
10016 (800) 3S6-6575
'|‘h=‘ Way Things Work, from Dorling

Kindersley Multimedia, is based on

David Macaulay’s popular book about
machines and the scientific principles
underlying them. and built on a hyper-
media engine. lts wonderful design —
complete with clear and entertaining

i as well as ani d exam-

ples of the principles it covers — make it
appeal both to those who learn well
through reading and those who prefer
o see a concept In action.

But above all, The Way Things Work
is fun. It encourages exploration, with
cross-referenced entries on related
machines and mechanical principles, and
entertains as it teaches. It's unterly engag-
ing — and what software, of any type, can
hape to do better than that?

X-Hiing Collector’s CO-ROM

Developer:  Lucasfns

Publisher:  LocasArts, P.0. Box 10307,
San fafael, CA 34012
(800) 782-7927

based products — and good ones,

100 — shoveled onto CD-ROM and
rebundled as new products. What makes
this ane so special is that LucasArts was-
n'L content to rest on the reputation of X-
Wing: they actually went into the pro-
gram and improved it

Best of all, the new CD-ROM
updates the classic X-Wing to such a
point that it holds its own against the
terrific TIE Fighter. We had almost for-
gatten how good X-Wing really is untll
the Collectors Edition came along to
remind us.

This is enhancement above and
beyond the call of duty, and seis the new
standard by which future CD editions
will be judged. Great job, LucasAris!

He'w: seen plenty of existing Noppy-

_m FC GANER March 1385
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one agency congress doesn’t #*@% with

Live the life of a top secret agent with the highly classified government team
Bureau 13. Your mission is to investigate, contact, and if necessary, exterminate
supernatural entities. Build your own team from confidential Bureau files, each
character with his own unigue and special abilities. The government has kept the
widespread reports of paranormal incidents a secret for fear of mass hysteria. Are
you prepared for what you might encounter? And can you deal with it when you do?
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Sp
in Design Excellence

Under A Hilling Moon

Developer:  Access

Access, 4910 W, Amelia
Earhart Drive, Salt Lake
City, UT 84115 |800) 800-4880

he umu.'p\ cli “interactive Mo ies” has

Publisher:

itied video is
d better be, \\Il| big-name tal
Brian Keith, Margot Kid

explore every nook and crann
gameworkd from a true 3D perspe 1
that makes Under a Killing Moon so com-
pelling

Special Achi
in Innovative Design

Wolf

Manloy and Associntes

Sanctunry Woods, Suite 260,

1875 5. Grant 51, San Mateo, CA
94402 (415) 578-6343

ere ane ])l\lll\ ol I|I||_|J|= ing games, but

Devoloper:
Publisher:

» trials and tribulz |I|nnk
most msunderstood
ultaneously entertain
ing and enlightening — and a breath of
fresh air in a genre that some say has run
its course. Kudos to Manley and
Associates for desigming a game that's
both different and fun, and hais off to
Sanctuary Woods for taking a risk by
publishing it

Creafure Shock

Developer:  Argonaut Software
Virgin, 18061 Fitch Avenue, Irvine CA
mmwm BTI W?

Publisher:

' mrqut.sll-rll that
n here are some
of the \r"mn Iu’-.l around. Even w nh the

fluld movement and
ture Shock will have

v
ronment. In & word, breathtaking,

Mlmm

Sam & Max it e Road

CD-ROM Version

Duoveloper:  LucasArns
Publisher:  LucasArts, P.0. Box 10307, San
Rafael, CA 54512 (B00| 782-7927

el wel |I bel
. some of us here w

5o furm
1o ge \rl‘ﬂuaultln yit

the right volces to bring
Polic life.

Special Achi <

in Dialogue
Beneath a Steel Shy

Developer:  Revolution
Publisher:  Virgin Interactive,
1806 Fitch Avenue, lrvine, CA 32714
[714) 833-1989
ot often that anyone on the PC
ew laughs out loud le play-

adventure game, but Beneath a

*s oddball comibir of clever
Ve ral of us in

e nctors left a

extremely well-written dia
all, there's a good game lurking behind
neath all the lunacy

s i1 Achi -

in Musical Score

TIE Fighrer

LucasArts

LucasArts, P.0. Box 10307,
San Raiael, CA 34812
1800} m-m?

Jnrllr.n.L for TIE f
on the arig 8
The IMUSE syste
game music to §
ominous when y
victorious &s v
transport. It's been u-(d i
LucasArts games. by
heigthts in TIE Fighter.

Sl A Bek +

" in Sound Effects

FIFR

Developer:
Publisher:

nternational Soccer

Electronic Arts

Elactronic Arts, P.0. Bax 7578,
San Maten, CA 94403-7578
415} 511-11T

d 10 Incorporate
but none suc-

the on
of the cre
ntense, lifelike

And The First

Runner-Up, Miss

North Carolina....
not every game can be called the

hest — althowgh sometimes, the line separat-
g the best from the rmmes-up con be mighty
«

missed the fop pusman bya slngl- wola. Sn
here they are — the Second-Best Games of
The Year. And every one of them is worth
your attention

Runners Up

Game of the Year
TIE Fighter
LucasArts

Best Roleplaying Game
The Eider Scrolls: Arena
Bathesda

Best Wargame
Harpoan I
Three-Sixty Pacific

Best Arcade Game
Mortal Konrlsat
Uttratech

Best Action Game

Wing Commander I

Origin

Best Adventure Game

The Legemt of Kyrandia, Book Three:
Malcolm’s Revenge

Virgin

Bes! Simulation

Best Sports Game
PGA Tour Golf 48
EA

Best Puzzie Game

Lode Runner: The Logend Continues
Siwrra

Best Strategy Game
Warcraft: Ores and Humans
Blizzard

Best Historical Simulation
Kingmuzkar

Avalon Hill

Best CD-ROM Enhancement
Tie:

Aces of the Deep

Sierma

and

Castles I!

Interplay

Best Educational Product
Microsaft Encarta 55

Microsoft
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Cyberspace,

no one can
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— Matt Firme

The Aliens films

introduced us to the

galaxy's most

perfect killing

machines. But as

fans of the Dark

Horse graphic novels Qi T . o . In many ways, Alieasis a
know, there’s a lot b ; I iﬂ:ﬁ:ﬁm“m‘
more to the story the De o dis in the cryachamber.
than even Sigourney W

Weaver had the

chance to discover.
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In one of the game's most
memaratie intro segoences,
we see the diaster that befell

& BS4C. Aliens drop from above.

that's cheesy.

But in the final scene of Humanoids,
something so horrific happened that |
| remember every detall. A preg-

when suddenly her belly

to maove — and a baby Humanoid
popped right through her Nesh. It was
such a shock after the proceeding sifli
ness, 50 incongruously disturbing, and 1
ember thinking th wits the most
terrifying single scene in the history of
MONSTEr moy I'he rest of the thing
was just schlock.
surprises and excuses for
one moment of terror

The source of the 505 thet wakes the
ew ol the Sheridar one of the last sur-

er
vivors ol B54C sends for help.

The Modern
Dragons

A Tew years after Humanoids, we once
again screamed at the sight of a monster
bursting through human fesh. But Alien
wasn't frightening for just that one
moment. [t was unrelenting, profes-
sional. stylish horror from beginning o
oiduced one hose rare
ters that can survive countless
deaths. yet never really die
It also influenced Nic

kroun, a project leader for
development house Cryo — the man
who's bringing Aliens to life once n
in the new Mindscape tithe Alle
Choukroun was struggling 1o become a
comic book artist when he saw Alien for
the first time. 1 was very bad,” Chou-
croun laug his thick French accent
lending plenty of Charles Boyer charm
\mi when | went and saw the movie, it

5 @ big shock. It was so different than
e Wars or anything else. So dark. and

las Chou
rnowed

&

CATUTITHY AT SARETY W=
, tim. For a harnfying momenl
Alien and victim are fnce 18
= face. And thon, with & jerk_

so strange. | just dreamed of working on

this. So when | was offered the aliens
project. | n had no cholce. | just had
to do it.”

Bringing the Aliens und their world
to the PC sounds like a In fact
It's almost hard to believe it hasn’t been
done before. They've certainly e their
presence known on the videogame side
of electronic entertainment. in shoot
ups that het you blast the slick, acid-sp
ting pr wdators by the bushed, But
Choukroun says that's precisely the kind
of game — the treatment of the Alie
theme — he wanted (o steer away from.
"I could never understand why in
all the videogames. designers simply

made the Aliens enemies o be
destroyed.” Choukroun says.
“Because Aliens are much more

than that. They're special. Aliens
are the modern drag I'm sure
that well still be talking about
Aliens in 100 years.”

So Choukrol
Aliens films
monsters really are only ene
to be killed — when looking for the
inspi on behind Cryo’s new pro.
ject. He turned instead to Dark
Horse Comics. and s series of
graphic novels based an the tanta-
lizing but incomplete sketches of
the mansters as we saw them in
the movies

Coantrary 1o what you might
think, it wasn't Choukroun's early dab
bling with comic art that made him go
the Dark Horse
route. In fact, he
suys now that
he's never been o
big fan of comic
books. But Dark
Horse had done
more with the
ens than the
films had, and the
Dark
ries jibed more
closely with
Choukroun’s own
vision for the pro-
Ject. “Dark Horse
has given the
Aliens a hist
Choukroun
explains. *1 hope
that the fiims will
think this 15 a good
idea and use this in
Aliens 4 or 5. It's
much more inter

n bypass
where, in tr

-4

Cryo provided us

the Alien toars the man's

3 head from his body, s a
startlingly good indication of
Aliens' powerful graphica.

esting than just killing monsters — and
that's what 1 wanted to capture in our
game. | wanted it 1o be a graphic adven-
twre, and not a shooter.”

The Right Look
Considering the source material — the
stark. distinctive films and the stylish
graphic novels — It becomes a bit easier
Aliens hay xd on

» see wi
the PC bef
bringing ¢
books to life on the PC would beg com-
parison to the ls, and getting the
right look woukd be very impe
Bu ar aphic technology h
long way in the past vear, and wit
Lore to th me. Cryt
s in pushing the graph
les envelope, This experience no doubt
encoursged Choukroun to tackle the
Aliens project — and from what we've
seen so far, it looks like every last bit of
Cryo's experience has been brought to
bea

€ COMC

on
We've only bee orking with a
very early alpha version of the game, but
Aliens is already one of the best-looking
titles we've seen to date. Although 3D
modeled graphics are becoming the
norm in intro sequences from even the
most modest publishers, Aliens uses 3D
modeling from start 1o finlsh. and to

very good effect. Cryo did much the
same thing In Dragon Lore, modeling
everything from the smallest abject 1o
the largest set plece: but they've done it

a number of their rum!p! skcirhn for thy
and the guality ul even this prel:nllnnr\r ar Hy
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FEATURE

Artist Bernard Bittler's cod
Aliens in the way it captured the feel of the Dark Horse comics, and =0

they decided to use the art as texture over the 30-modeled charactoers

pt art impre:

n Allens.
= maost interesting graphic
the use of comic-hook
style art overlaid as texture on 3D-mod-
ucters. "It was the natur,
to do, really,” says Choukroun. “We are
working with a very good artist. Bernard
Bittler, and he begun by sketching the
gimé on paper. From the beginning we
liked his work, so we decided 1o use iL®
The effect of this distinctive, 2D tex
turing over 30 models is quite
able, and creates the appearance of liv
Ing comic book characiers — which

even better
One of tk
effects In All

eled © <

ark-

Combat in Alfens employs
an averhenad, turn-based
| engine, and sdda yet anathar
5 dimension to gameplay.

we're used 1o seeing only on paper
somehow moving in three dimensions, It
also makes the characters look more nat
ural in a way, because it swaddles
¢ modeled “virtizal actors
say, Dragon Lore, with visuals we can
mare readily accept in an adventure,
They don’t look like the puppets from
“The Thunderbirds” or “Davey and
Goliath:” they look ke heroes right out
of the comics, miraculously brought into
the third dimension

But the technology isn't quite up to
the level necessary to move t
shaded characters as i as Cryo
warnied, and so the use of the technigue
ed 1o specific areas in the game
where strong inter-character relation
ships must be explored. The rest of the
€. the characters wear exoskeletons
sch-like battle armor. This not only
akes sense in the © of the story,
1 proves ctive in over-

* COTTICS -

. Ll

d the design crew of

coming the limitations of
the impressive comic sh (‘
ing. It works so well, in
that you might never have
guessed there was any rea-
son for the exoskeletons
other than the obvious: pro-
tecting frail human beings
ngainst the almost unstop
e Aliens. And the
exoskeletons in action are
as impressive as the charac-
ters inside them.

But it's the Allens
themselv 1l really
make you sit up and take
natice, T @ completely
modeled, and look so real
vou'd almuost swear they
exist behind the thin glass
screen of your monitor.
And fust wait "t you se

The Bitch — the colorful
nickname given to the Queen Alien in
the films

So Where's
The Beef?

Mindscape’s Kevin Bachus h
block on his desk, and Inside |
thase flip novels — vou kn “If you
decide to kill the troll, wrn to page 12
vou befriend the troll, turn 1o page 87."
The black is labeled Interactive Enter
tainment, and that pretty much sums up
the Mindscape position on gaming. So-
called Interactive entertalnment
kind that challenges vou to waich
pretly visuals. make a cholce, then watch
more visuals — has no place at Mind
scape. Mindscape is 0 game publisher
Perhaps that's why Mindscape
Cryo have struck up such a close re
tionship: Cryo |s a game develog
Aliens will cast vou as the .L\nh-r af
the crew afl the LSS

person aforming vessel el
home after a long mission
three men and one woman, each with

his or her own specific duties and skills
— s unexpectedly awakened
cryosleep when th
distress call from plar
dance with the

CONFIG
e — u

In arder to make any progross, you' Il kaie 1o fig:
ure out how to sccess MUM, the Sheridaa's speak

| enboard computer sysiem. There's alse a spy link
to access the compaters on BS4C

7 you can

of the She:
And they do

What follows, then, is a kind of
hybrid graphic adventure/ i
game. In the beginning, the
abaoard the Sheridan go about their busi
ness, and you're free to wander the ship,

. When you finally leave the
Sheridan, your crow dons pow-
| erful exoskeletons to help them
o face the unknown danger.

You'll have to do the usual collecting of
useful objects — but you can't simply
grab every g, use it in every possibl
location. and expect to get through the
game. “Everything in Alfens is logical,”
says Choukroun. “You can’t take an
apple and put it on a door to open it
You have to think. to understand, and

Oue of the crew cabn
well, boys will b boyw. Check
everywhere for items and cluey
! you might need later,

then take the appropriate action

“For example, at a certain stage in
the game you'll face a fire. You have to
remember that there’s an extinguisher at
the beginning of the ga although
you can't take It at that time, because
you don’t need an extin
guisher then, It
illogical to take
VOu encounte e fire, the
extinguisher becomes
important. It wouldn't
sense to carry everything
you find. That's why you
only have eight slats in your
inventory.”

Adding another
dimension to the game is
thi t that you
expect 1o make i
have to rely on your crew-
mates, on their perceptions
and expertise. 7
there will be locations
where the crew will get out
of the exoskeletons and
together,” says Chou
roun. “This is very impor-
tant, because there are refa-
tionships between all the
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cerful Red Army is poised
iver, ready to strike!

Following fast on the success of Operation Crusader comes STALINGRAD, it
Vorume 11 of the World ar War™ series of computer wargames, This collaboration ?
between Avalon Hill and Atomic Games highlights the epic struggle that sealed the ('Lm'r':.'.:';.r.':::: kg
fate of Hitler’s Third Reich, Multiple historical seenarios simulate the grim battles -
ending with the annihilation of the German 6th Army. In a unique advance in Al Sicetn, gromphiles: dily.
computer gaming, players will be able to switch from the sweeping strategic scale ;

idepicting such actions as the collapse of the Axis flanks) to the tactical scale
(simulating the block-to-block bloodbath within the city itself). Built upon the
award-winning Crusader game system, Stalingrad is jam-packed with stunning
graphics (the terrain even changes as the weather changes!). Documentation
includes a detailed, full-color manual and large battlefield map.

Stalingrad is sure to excite even the most sophisticated gamer.

A1 The Avalon Hill Game Company
I&JJ 4517 Harford Road - Baltimore, Maryland « 21214

| Stolingrad can be found in computer gome stores near you, For order information, or for
——" " the name of  retailer near yov, call Toll Free: 800-999-3222: ask for Dept. PCG 1.
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< choice is antirely up te you,

ters

you'll have (o consider not

% to consult
y howy they

w others on the

ns, YyOU can gauge I|
bout you and the others. As
leader, you have to
betwer ters to make sure the

team is working as efficiently as it can

- _ .
One of our favorite drawings, this
one shows the disembodied head of one of
thosa aifty synthetics. Everybody should
have one, we say!

In talking with your crewmates, you'll have ta tnke thilr opin-
) ions of you and the others into accoant. if the person you're talle
ing 1o doesn't like you — and Lora abviously dowesn’t — you

When
you're rea;
leave th

on
enter a whole
style of game
play. The crew
will suit up in
thelr exoskele-
tons, and from
that point you'll
lead all three of
ddi

aracter
e o = It's-almost like a

ing party r-.d
should you

you'l
shift into yet
another gaming style; isometric, r\hmd
squad-level combat, “The co

add anothe
kroun says

All This, And
Secrets Too

So rly be a gam

— hi lien-lovers

and ¢ plenty of sur-
i h the base on

Bo4( rprised,” he says,

ly you'll meet an Alien

rée cruel, and harder to kil
rs. And you'll understand
have to save the regular

cpect 1o learn

the Aliens, thou

varking on this
e elght months now, but the
s still not tired of the Aliens. One
year isn't enough to do all T w to do
with this subject, or this game. There ks
much more o be done. Much more.”

.
, E

ach character has bis or her
) own status screen, where you
can check their health, inven-

The Dark
Horse

Dark Horse Comics has been taking trips
into the Aliens universe since 1988,
when they published their first comic
about the ongoing struggle between
humanity and those nasty xenomorphs.
Simply called
Aliens, this
black-and
white,
issue minis-
eries joined
two of the
sarvivors of
James
Cameron's
Aligns movie
several years
after their
fateful adven
fure on planet
LV-426.
[Sigourney
Weaver's
character,
Ripley, was
nowhere in sight
— presumably because Dark Horse
et the rights to use her in their
comics at the fime

of Jean-Claude
Van Damme’s Frrln' Cop) and drawn by
Mark A. Nelson, told the story of the mil-

itary’s misguided attempts to research
the aliens as potential weapons,
Needless to say, the second series dealt
with the alie ar-destruction of the
human race.
appeared in Earth War,

iseries, just in time to lead &
battle for her home planet. Later came
Newt’s Tale, a sort of prequel to Aliens, it
told what happened to the colonists on
LV-426 before Ripley and the Marines
amived, seen through the eyes of litile
Rebecca “Newt™ Jorden, the colony's
only survivor.

The Dark Horse comics eventually
took on a life of their own, leaving the
film characters behind entirely and
going off in
directions
that the
Aliens cre-
ators proba-
bly never
imagined
Dark Horse

s made the
most of the
license over
the years,
producing
several more
stories, like
Colonis
Marines,
Aliens: Hive,
and Earth
Angel. Their
ownership of anntller popular movie
license even led to Aliens vs. Predator,
the miniseries that inspired the popular
arcade and videogames.

Dan Beanett

N 5
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1’5 1:50 a.m. in the Cambridge.
Massachusetts offices of Looking
Glnss Technologies, but the sounds
of magpulse rifle blasts still echo
everywhere. The high-tech firelight
of computer monitors lluminates an
inflatable Spiderman crawling across the
celling. The smell of coffee is everywhere,
Even though it all seems like a col-
lege dorm hall, the appearance of the
place is deceptive. Yes, everyone's listen-
Ing to music and playing games — but
that's how the men and women at Look-
ing Glass go abuul cneulmg some of the
mast capy
on the PC. m’berspendmg more than 72
straight hours with the crew from Cam-
bridge, | think | know just why Looking
Glass games are so Interesting, entertain-
ing.-and cool: The games reflect the atmo-
sphere and strange mix of talents working

SEAAEBRERARERERERERERARERES

at 1 Alewife Center.

Cambridge s also the home of MIT
— another factor contributing to Looking
Gilass" success. MIT was the birthplace of
Infocom's Zork, the most compelling game
af lts time. Infocom was founded by MIT

 as well as the
Ultima Underworid
series. And now, the
decidedly off-the-wall
crew at Looking Glass
Technologies is ready to
become the next game-
publishing empire.

—Bernie Yee

graduates, and its no-accident that com-
pelling virtual worlds are created by the
Generation X hackers from MIT who
roum Looking Glass at all hours,

Looking Glass began as Blue Sky
Productions. Originally an outside devel-
oper for Origin, Blue Sky/Looking Glass
created the first true three-dimensional,
first-person games with Ultima Under-
wuorld Fand II. Although it was planned as
sort of a second fiddle 1o Ultima VI,
Liltima Underworid’s 30, first-person
engine easily stole the thunder from the
Buggy Uitima VIL And Looking Glass® lat-
et hit. Systemn Shock — the Neuroman-
ceresque cvberpunk adventure/roleplay-
Ing hybrid and one of the best games of
"84 — easily outshone Origin's interesting
but ultimately flawed Litima VI

Visiting the site of such obvious tal-
ent really was a bit like a trip through

1&% March 1355



mathematician

Waonderland — populated by appropri-
ately animated and surreal characters, but
led by a rather normal-looking man
named Paul Neurath, Old-time gamers
might remember Neurath from his days
with Sir-tech and Origin, where he pro-
duced an RPG/space simulation hyvibrid
called Space Rogue.

Although they still maintain close ties
with Origin, Neurath and Director of New
Technologies Doug Church decided the
time was right to cast off the laws of
Britannia and venture inta the warld of

ity — or immersive reality, as they call it —
buoyed by past success and polsed to cap-
italize on their upcoming hits.

Flight Unlimited
takes off

Seamus Blackley's business card reads
“Mad Scientis,”

pack just the right
recoil. He's also the
designer h»hlnd

limited. But he's
content o keep sci-
ence out of the
limelight.

“The higgest
compliment to me is
when a gamer doesn’t
notice the physics,
but only notices that
things feel the way
they shoukd.”
Blackley's theory is that using real-world
physical maoded

ulus clnss talking to Erc

book and thumbs 1o the back pages.
“They publish numbers on the flight
dynamics of the F-16 they used in Falcon
3.0 sumewhere in here; but they got those
numbers from a model in o wind wnned!
When you exceed those parameters in the
game, the thing just doesn’t fiy right.”
Blackley says triumiphantly, closing the
baok with a thump. “Cur approach here
is to model the fluid dynamics — the air-
Nowy over the surface of the wings and
Naps of actual aircraft, Once you have
that moded. you could drop the physical
dimensions of a Piper into Flight apd it

would behave precisely the way a Piper

should; Il you used a lawnchair, it woubd

My like: o lownchair would. Pull back on
your stick and

pla
instinctive cues, and reln-
forces the overall believ-
ability of the game-world,
“If games don't obey
physics, we somehow
feed that something isnt
right. Yet It takes a
tremendous amount of
effort — afl math and
physics — to express a
concept we understand
almost intultively as a
simple and elegant game
component.”

Blackley is an avid
pllot, just about to pur-
chase his first aircraft —
a graceful sailplane. and
the exact same aa:l.pl.ux
you'll be able 1o

Seamus Black!
as he higures out ha

Flight Unlimited, “Sail

He paces before a
white drawing
board as he tries
to explain how a
man wha studied
high-energy par-
ticle physics at
the Fermilab
supercollider in
Chicago wound
up working on
PC games. Six
feet tall, with
closely cropped
red hair and a New-ager
huge hoop ear- anergy vorte
ring. Blackley is
hardly the vision
of either game designer or physicist.
Holder of a Tults masters degree in
physics, Bl.urkl.q. stopped short of his
Ph.D by choosing not to do his th
“Physics appeals (o me because it
reflects the dynamic beauty of nature,”
he says, absent-mindedly diagraming
what happens when protons and anti-
protons meet. Blackley Is the guy
responsible for the real-world physics
models in System Shock, where thrown
objects arc gracefully according to their
welght and velocity, and the weapons all

ock to Sadona, Arizana for the
you can just enjoy 1
terrain os your soar shove them

planes are 5o cool,
because theyre about
soaring. It's what a sall-
boat s 10 a powerboat:
the art is to stay aloft as
bong as you can, without
an engine.”

The: first thing you'll
notice about Flight is the
stunningly photorealistic
terrain that humbies the
competition, The terrain
isn't generated on the fly
— it i the actual land
scape of scenic
places like
Sedona,
Arizona. Two
sets of aerial photographs are
taken of a particular piece of real
estate, from carefully controlled
positions: special software then
mathematically interpolates the
two sets jnto a true 3D land-
scape. The result is enough 1o
dazzie even the most jaded
hangar jockey

But perhaps the most
Impressive aspect of Flight isn't
the graphics. but rather the
fight model. Blockley picks up a

ay gives » crash course in physics

more roalistic manner

Richard Sullvan models
his creation for Tema Mova

exactly like that
plane really
would, not fike
It does in
Microsoft
Flight Sim-
alator.”

It’s
i clearly the
potential wo
meld guming
and physics
that drives
Blackiey, the
challen I
using real scl-
ence o
uchieve
imimersive
reality. “Games today are like checkers:
they have the potential to be like chess.”

It's the emotion, not the science, that
Blackley wants to convey in his games.
“The combat version of Flight should feel
so real that pilots will be afraid. They'll fee!
the gun hits.” | asked Blackley why he
didn't do the combat version first. “We
have 1o e computer pilots, o they
can really feel like
they're flying.”

¥| Terra Nova
Rising

l In another corner of
| the Looking Glass
offices, 4 group of pro-
grammers is working
under project leader Dun
chmidt — one of those MIT
graduates, The project is
Terre Nova: Strike Force
ntaur, and PC gamers

—

the make Flight fly in a

shouled be waiting for this
one on the edge of their
seats. [ uses a first-person

3D engine, but un wtorn

Shack and Liltima

Underworld., this one places
o In the great outdoors —
s in different plancts, ol
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avers,

You already know how to
play pinball!

Just how good are you?
Step up to the arcade, make
your selection from any one
of the eight great tables, set
up your game, pull down that
plunger and get some glass.
This is the award winning
technology that made
21st Century first in
computer pinball.

- Hippers. ramps, passages, lunnels,
lights, switches, bonuses and jackpols.




VAGIITTE

Dan Schomidt settles in for another day of tweaking Ters

w wtificiol intalligence

mates, and gravity effects.

Terrt Nova Is a tactical RPG/combat
simulation, w you and a squad of sol-
diers defend your home colonies against
the fascist Terran Hegemony in the year
2327, Even in its pre-alpha state, the 3D
renderer is far beyond what any other
game designer has publicly shown.

The renderer is largely the work of
Eric Twietmeyer, a Harvard/MIT math

subroutine for a tank/frishee
game
tem. He's putting that skill o
use; w0, “The computer-con
trolfled characters actually do
what they're supposed (1o do,
imtelligently. You want them 1o
be helping you. not just staying
out of your way. And we also
want to give them personalities,
80 that you won't just say “send
her into this mission because
she's the best scout we have.”
bt also '] hope she survives
because she's a cool person,
Seamus Blackley had a hand in this
project, too; the model for bipedal move-
ment is all physics-based, not the library
of movements used in games Tike Alone in
the Dark. Given an accurate physics
model, the animated and articulated char
acters should be able to walk. run,
get ossed around just as realistic

any poor guy on the street might i subjected
to the whirns of sedistic game designers.

n MIT's X-Windows sys-

Ph.D wha, like kley, brings
his own unique perspective to
game design. “ wusn't a student
of 3D graphics, so maybe my
approach was a litthe different
But PCs simply can’t manage all
the polygons an outdoor ren-
derer requires.” Twietmeyer's
solution wis 1o combine a tex-
ture mapped palygon fore-
ground with a bitmapped back-
ground in the distance (o create
o seamless ifuesion of detall
without pidelation. That done.
he's already thinking about a
new project. “What 1'd fike to do
next is a combination indoor
and outdoor engir
been done yet. I'd li
ture the whole physics and ren-
dering models, 1o be more interactive with
each other: it makes sense, because what
an object looks like affects its physical
characteristics.”

Dan Schmidi, whao's in charge of
Terrn Nova's Al was lured out of MIT
after he wrote a virtually unbeatable Al

R (ndustrial desigraey and ortists got together to cr o M
A 1ol cxperivnce for Terra Nova

Vision Through
The Looking Glass

Paul Neurath has some ambitious plans
for this rapidly growing company
*Flight should do well for us.” he says,
fully expecting it to prove mone popular
than Microsoft Flight

The Flight developers try to debug the "My thioiegh boops™
sibraiting al m

Simulator. “But we want 1o
design games that also appeal
to the connolsseur, lik =tem
Shock — even though those
games aren’t arofit:
Simulations are & big market
and we wanted to do our first
fMight simulator our way. But
we are primarily committed 1o
creating more realistic envi
rofments.”

With that philosophy in
mind. Looking Glass is one of
the first companies to whole-
heartedly support virtual reality
devices like motion platforms
and VR headsets. Flight will
ship with drivers supporting a

r“ - L

=<

Cheshire Cat
and Company

I's not just progranuning and scionce that
make Looking Gliss games so captivating it
takos weell-rounded, artistic people. Seanmn
Blackley, who says gome designers seod to
o out wnd expetience lile, i o pilot, physi
crst, gaame desagnor — and former jazz
planist. Doog Clusrch lesmed to piek locks in
lits spare time ot MIT, and said tat the axpe:
riencn — o controlied mal-aml-error prooe
durn with some mindve process guiding you
aloug — gave him the idoas lor the loglc pur
des in System Shock. A fow of the Looking

Glazs lolks were members ol the alinmative
band Tribe, whech dishanded aftar reconding

a ertically acclsimed detur for Warner

Brothers, th aminous soundirack for System
Shock was written by Tribe bassist Greg
LoPiccolo, while the wory croepy and slightly
suxy voice of SHODAN in the CO-ROM ver-
shon is Terr Barows, Tribe's hayboord player
wint] vocahst

Dan Schmidt {who recevod degreos in
matic mnl compurtes sclonca] ad Dowg s
bandmates. rehearsing in the brsement of
thirer house. I¥s co-owiei by thir lon-person
portnership called "DecMe™ — a comtraction
meaning ten dumb goys. Ant Dwoctor James
Dollar fyes, someone i his nily oo owned
our currency's namesake, & sibver mine in
Scotland) once did matte paintings
LucasArts; Michael Marsicano wirs a top
imddurstrinl dersign student ot Ahode kland
School of Design, and croated much of the
mtmrwor of Citadel Station in System Shock

PL GANER March 1955
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ACTITSIiornN

All The Games Your Mother
Still Doesn’t Approve Of.

You're older now... No more arcade over-nighters. Did the cartridge-thing. Now

you're cutting-edge. Big man with a PC. = Introducing 15 original Atari 2600 video ACTIViSion
games — together for the first time in Windows™! The classic [,

heart-racing action and nerve-wracking excitement you lived for.

The riveting graphics, gripping sound effects and addictive fun

you remember. » What about Mom? Tell her you're running some

numbers on your PC...fifteen of ‘em. Available on CD-ROM

nbars on CENTER FOR
I-in( disks. ADDIGTIVE

i, NG Atan 2600 = o
arution. © 1995 Active

Wi it i et traerrcik of A

% i tradarmari of the Mo

s ENTERTAINMENT
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FEATURE

Your sqpuad mates in battle armor will move mo
cally thanks 1o physics modeling and fancy re

Terra Nova was originally titled Fre because of the
way your squad is deployed

p too long to gaze it the hillscreen mode; you
hat weill be lurking behind thist nidge

You'll be able 1o deploy your Mying drone . T g
ambushes that might be ahead

sneak-peck
1 the end
r o
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B R E RO R R A S ;

We have seen the future, and it’s not very pretty.

. No matter whot you've done. No matter where you've heen.
No matter who you've crushed to get there. Nothing.. mrlplqmeyuu*unhp
hmlmhmmmmmmmmmthMMdmmmm
nations. And oll of it—every bit of this deep spoce hell—tokes ploce in o beifliant, hyper-reafistic 30 universe 500 million miles info the future.
3 Infarno is here, Heed the worning.

Ty Oceon of Amaernca, ing
@ = 1870 Lintle Orchord Strest 1944 o o e G s o e
A b B 5o owcatsizs . e s D s D 1
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prath's experience in the game indus-
try reaches all the woy back to Deep Space,
an Apple space exploration game for Sir-tech

==
The poople at Looking Glass plan their strat-
egy for their first CES as an independent
game doveloper and publisher

COFTRT
it like Sy

i should be pleasanuly disorient-

“Should we do ancther-game with
the Systemm Shock eng or start over

3 ring tora planned first-per-
son sci-fl RPG. *In fact, we wanted to
make the whole cyt = thing in

I 1 how 1 hack” in the game; you

could actually reimplement SHODAN"S
Ithe game s vil
s, It was 1oo compl
We could ve done

L
Doug Church in Looking Glass's Director of New
Technologies as well as the mind behind Uitima Underworfd
and System Shock

he high-eneray
icist Blackley r be the Harvard
sity campus a few miles beyond him

Seamus Blacklzy has a poster of one of
the pilots on the United States Aero-
batic Team on his office wall. "Mike
Goulian, the president of the U.S. Aero-
batic Team, hasn't found a PC flight
simulation he's liked yet — in fact, he
hates ‘em. When he flew Flight
Unlimited, he just said ‘pretty cool.’ |
was so psyched.”

Because of the physics model,
Flight Unlimited can accurately simu-
late effects that tradi-
tional sim models
don't vsually account
for — like high-risk
maneuvers. But
Goulian was able to
fiy his entire basic
aerobatic routine on
Flight. The unbeliev-
able graphics — like
the light-sourced air-
craft and SVGA
graphics that'll tax
even the lastest
Pentium — are unde-
niably impressive, but
what makes this sim

an alimost hypnotic experience is the way
the plane feels. And il you thought Origin
was demanding in the minimum system
requirements, just wait ‘til you see Flight.
When 150MHz Pentiums and 128-bit
graphics cards come out, their proud
owners will be able to fly Flight at a
super-smooth frame rate with maximum
detail. Today's machines won't quite be
able to handle the sim as well, though,
Hell, even System Shock is a bit choppy
in 640x480 full-
screen mode a
P30. "Too
many pixels to
move around,”
shrugs Doug
Church,
That isn't
to say Flight
- Unlimited and
System Shock
can't be
enjoyed on
speedy 486s
and cument
Pentium; it's
more a case of

creating software that future Pentium
owners can enjoy — and get more out
of — in the years to come.
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Your Ultimate

Now it can be told!
The REAL low-dovwwn

on Game Reviewers “Horraoms e e G | e e
write that

sesasne Trotter!

hile reviews take  packing back 1o West Virginia

up the bulk of ll'r\nm.-r‘ doesn't care who knows o Y::IT'W' are a good shot, * | don't care how many kills

our time here at ~ what he’s doing. He bounces in his Shelli w?,“ m

PCG, i's all too chair with headphones on, waving o '.“;;S.- o

easy to gel car- a pencil around as though conduct

ried away with o  ing o symphony. and occasionally know :
favorite game to the exclusion of all else swearing ';r. that Panzer General Al b ::'I:::“ M\'f&:‘m un . mm:mm
— especinlly real work. We all do it, and surprises him. Matt games openly. month, old, and your rovi are
in our own speclal v too, but he acts like he doesn't three days iate!

im she has to check out enjoy it
ments, then spend the But there always comes a time o & i
rest of the morning blasting Kitrathi when someone has to take charge. TRTLUSL, BN & 8 yatigt 8 :mm :-‘ﬁp‘":ﬁwm"
When caught in a bit of extraneous gam- and remind everyone of how much Virginia.
@ says he's “doing research for The  work we have to do, and how far

- Dan calls in sick, saying he's eaten behind we are. And so we've come | ¢ teeling better, » Looks [i v stayin,
some bad ham or something: but we up with a kind of code systern. a wmﬁ' : late W::mll::.m "
know he's really at home with a white way of gently r fing one anoth-
scarf around his neck, Mying Dawn Patrol.  er that there really are more impor- | » Did McDonald give you his | » You're sitting on copy, Mat,
Todd just sits there and tries not 1o move tant things to do than slay orcs. column yet? and you can be
too much, hoping no one will notice his Here it is, revealed publicly for the easily replaced.
frantic mouse-clicking and send him first time ever:

G

New

ame Releases

Hardware Requirements

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

PC Gamer Edifors
Choice Awards

Each and every month, we honor th
~ those arming B8
coveted Editor's Choice

we see

THE PC GAMER RATINGS SYSTEM

100%-90% Classic

Not many games con aarm 8 rating
over 3%, #nd even lewor can
npproach the magic 100. Anything
that we rate over 0% s an
instant elnssic pama Mt
truly significant in both content
and design, and ono that we'd
recammend without reservition io
anyone interestod in PT gaming.

89%-80% Excellent

These are excellent game:
Anything that scores in this range
is well worth your attention,
though it may not make any
significant advances over its
rivale. Also, some geauing
benchmark games of decidedly
spocialist taste will fall into this
nfea — it may be the best Tth
Cavalry simulation an the market.
bt not all of ws want to redi
Little Bighom

79%-10% Very Good
Good games, which we'd recom-
mend tn lans of the partic

|unro — although thare are prob-
y better games oul there.

59%-50% Good

A reasonable, above-average

game. It may be worth huying,

bt probably has o few signifi-

cant flaws.

59%-50% Fair

Very ordinary games. Not com-
pletely worthless, bt not & very
good way to spend your gaming
dollar, sither.

49%-40% Below
Average

Poor quality. Only & few, slightly
retdenming features keep them

from lalling into the atyss of the
next category.

39%-0% Don't Bother

Just termible games — and the
lower you go, the worse they gal.
Awoid these titles like the Black
Plague — ol don't say we didn't
wrn you!




Catagory: Graphic adventure
Developer: Sierra On-Line

Publisher: Sierra On-Line, 3380 146th
lace SE, Suite 300, Bellevue,
WA 98007 (206) 641-7617.

We Recommend

Required
CO-ROM drive; 386; | Double-speed CD-

ROM drive; 486;
8MB RAM

DOS 3.3 (or Win-
dows 3.1); AMB
RAM; SMB hard-
drive space; Sup-
ported sound card;
SVGA; Mouse.

M.S.R.P.: $49.99

ssssen

nce upon a time. there was a
lovely princess numed Rosella
who was so happy she didn’t
even renlize that she came from
one of the most dysfunctional
royal families in history — and
isn't that saying something!

Her father was always
putting on a green felt hat and
teaving the kingdom, her broth-
er would disappear for days
without explanation, there were
wizards and witches out for her
blood, and the one guy she real-

ly could have gone for has disappeared
from the sce Now her mother, with
whom she's shared a good relationship
feven durlnﬂ those difficult early ween
years), i Aing 1o marry her off,

Well enough Is enough. Luckily, there
are always magical pools around that a
princess can throw herself into, But no

Hings Quest VIi:The Princele
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it's tag-team gaming as the Daventry
women split up to save an endangered

kingdom from another evil magician.

Use logic when you're stealing pieces from the statue a1 the bottom of the
well. The gods get angry when you take everything from them.

sooner does Rosella
— the young
princess of Daventry
— toss herself into a
mysterious pond
than her mother,
Queen Valanice. fol-
lows her. The two
are separated by the
swirling waters, and
land in different,
sterious arvas of a
land called Eldritch,
MNow they must
reunite — not only to
return to Daventry
but also o save
Eldritch from the
enchantress Malicia
There’s i lot
that’s new in
King's Qe
Princeless Bride: T

< =, | ee———— 2
Some might find the troll Rosella cuter Ihln the mllmw princess.
Certainly the king.., or is he the king?... seems 1o

look is new, the
i e is new, and the lack of options is
new. Sierra’s gone for a cartoony — dare
we say Disneyesque? — touch with this
one, from the opening musical number 1o
the creative creatures who bound through
thi seven chapters w adventure.

You don’t have to switch icons to
wilk o talk or get or use objects this time
around. either. You simply use 2 maglc
wiand icon towalk 1o new areas or interact
with different things. The wand icon
sparkies when there's something to see or
use, 50 you end up doing a lot of the

=] action — especially when
you get stuck and think
you might have over-
leoked something. Once
3 object, you
can hold it over an eye
icon 1o see It or rotate it
in well-shaded 3D.

As far as customizing
your game or trying lots
of different methods to
finish the adventure, for
get it. Your only options
seem (o be volume con-
trol, playing a new or
saved game, and exiting
[see sidebar],

i Something else that's
new in K37 is its non-lin-
eqar, tag-team approach
You play bath Valanice
and Rosella in alernating
gaming chapters, You
crerereee GON'TEVEN hive to play

dreaded “metal-detecting”

A neat feature about K07 is the ability 1o see
items in your inventory in 30, Far corners of
certain ioms hold vital secrets.

straight through the quest to reach the
end-game seque You can jump right 1o
it, or you can play afl Valenice's chapters,
ar you can play all Rosella’s chapters, or..
you get the picture. If you skip ahead, your
character begins with any vital items in her
inventary, or else she can find anything
she needs a hop, skip, and a screen away

As Is often the case in games that
allow you 1o skip around, you'll find that
the best way to play KQ7 is from begin-
ning o end, just the way the designers
intended. Each chapter ends with a
cliffhanger in which the queen or her
daughter are endangered, and putting off
the conclusion for another chapter is some
of the only suspense you're going to get in
The Princeless Bride.

You see, KGQ7 isa typlcal mixed bag.
The look the designers chose to go for
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55 frie

The crystal dragen holds the final ingredient
Rosalla nends to escape her life of warts and
sallow skin. Geffing the lem, however, must
wait uniil the dragon takes » nap.

works well — if it doesn’t look as incredi
ble as Disney, it ot least equals Don Bluth
Each character has a Jot of animation.
o, But it unfolds too slowly even on a
486. so the comical stretches and funny
facial expressions take about twice as
long as they should.

What would 0 King's Duest game be without 8
person ender an evil spell? Attis may be »
stag now, and his wile Ceres an cak tree, but
hoputully Vi can change all that.

Most of the voice actors are good
{and be sure o read the credits 1o spot
some surprising multiple roles), but they
sound like they're =
recording a kid's disc;
every line is full of high
emaotion, and oh-so-
much feeling. On the
other hand. the music is
great. and the sound
effects are just perfect

The best thing
about KQF is the imagi-
nation that's evident in
chapter. As
always, the game Is
influenced by everything
from Mather Goose to
The Wizard of Oz, and
from The Legend of
Steepy Hollow to Lost
City of the Incas. As an
example. the engaging
b
in the underground fnir
of the trolls. But where

wvery chapter bogins in dire straits. Valanice
must escape the gils monster helore you can
gt started with chapter 3.

earller games would have the princess
simply wander around trolidom. in KQ7
she's transformed into & stubby, warty lit-
the troll hersell — and she's da
ing. toa. If it's spockiness y
Chapter 4 takes place in Doga Boog
Land, where mummies, ghouls, and
bogeymen are shadowy and threatening
There are also haunted woods, swamps
and cloud cities

As adventure gumes go, KQ7 s lairly
simple to get through. There are plenty of
the standard pick-up-this-to-work-that
puzzles, but since each chapter is seif-con-
tained. it's oo easy to figure out how all
the pieces of the puzzle fit together. And
that magic wand icon sparkles on items in
your inventory. too, so there's no real
sleuthing required to figure out which
can combine or dismantle
visit with the Daventry
royals is an enjoyable trip, but an all-too
brief ane. The technical aspects are in
place — all on one dise, too! — but game
play seems to have been shoved aside. If
there's such a thing as a pleasant disap-
pointment. this is it

Leslie Mizell

ter 2 traps Rosella You can't trust anyone in Ooga Booga Land — even # distressed
mourner can turn ol to be deadly

ery chapter ends with & clilfhangor,

at iy moment, and
il your gpvine, Hodrs
w're aften g
v pick up the

I your game. Thit's the suspen
e glued 1o the Comp

In KOZ howe
wikth the click of & hutten and

ch i point in the game whirs
wrg 1o

it sotting up troublusoome allog
e
it thst. Wihe

[P ————

mture that m

sgnars ke the ad

1 Seerra
always delivers
wity, enjoyable

52 The inter-
doesn't leave much far the gamer 1o do, and
the save-game method stinks
TTOM 1 1t's not the best graphsc adven
bire — or even the best in the K line — but it's fum
and premy and not too hanl
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Pirates! Gold
3 Multimedia
\ You're the ruthless captain,
leading a crew of marauders
aboard a 17th century Spanish
galleon. Pillage Caribbean
harbor towns. Bombard enemy
ships with hull-crushing cannons.
Plunder valuable treasures. \n?'
But beware of scurvy rogues out

for your loot. One wrong move,
and you'll be walking the plank!

Y. For IBM:PC & Compati
Product Information Number 132



Datun Patrol

Cateqory: Air-combat simulation

Rowan Software
Publisher: Empire |

Pro-

iV
fessional Drive, Ste. 123,
Gaithersburg, MD 20879
(301} 216-9707

386/25MHz; 4MB

RAM: 8MB hard- Pentium for SVGA;
drive space; VGA; | BMB RAM; 14MB
DOS 3.0 or later hard-drive space;

SVGA; Supported
sound card; Joy-
stick; Mouse

486/33 MHz for VGA,

This WWI air-combat sim is fast and furi-

ous, and boasts the best plane graphics

we've seen. But is it better than Red Baron?

Pour enough lead inte an enemy, and

l, one
everyone's lips: s it better
than Red Baron? Unfor-
tunately, Dawn Patrol isn't
quite up to the task of
dethroning Red Baron as
king of WWI1 alr-combat
pames, due mainly to Red
Baron's mind-boggling array
of options and features, But
Dawn Patrol does deliver a
lent ol in-your-face dogfight-
Ing actiom, and looks pretty
damn good in the process. As o matter of
foct, I'd have to soy that Dawn Patrol i the
most graphically impressive air-combat
game |'ve seen, bar none

One of the most unigue things about
Dawn Patrol s its presentation: it's struc-
tured as an interactive history book of air
combat during the Great War, The Tirst
chapter, "The First Air W features
seven missions, each chosen to highlight
new technology or new tactics. The mission
In the opening chapter, for instance. is “The

The SVGA graphics of Dawn Patrol give the planes n highly resl
 Pantivm wi

Istic appearance, but you'll definitely n
superiast video card to fly in this mod,

you'll be rewarded with one of these

Fly as — or against — one of over a dozen of
the most famous aces from The Groat War.

renlistic-looking lery oxp

Fokker Scourge,” and highlights the in-
credible advantage the Fokker Monoplane
(Eindekker) enjoyed during 1915-16.
Dawn Patrol can be played in VGA,
SVGA, or a combination of the two (mis-
sion descriptions or "book pages” in high-
res, combat in VGA) The detail of the air-
craft in the SVGA mode Is simply incredi-
ble, creating a sense of realism only hinted
at in previous lookers like MicroProse's
1942: The Paciffc Air Wi ut be fore-
warned: To dogfight In SVGA. you'll need
a Pentium with a very fast video card (and
| don't mean fast in Windows, either)
Thankfully, the planes look gorgeous in
VGA, and the frame rate in that mode is
it g,
But it won't take many missions
before you start finding all the litthe prob-
lems that keep Dawn Al from challeng-
ing Red Baron for WWI air superiority
For starters, there's the sound effects —
machine gun fire sounds great, but engine
noises are linle more than a feeble hum.
Thanks 1o its UK. heritage, the layout of
the keyboard commands will be confusing
to players accustomed to the semi-stan-
dardized keyboard com-
mands of American products,
There are a plethora of exter-
nal views, but accessing them
during flight. let alone com-
bat, can be a daunting task.
At first glance, the mis-
slons seem quite varied, but
soon they all sort of feel the
same, and it's not uncom-
mon to find the same mis-

the book, | didn't find the
Pilot Biographies nearly as
absorbing as a traditional
career mode option, but

's my opinion — others
like assuming the per-
sona of @ nondescript pilot
and filling up the pages

sion used in several parts of

devoted 1o him in the history book.
I'm no expert on flight models of
WWI planes. but | do know one thing: If
the rudders on these alrcrall were as
touchy in real life as they are in this game,
the death toll from spins and stalls would
have been astronomical. You can turn of
rudder control, but as any longtime PC
pilor will tell
vou, there
dre certain
Maneuvers.
that can
only be per-
formed with
independent
rudder con-
trol. And on

the other

hand, the Evan the VOA graphics are outstand-
plines seem Ing: too bad that sccessing s external
URPEas0n- view 1o enjoy them is such o chore.
ably forgiv-

ing. Unless you nose into the ground, it's
almost impossible 1o crash.

But despite these drawbacks, Dawn
Patrol is still o lot of fun, if only because it
is the anly other WWI flight sim in town. If
you're at all interested in the nascent era of
dogfighting. you'll probably get o real kick
out of Dawn Patrol

~Steve Poole
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A
ver

ot
near youl

PLAY ANYTHING ELSE AND YOU'RE

Ml

| = = ——— < = [ N | "

DROP STRAIGHT DOWN INTO THE MOST MIND-BENDING, STOMACH-CHURNING ACTION BAME EVER. IN
DESCENT," YOU'LL ENTER A TRUE 360° 3-D ENVIRONMENT—MOVE UP, MOVE DOWN, MOVE EVERYWHERE
AS YOU PLUMMET DOWN NEVER-ENDING TUNNELS BLASTING MECHANICAL HORDES. TOP BECOMES BOTTOM,

UP BECOMES DOWN AND YOUR SENSES TURN INSIDE OUT...AND THIS IS JUST THE FIRST 7 LEVELS.

EXPERIENCE THE SHAREWARE VERSION OF DESCENT AT YOUR LOCAL RETAILER, OR CaLL (BOO) 9639-GAME
TO DORDER THE FIRST 7 LEVELS OF THIS INCREDISBLE 30-LEVEL GAME. MODEM OWNERS CAN DOWNLOAD
THE SHAREWARE VERSION OF DESCENT FROM THE INTERPLAY BBE a7 (714) 252-2B22 OR ANY
MaJOR BBS, INCLUDING COMPUSERVE AND AMERICA ON-LINE.

DESCEND ALONE OR WITH YOUR FRIENDS WITH B-PLAYER SIMULTANEOUS NETWORK OR 2-PLAYER
HEAD-TO-HEAD MODEM SUPPORT.

START YOUR DESCENT TODAY, OR BE DOOMED TO A LESS EXCITING FUTURE.

1-BO00-969-BAME Product Information Number 126

OF INTERPLAY FRODUSTIONS

17922 FitcH AVE., IRVINE, CA 92714 -«

. ALL TRADE B ASE PROE

C1888 iwTenpL sy PRooucToNS, ALL SioNTS



Shurealms of Jorune: Alien Loc

(AR R R NN NN
If you're ready for a new experience in RPGs

Category: Roleplaying game
Developer: Ceridus Software
Publisher; SSI 675 Almanor Mmﬂ, Suite

and don’t mind arcade-like combat, Alien

Logic will transport you to a new world.

e

Required

CO-ROM drive; Double-speed CD-
486DX/33; 8 MB ROM drive;
RAM; 10MB un- 486DX2/66; Sup-

compressed hard-
drive space; DOS
5.0 or higher, IMB
SVGA; Mouse

ported sound cards

Shantha, an eveless and seemingly
primitive people. When Earth itsell
was destroyed in a global war. the
panic-stricken colonists started 10 vio-
late expansion agreements with the
Shantha and sought 1o exploit the
planet’s resources 1o survive. Conflicts
arose, and war broke out

The Shantha fought using Isho, a
mysterious force that emanates from

M.SRP.: $50.00

veryone knows that TSR,
the company that owns
ADED, decided to take
their valuabie license from
551 over to Interplay. So
faced with the prospect of
losing thelr once-lucrative
stuke in the RPG market.
551 picked up a new
license from a company
calied Chessex for their
successful pen and paper
RPG. Skyrealms of Jor-
une. Skyrealms is about as far
removed from the AD&D world as Alien
Leagic is from Menzoberranzian — or any
other computer RPG to date. for that
matter, And that's good news for S5I;

Unless you fike to do a lof of walking, you'll want to leam 1o
mastor the cle-eshtas that let you warp around Jorune.

Not all of the characters you'll

eyeless aliens.

. Jorune. With this inexplicable power,
Shanthas decimated the human popu-
lation. But the humans fought back

with science, and released a specially-

coded virus to infect and kill the Shantha
poputation. Bath
sides were
nearly wiped out
in the war, and
lost all sem-
blance of their

!'N'M'III'IEI (I\'l|l?n

u«mu bvgm:.
3,500 years have
passed. Humans
and Shantha
alike have rebuilt
a rudimentary civi ilization, and while both
remember the past, no open hostilities
remain.
Except for one individual. called the
Red Shantha, Violent where most of his
race {5 peaceful. he has
captured most of your vil-
lage and stored them in
stasis for some evil pur-
pose. Your goal Is w find
the Red Shantha and
defeat hir
Jorune s populated
with several races and dis
tinct cultures. Since Alien
Logic is based on an estab-
lished RPG. a rich history
surrounds all the races
you'll meet — one of
game’s real strong points,
You'll want to explore as
much of this fascinating
waorld as you can, and
Alien Logic allows you to
o just that because it
doesn’t tether you to'a
totally finear plot.

despite the fuct that Menzobermanzin is a
pretty good ga S1's recent RPGs have
tended to feel like just more of the same,
Alien Logic takes place in the far
future. Humans settled on the planct
Jorune earty in the 21st century, where
they lived with several alien races like the

To get around the
plenet easily, youll have to master “che-
eshtas,” entrances inte Jorune’s Warp-
Waorld — a sort of interdimensional
shortcut system covering all of Jorune.
The Red Shantha is only accessible
through WarpWorld, but you can also
use it to get 1o a number of other locales,

And thanks to that non-linear structure,
vou're free to take time and visit these
places, interacting with the locals
through a very detalled menu-driven
conversation system

bad i only it didat Innk 50 uldmnmur

One of the quirkler features of Alfen
Logic is its side-view e. YouTl view
the planet from an overhead map, and
maoving to some locations switches you 1o
anather overhead view, with photoreal-
istic images. But when you enter certain
locales, like a shantha temple, o tavern. or
u cresture encounter, the view switches
from top-down 1o a side pu'\pnnu
distressingly similar o legions of !
and Nintendo combat games. But you
don’t even get as much control of your
aracter as you would in a Nintendo
n garm: all Vo do v from
screen to screen, and unleash magic on

it |~.r|| perfect. Bul

Logic than Me r
hoping that 551 \ru inues :m'u!mq RPGs
in the Jorune universe. Allen Logic offers
a new approach to role-playing, with rich
alien cultures, a nice mix of science and
sorcery, great SVGA visuals, and an orig-
inal piot that's refreshingly free of elvin
types. And most of all, it's fun,

—Bernie Yee

proheal APG vet

H you'ra tired of "me
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Wing Commander Ill: Heart

(AR E R RN N NE ]

v Space combat
aloper: Origin Systems
hlishaer Origin Systems, 12940 Research

what everybody has been waiting

an “interactive movie” that’'s both

vid,, Austin, TX 78750, truly interactive and a good movwvie.

(512) 335-5200

prove in WCIT that

wy can still turn in

solid, compelling

performances in the
I

Double-speed CO- | Pentium 60; 16MB
ROM drive; 486/50, | RAM; 40MB hard-
8MB RAM; 10MB drive space; SVGA
hard-drive space; |with at least 1 MB
VGA; Supported of memory; Joy-

| sound card stick; Mouse

LGP $60-890

sesene

1 The Emperor puts some Confoed lighters to death stroke of genlus 1
pays off big, Not
Joik, he

ling spirit of the

e lor the

s |)L'u-L|u|l|.'¢I|..J| since the advent mini-movie, settir
¥ Jumes elrar low and establishing th

. In @ series of soaring

u-n from the vast palace

i1 ma

new hybrid of movie and
ve been subjected 1o numerous 1 more exci
" and all of them 18, Along tronic puppets used for
nlled on some level the way we meet our main characters Large, im ing, and ful
nln-| her In writing, o these are 3

ation

e anima
ithi.

meplay
 the reason,
il of this
ame

the poten
new maovie
hybr s, until now,
gone unfulfilled
But with Wing
mander [ll: Heart of the
Origin has produced 1 In the game's opening sequence, Blair and Paladin view the

of these seem to
of the game, though,

ple. Only a fev
alter the course

8 title that succeeds so per wrockage of the Concerdia fram the shore,

fectly and on so0 many b and thes iy in min [One

& Tl it choice who you'll
ered |'u- new benchmark against which 1 begin to sense the tension and con- boink: Flint or Rachel. It's purely a mat
all entertainment will be com t which your character. Colonel ver, and only ch.

will face. Blair is being the very last scene.)

htly disreputable car- You get to wander the entire ship,
the scheming including the flight deck, bar, gunnery
jhi simulator, bunks, and
more. When ready for a mission, you
enter briefing room. where Captain
n describes the mission elements
ip o the
gma d
flick deck for a long
e the game loads the mission

ristopher Blair
assigned to the

-star cast. big-budget
§3 storyline, su

enough .
kind of assignment pilots pull wh
they've pissed someone off
The usual array of Wing Com-

mander-style characters, mostly wing
men and women (wingpeople?), are
a4 In previous version the high-
quakity video and acti {
life as never before (see
Everything about the production, cast-
ing. and performances is execute
level of qu i

re

ime. The
ed and the

the most p

ion in the \um“r Sequence:
On the main level, you can go fo the next mission, |‘l st th .ﬂ s possible at the current

tako the slevator, hit the flight deck. run the cockpit .
N " ] A Dralthi takes & hit to the shields
(though some used |.| rwl but l'II.\

simulator, or talk to somocne
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Atter mission b

details. Hey, nobody said it was pnl fect
The point of all this sturm
s o put you in the ct

er made even betler, and guaranteed o
impress even the most jaded gamers
The most striking element of this new
flight engine are the SVGA graphics

Simply put, no game has ever had this
e detail and this kind of high
ty rendering in action nes. TE

look so good you feel like you cou
reach out and touch them, with laser
blasts taking chunks out of enern
Kilrathi exploding Into blinding
The action never lets up, and you can set
it for 4 sy or as hard as you
out changing the outcome of the game
On easier modes,
the Kilrathi ships
explode with
only a hit or two,
while on harder
levels they're
r\\u;l‘.mcnrul.ﬁ
to kill
Allogeth:
the Kilrathi fly
with a high level
of competence
and offer quite a
hit of challenge
on many mis-
slons, The
sions themselve

; et

run the traditional
gamut from fighter sweeps and scram-
bles to bombing raids. escorts, and
search-and-destroy, Some added twists
new to WCTI are the ability to fly info
ssome Kilrathi ships, such as carriers, and
destroy them from the inside. Another

1 Eisen gives you your mission objectives in the Briefing Room. — T. Liam McDo

1 Anather in o bitmapped blast.

novel mission,
only somewhat
sutcessfully
executed. s a
planetary strike
that has you defeating sever
al waves of fighters, then taki

W out

ground-based tanks. and nlly blowing
up a few buildings.

There's enough that's familiar here
to please fans « e |

viding a couple of r icks to keep
gs interesting. The ht dyni
and (for the most part) 'Iu. mission
structure are the same-old Wing Com
cler. with more of an emphasis on
arcade-like action than true “space sim:

ulation.” At times you still get the feel-
ing that you're in & bubble with the
SCENEeTy £ nd you, but
hardly matters. Wing Commande
delivers in spades where
it counts — in the action
and drama departments

Computer enter-
tainment has been strug-
aling towards some syn-
thesis of Silicon Valley
and Hollywood: *Silly-
winodl,” some have
dubbed it. In Wing
Commander [l that syn-
thesis has actually
arrived, and it'll forever
change how multimedia
games are viewed. OF
course, there's some cost
for all this: WCIH will Tight even the
most advanced systems for o proper
configuration, and on my Pentium 60
with 24 MB of RAM and a full installa
tion it still features a protracted, almost
two-minute-long mission load time

But the rest of the game flows
quite well — so well, in
fact, that you'll soon forget
this is a game and just
become wrapped up in its
fully realized world. It's a
tour de force, and the cul-
mination of vears of work
an 4 series thal many con
sider the finest in computer
gaming history

ke

The Stars
of Wing
Commander Il

Origgin lined np some inpressive tebent for WERL and
just about sveryons in the cast dees o grast job in the
findghing finld of computer-game acting Here are those
stnrs — and & few of their memorable non-gamn robes

Colonel Christopher Blair
Mark Hamill

| Star Wars, Corvelte Summer)
Your characier — w swall but
tormented guy

[ 4

Admiral Tolwyn
Maicolm McDownll

ork Orange, Caligula)
Weil. it's Malcolm MeDowall,
st this must be the bad guy.
Wastch out for im!

Captain Eisen

Jazon Bormard | “The White
Shadow,” “Herman's Huad ")
An all-aroind good guy, he'll
brawt yau hefare each mission

Paladin

Juhn Rhys-Davis | Raiders of tho
Loss Ark, ~Archaealogy”)
Paladin is your buddy, but don’t
befinve everything he says

Maniac

Tom Wilzon [Back to the Future)
The required hot-dogger. He's

an urrogant dilk

angressive flyee

Rachel

Ginger Lynn Allen | Vice
Acadeny, New

She's the fight engineer who
prepares you're fighter for the
mrasions. Possible love imere

Flint

Junmiter MacDonald | Termival
Foree. California Draamin

A pilot looking for o litthe
reyenge. Al possible love
immrnst

Hobhes

John Shuc

("Hobmes and Yoyo,” MASH)

A Kilrathi figitor who has de
tod, bt is ar from

by s feflow pilon

HIGHS: A stunning
wisunt ani aaral
least. Good acting

5: Requires

EIB 3

work properly, and even using a dresm machine, it

fentures o long wait during imssion loadiny
BOTTON LIME: A fantastic interactiv

once blending drama and action sa skillfully that it
will redefine multimedia standard
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Microsoft Space Simulafor

Category: Simulation

senenw

Developer: Bruce Anwick Organization
Publisher: Microsoft, 1 Microsaft Way,
T Radmond, WA 98052-6399

Required We Recommend
386/25; 768K ex- 486/33; SVGA;
panded memory; Supported sound
VGA; Mouse cards
NLS.R.P. 84995

ou've conguered the galaxy in
X-Wing. TIE Fighter, and Wing
Commander. But isn’t it about
time you got serious about
space? Sure, you're a hero, but
do you have what it takes for
real space exploration? Forget
ibout Luke Skywalker.
Welcome to the universe of
real physics, time,

Microsoft's Spa
ulator, like Flight Simulator
before it, doesn’t go for the big
bang of combat. What you get

here is realism. Too much realism, per-
haps, for seme gamers — but Space
‘mluJJ.Jrur Is just that: a simulator that
i you nothing less than the Milky
Way ga :
Planets, moons, stars, comets, aster-
oids, blac k holes — the universe of Space
lator has them all, You can view
heavenly bodies in the observatory,
or you can visit them aboard a variety of
spacecraft, some real and some futuristic
Above all, Space Simulntor strives 1o
convey the intricacies and excitement of
space travel. Whether you're recreating

mmMmhumﬂlmmumiw

al mEsion awailing you.

if your interest in space goes beyond lasers
and photon torpedoes, you'll enjoy exploring

this outstanding tool for education — and fun.

the Apolio missions to the Moon or
embarking on a journey to the core of the
Milky Way galaxy, this program will
defiver as close to the real thing =
commercially viable product can. If
you're used to stopping and turning on a
dime in a starfighter, piloting the space-
crafl here might be a rude introduction
o the laws of physics. As in the real
world of space travel, an object In motion
will come to a stop only when equal force
Is exerted in the opposite direction. You
can't just step on the brakes. This
physics-based space flight takes some
getting used to, but there are enough
autopilot options to get around the more
bothersome of Newton's laws,

The universe according to Space
Simulator encompasses our solar system
and the surrounding Milky Way galaxy, a
diameter of 8.4 billion light years. If
you're a true stickler for realism. you can
make your journeys in real time — that's
four days to the Moon. eight months to
Mars, and about 450,000 years 1o the
center of the galaxy. Of course. most of
us don’t have that much time to spare, so
you can accelerate the trip to visit any
paint in the galaxy within minutes.

While Space Simulastor generates
most of the known stars in our galaxy,
the only planets whose existence can be
absolutety confirmed are those right here
in the solar system. But logic tells us that
our sun isn't unique in its complement of
planets, so the Space Simulator program
“sprouts” planetary systems around
those stars it deems likely 10 support
them. Once created during installation,

o those systems are there
D frmwor H'\rm dw.m- T

you'll find it
again if you return
next year

There are several
pre-planned missions
o play with, Including
the Apollo 17 mission,
docking the shuttle, a
space walk, and an
interstellar journey.
But the real fun here is
planning your own star
trek. using one of the
varied space crafl pro-
vided. These include
intergaiactic vehicles
fighters, freighters, and
terrain landers, along
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The interface allows plenty of coatral,
althaugh it can be o bit confusing at times.

with the more familiar shuttle and the
lunar landing module

Space Simulator operates in a VGA
mode of 320x400, 256 colors, but you'll
want to step up the resolution if your
machine can handle it. At the higher res-
olutions, the galaxy comes alive with
images of planets and moons that rival
the best astronomy programs.

Of course, in space no one can hear
you scream. And they can’t hear you
groan, either, when you get tired of the
limited and disappointing sounds in
Space Simulator. Except for the planet-
side missions there's no sound to hear,
and even there the sound effects aren’t
much. Several pieces of classical music
are provided, though

Whether you just want 1o gaze at
the heavens in the observatory or plan
and My the first manned mission o Mars,
Space Simulator is your ticket to the cos-
mas. This remarkable and unique pro-
gram Isn't for everybody, but if your
interest in space goes beyond Buck

EMCE.
—Lee Buchanan

tional tool for gala




e

1995 Millennium Interactive Limited o~ 4150 s CASOSD! FC CP-ROM



Hell =™

W.W.wm'm Graphic Adventure

X33,
RAM; SVGA; 20MB | 486DX2/50 .
hard-drive space;
Compatible sound
card; Mouse,

With Stephanie Seymour in

attendance, just how did Dennis
Hopper end up being called “Beautiful?”

M.SAP:$78.95

sesaee

alk aboul rude awakenings.
You're sleeping peacefully one
moment, and the next you're
running down the streets of
Washington, D.C, wearing lit-
tle more than a terrified look.
Special agents
with orders to
“terminate with
extreme prefu-
dice” have
turned you into
a fugitive from
YOUr own orga
nization. ARC (Artificial
Reality Contalnment). You
were one of their best

lishment. In fact, the blurred distinction Holder as Jean 5t. Mouchoir, also lend
between actual Hell and the real world their voices to great effect. Indeed, the
makes for pointed social commentary. volces are the real stars here; the actin
Could this rift be the is consistently good, even down to the
product of abusing most minor
cyberspace? Perhaps character,
something more meta- There's very Ht-
physical? Interesting the of the dia-
q i but you have logue awkward-
more pressing matters to ness of some
worry about at first, such Interactive
as who you can really movie/games.
trust and how you can Of course,
hang onto you skin, even the great-
In the long-antici- est voices

sound hollow
when given
weak lines to
speak, but for-
tunately writing
is a strang
gugtur:1 inlld paint of Hell
eyond, in Most of the
uN’Iur 1o Red Dwarl™, Cynma's knowk-  churaciers have
discover edge of explasives can be & big help, even il 500 maments,
why they've | She is now & hologram. i but Hopper’'s
on the character, Mr,
Hand of God's scrub list Beautiful, has some really choice lines.
And by beyond, | don't Almost all of the characters are
mean Virginia or represented as 3D-rendered creations.

pated Hell, you play
either Rachel Braque or
Gideon Eshanti, top ARC
agents who must scour
the streets
of Wash-

agents, but things have a Maryland — | mean the The rendering gives the figures an
way of changing instanta- ™ This linfe demon will conjureup Creat Beyond. You'll ather-woridly feel that would not have
neously, one hundred Mr. Beautiful for you, if you can - make several visits to the been possible using real sctors, even
vears hence. And change come up with the right word. netherworld, to both bat- with the best makeup and prosthetics.
they have, as the govern- | just listan closely and he'll tel]  tle the demans in control The figures do still move rather stifly
ment — and so all of soci- you what ta say. there and to gather the compared to live actors, but not so

ety — Is run exclusively
by the Hand of God party, an ultra
right-wing group,

Somehow in this world of 2004,
the gates of Hell have been opened. An
aberration in the space-time continuum
has resulted in a dimensional rift (you
know, like the enes that happened
every other week in “Star Trek: The
Next
Generation”)
which has
allowed
demons to
enter our
world.
They've even
taken over the
Pentagon,
although the
In-joke is that
there’s not
much differ-
ence between
the pre- and
post-demonic
military estab-

information needed to much as to detract from the game.
solve the mystery
and perhaps even
bring down the
Hand of God,

As with many
of the latest multi-
media games, one
of the big attrac-
tions-in Hell is the
star power brought
to bear by the
game designer:
From before E
Rider to his latest
off-the-wall Nike
commerclals,
Dennis Hopper has
always taken the
off-kilter roles, and
his Mr. Beautiful is
na exception
Grace Jones as
Solene Solux,
Stephanle Seymour
as Cynna Stone,
and Geoffrey

With the opening of the rift between Hell and Earth, even the Pentagon has
been taken over by demons. But are you working for or against uy?
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After one too many deals, My, Beautiful's body
has parted with his head. You might still want to
Iet him join your party, though.

Beyond the characters themselves.
the overall look of the game s simply
stunning. Effective use of shadows and
dynamic color schemes give Hell a truly
unique atmosphere. And it's quite inter-
esting how hellish many of the earthly
scenes look, painting a very bleak pic-
ture of 2084 — similar to the future in
movies such as Blade Runner,

Unlike many games in the genre,
Hell is fairly non-linear. in that you
don't have to follow any set progres-
sion. There are certain things you must
do, and certain people you must speak
with, but the order in which you do

just biasting sway. Pick up anything you find
— you've got the room for it

these things is up to you. One word of
warning, however — the way you deal
with a certain character may have
repercussions in other areas of the
game. Also, there are specific stay In
the game — such as your many visits 1o
Hell itsell — where the time continuum
changes, which in turn affects the
course of the game.

A big part of Hell centers on the
puzzles you must solve in your quest.
There are more than 42 separate pug-
zles in the game, with varying degrees
of difficulty. They range from getting
Into the Interface to meet Cynna —

where the answer to the guard's ques-

computer hacking

You will do battle, but the chal-
lenge here is in the preparation rather
than the technique on your trips to

winitfdn't — at how densely Hell is lit
tered with all sorts of weapons. With
fairly capacious inventory storage, vou
can pretty much pick up anything you

won't use everything you find, but en
the other hand, you don’t want to be
caught short, weapon-wise, when bat
tling Beelzebub, Once you've got your
weapaons, the fighting is mostly auto-
matic. The game was originally
designed to allow complete control of

Lovely girl, huh? In & world where the divid-
ing line betwean reality and virtual reality
has disappeared, sex is. as always, one of
the few constants.

uations, but thal aspect was
ﬂ\‘d just prior to the game’s
e. This s probably for the best as
the logistics of effec tively mancuvering
rendered figures would have made
actual combal an exercise in fru
The game interface is for the most
part effective. giving you access to all
puarameters by simply moving the cur-
sor to the top of the screen. Maneuver-
ing your characters is a bit tricky, but
then there aren’t many Instances where
you need to place a character in a cer
taln spot. If you need to talk with some-
ong, you just place the cursor over that
person, which causes Rachel and
Gideon to move to that spot. Same pro
cess goes for plcking up objects.
Interactive games are still very

Woell, you've gotten as far as the Gates of
Hell, but what awaits you within? Could it be
that enly ane of you leaves here alive?

tion is literally staring you in the face —
to some rather complex and convoluted

Hell. You'd be amazed — or maybe you

find. a tactic 1o practice religiously. You

ration.

Hell's Stars, in Character

Grace Jones
as

Solene Solux

Stephanie
Seymour

as

Cynna Stone

Geoffrey

Holder

as

Jean St

Mouchoir

Dennis Hopper
as
Mr. Beautiful

much in transition. and while many
companies are content to simply string
together live-action video segments into
something resembling o game, it's great
o see companies like Take 2 pushing
the envelope of both graphic technol-
ogy and creati Hell won't be every-
one’s cup of tea, bul anyone who enjoys
great graphics, emotionally evocative
volce-overs, challenging puzzles, and a
wonderfully wicked sense of humor,
should get their tickets punched for
Take 2's Stygian ferry

—Giary Meredith

age may be a

ne in
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KNGS (QUEST

THE PRINCELESS BRIDE

~EXPERIENCE THE MDST HEARTWARMINGLY HUMOROUS CINEMATIC ADVENTURE EVER. CREATOR R
%;. 'PRF.'s'i'!@i THE SEVENTH CHAPTER IN THE BEST-SELLING COMPUTER ADVENTURE SERIES OF ALL TIME:

THE PRINCELESS BRIDE. JOIN PRINCESS ROSELLA AND HER MOTHER VALANICE AS THEY BATTLE THE EVIL ENCHANTR
'MALICIA FOR THE SURVIVAL OF THE MAGICAL REALM OF ELDRITCH. DON'T Miss THIS BREATHTAKINGLY BE



Melalfech: EEI[H]SIEﬂE

Category: Battling robots
Devaloper: Dynamix
Publisher: Sig

Don't turn your back, Mech-

Warrior:- The Metaltech

e
ﬁsﬁse.% ’Imanllma.

series is here — and it kicks "bot.

We Recommend

Double-speed COD-
ROM drive; 486;

8MB RAM; Comp-
atible sound card;
Mouse, or joystick

Required

ftary units. HERCs are bipedal. all-
environment fighting units just
bristling with w nry, and once the
Cybrids got control of them. they
decided to take contral of the planet
and wipe out all humanity. They pret-
tv much succeeded, and

space sim. Beam weapans, such as lasers
and pulse guns, also draw power, mean-
ing you have 1o configure them to fire in
“chains” so an active weapon is always
available. For instance, you can alternate
chainguns; lnsers. and missiles in the fir

CD-ROM drive;
3860X/33; AMB
RAM; 20MB hard
drive space; VGA

M.5.RP:$59.85

attling bipedal robots have an
appeal that's undeniable.
They're massive, heavily
armed. vaguely human fight-
Ing machines that can inflict a
delightful amount of damage
when in the right hands.
Golng mano a manao in a ‘bot
armed to the teeth with mis-
siles, lasers, chainguns, and
an entire battery of other
wisapons is just more fun
than one human should be
able 1o have,

Until now the main players in this
genre have been the Battbetech gumes and
centers, and Cyberstrike on GEnle. While
everynne has been waiting (and waiting)
for MechWarrior 2: The Clans, Dynamix
was quietly creating their own fighting
robot game using the technology from
ames, and the competition is
going 1o have to work really hard to make
o game as good as Metaltech: EarthS

now only & smaill pocket
of human resistance
fighters remain to over-
throw Cybrid dominance of
the Earth. You begin an
EarthSiege career as a new
E ilot in this resistance.
wvide array of bots
in numerous missions 1o
thwart them pesky Cybrids.
EarthSiege gives you
plenty of options for play, toao. |
You can check out various
randomly generated single
missions, for instance, to get
a Teel for your HERC and
learn the controls. The mis-

mmmnlwnluynﬂmlﬂ!!ﬂl:wlm dﬂm
with your cheice of weapons and defense systems.

sions come with various
aoals: recon, scouting. patrols, raids,
scrambles, search-and-rescues, and
strikes on installations. The difficulty level
for single missions can be set to make you
imvulnerable. give you better weapons
capabilities, etc., 50 it's a good place to
ase into working these monsters.

And belleve me, learning lo drive a
HERC ain't easy. You have an amazing
degree of control over the thing, requiring
two-handed play almost all the time, They
cun move forward
or backward, as
wll as turn, at vari-
ous speeds. This is

asy enough to
aster once you fid-
die with it & bit, but
you also have a fully
tracking turret
which can move
about 180 degrees
side 1o side. as well
a5 up and down,

dored.

The CO-ROM varsion of EarthSi

features a 30-
introduction. The HERCs in the actual game look nearly as lnod os these.

This means there's a
lot to control if

Set in a post-nuclear 25th century,
EarthSiege pits humans against "Cybrids™
ir a fight to death for world domination.
Cybrid (short for cybernetic-hybrid) tech-
nology was the first true biologically-
mapped artificial intelligence, allowing the
creation of machines that could truly think
an their own.

Of course, some power-mad dudes
got the idea to stick this new Al into their
burgeoning HERCULEAN [or HERC) mil-

you'ne to get the
maost out f!f\-nul‘ HERCs. Two joysticks
are optimal, but M've found that using the
kevboard for motion and the joystick for
turret control which requires more
finesse) works well. too

And that's just to move these robots!
Then you have to work on weapons con-
trol, targeting, strategy, and directing any
other robots that may be backing you up.
Each HERC has shield and power levels,
which can be redirected much fike in any

ing chain, so that you never go for a shot
and find there's no power available for a
particular weapon, Larger HERCS can
have nine weapons balted o their twrrets.
so things get pretty complex pretty fast,

Single missions begin with 4 brief-
ing on mission goals by General Glerling
ithe CO), followed by a detailed walk-
through of waypoints and primary tar-
gets. In single missions you can pick
whatever HERC you like, fit it out with
weapons, and drop Into action. Missions
are hard, though, and reguire hit-and-
run guerrilla tacties, good planning. and
proper use of wingmen.

You'll fight it out across a good vari-
ety of landscapes, from frozen wastes that
hide white Cybrids quite well, to blast-
ed red wastelands, o green plateaus.
Mountains break up the landscape, and
Cybrid bases und posts never seem far
away. These disgorge encmy bots in
depressing quanti 5

Your commanding officer, General Gierling,
will brief you on each mission, but he tends
to be a man of few words.
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Meet the HERCs!

HERCS come in all shapes and
sizes, with all manner of cool
weapons available to allow you to
generally inflict some serious
damage. Here's some of what
you'll get:

HERCS

There are at least eight main HERCS
ranging from the small and fast to the
heavy and powerful. Here are a few:

Patriot
This suitably named HERC mounts the
most missiles and is recommended for

mission with heavy air opposition.

Rhino
A favorite attack HERC, the Rhino is fast
and very powerful.

Colossus

This largest HERC can mount nine
weapon arrays, and is used for heavy
assault.

Lasers
The most common weapon, dependable
but not extraordinary

Roadrunner
Small and fast, good for recon and hit
and run, but weak in a clinch

Raptor

A good all-around medium weight
HERC, good for recon in which you
might want to stand and fight a bit.

Electron Flux Weapon (ELF)

Emits an electrostatic charge as long
as the trigger is depressed, disabling
bots without destroying them. Hard to

enembes can be tough customers. The RCs for the
f annoying are the weak, flying
“Buzzards,” which circle and dive and
annoy yodi like mosguitoes, Arachnatrons
ure spideriike knmikazes; these walking
landmines just plow into you and deto-
nate. Other enemics are more convention-
al bipeds and quadrupeds

hand

" Missions build o
one another, and are
dynamically linked
Pyrrhic victories are
simply not allowed,
since a large part of
the career game is

them k with mini
mal damage. and picking up salvaged
scrap metal and Cyvbrid technology. See

in campalgn maode you have to upgrade
your HERC if you want (o improve your
i s, and you have to make

Areer (ame s The external view shows off EarthSiege's te t
conserving your limit- | yexture-mapped polygon graphics guite diff
ed forces, bringing times, it res

use and short-ranged, but effective.

Particle Beam Weapons (PEW)
Fires a burst of charged panticles at

medium ranges, providing a devastat-
ing blast but high power consumption,

Electromagnetic Pulse
Cannon (EMP)

The EMP’s high-energy burst of plas-
ma not only damages the target, but
drains energy as well

Automatic Cannon (ATC)
Your basic all-around chain gun, good
for when you're low on power and as
an alternate weapon in a chain.

Missiles

Missiles arrays can be mounted on
most HERCS, and can be stocked
with semi-active radar homing,
active radar homing, anti-radiation,
and electro-optical missiles,

Still, It"s better 1o
have a challenging
game with a long

play life than an eas)
gaEme you can waltz
through in just a few
short nights.
Though Metal-
thSiege is
alt at
ards

practice and
patience the best battling robot
game ever, bar none. The graphics are
detailed and wonderfully exec . and
the wide array of exterior views is terrif
ic. lgnore the naysayers who hove been

airs to keep

2 fleld. You
g pieces off
of the Cybrid HERCS so you
can take ‘em back and use
them to patch your HERCs
as well as dupe any discov-
ered technology for Human
use. So not only must you
kill the enemy bots, by
have 1o kill them in

[}

A Cybrid gun tower goes up in flames, the
vigtim of this HERCs powerful weapons.

And all this Is just for starters. Once
ve got the hang of the controls and
have develope wne workahie tactics for
dealing with enemies, you can begin an
entire career, Career mode starts you off

way that you get the n
MU amo
scrap. A hull blast is an easy

with a tiny group of kow-
the Roadrunner or Outla
rized more by speed and agility

i-
of useable You can order your wingmaen to keep formation with you, attack
targets, or split off and go to an assigned waypoint

rength, and over a few salo milk
youl learn how best 1o use the avail-

kill. for instance, but pro
duces litthe useful scrap. So you have to
disable the enemy by
qoing for the legs, thus
keeping the body and
wespons intact
Career mode has a
few problems, though
Unlike the single mis-
sion mode, there are no
difficulty settings ina
career, and some of
these missions are pret-
ty damn hard. Wing-
muan Al is also lacking
at times. There's been
quite a lot of belly
aching from

considering ad

probably want to aim manually for better precision,
the issue with a paich

T You can set the radar to keep your guns trained on & target, but you'll
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attacking this game on various online
services and elsewhere; they're the same
ten twerps who bitch about everything
that comes out. If you're willing 1o spend
the time with it, you'll be surprised how
mich fun this title can be

i McDonald

HGAMER Fnarveroer

Plenty of E [ _/
master the controls

action and a wide
Some overly difficult missions

degroe of control

A super battling robots game:
undnnr!vd!. the best on the market. A challengimg
but rewarding game.




JUNGLE
STRIKE®

"WORLD
cur
GOLF”

DOMINUS”

Hey, you can spend lofs of
time reading reviews of all the
lotest CD games OR you can
get TEST-BYTES, the owesome new demo
(D that gives you o real taste of five of the
hottest new games on (D!

Now you con do your own reviews of these
five cutting-edge gome titles before you put out
the cash for the full-play versions. And best of all,
you'll get a $10 rebate, good for the purchose of
any one of the games featured
on the TEST-BYTES disk.
So, cruise on down to your
game store foday and get
o taste for just $5.99.

TEST-BYTES
CONTAINS

$10

REBATE
COUPON

Bomasis i o mademark of Viseol Concepty Enfertoinment, In.
resarved. Wodd Cup Golf i © & ™ of 1994
Farabel Macho Grou ple. 1994 115, Gk, Inc. Al righis seserved
etbasbon (511994 Gremin Imespcive Limiled Al rights esened
‘ Sevrt Sk oo g Sk © 1994 ek .M g end
o Snoat Publishing fs 0 tdemark of 115, Gold, Inc
l Product Information Number 117

"RETRIBUTION®

Five primo games you can
really sinl( your teeth into!

Dom nu S Defend your domain from hoords of

monstess ond rival clans in this new
genre role ploying | gome. Excifing combination of action and stategy.

Pilot huturistic combat vehices
ngainst lien foes in o voriety of I
low level irto-gir ond airfo-ground attacks. Supannr ploy-action & grophics.

The president has chosen you to plan and lead o pre-emptive
strike ogainst Middle Eost renegade, ‘General’ Kilbaba

Plon your compoign, then pilot your Apoche uttack helicopter
into combat in fhis superb strategy -oction gome

You st four difent combot veices... 117 Swect I INALEE
Fightes, MX 9 Attack Hovercraft, Comanche Attock LT E S
Helicopter ond Speciol Farces Assoult Motorcycs in this
ocfion packed sequel to “Desert Strike.”

WORLD CUP GOLF o cngiy
fomaus Hyott Dorodo Beach Golf Course in Word Cup Golf, the most beautiful and

sophisticated golf game you've ever played. This excifing golf gome is so true fo life,
you'll be oble to smell the frashcut gross!

* TestBytes disk contains limited-play versions of leatured game:

|| Front Street Publishing

:|| 303 Sacramento Strest, San Francisco, CA 94111

To order direct call 1-415-693-0297




Transport Tucoon

Developer: Chris Sawyer

Publisher: Micropro
l:. Drive
21030 (510)

Required We Recommend

CD-ROM drive; 386; | Double-speed CD-
AMB RAM; 3MB ROM drive; 486;
hard-drive space; | Supported sound
SVGA; Mouse cards

80 Lakefront

MSHP 4000

ake the gorgeous graphics of
SimCity 2000 and combine
them with the intricate eco-
nomic model of Ratfroad
Tycoon, and what do you get?
Transport Tycoon, an instant
classic, This artful and engag-
Ing simulation of dog-eat-dog
business strategy Is as good as
computer gaming gets.
Though it clearly draws
muore than a little inspiration
fram SimCity and Railroad
Tycoon, Transport Tycoon is
very much lis own game. It plcks up
where those classic sims left off, creating
u small world that evolves under the
influence of your decisions, then forces
you to change strategies with its roller-
coaster economy and & host of cutthroat
competitors. Unlike SimCity, you don't
build the cities In Transport Tycoon; but
the transportation networks vou create
— by road, rail, air, and sea — are

The town of Statesville is bustling, thanks to & masterful road, rai

transportation network.

This masterful mix of

world-building and business

simulation is in a class by itself.

Instrumental in
nourishing the citles
in your world.
Play begins in

30, and your chal-
mge is to link the
ies of your world
by building a trans-
portation network
that will not only
help the world
thrive, but also
make you filthy rich
It's no simple matter |
of connecting the
dots, though, as
topography will
force you to work
through, over, and
around mountains
and \\'i!l!.‘l'\\'n’.l_\'.‘i o
link towns. At the
normal setting, you'll
have 20 towns to
work with — enough 1o keep you busy
for weeks of gaming

In the beginning. you'll only have
access to a couple of locomotives and
buses, and a single small airplane — plus
a Tew hundred thousand dollars — with
which to build your empire. That
bankroll isn't a gift: it's a loan, so use
your capital wisely, Start small — maybe
a few bus routes — but keep your grand
strategy in mind,

Naturally, time marches on s
you're building your transportation
empire. And 50 each
1OVE you miake — espoe-
cially early in your career

Your competitors are as voried as their laces. One might concentrate on
rail systems, while another prefers to jump right into the &l il

This small airport is overburdened with tral-
fie. If you don't do something, there could be a

— s & strategic decision sanseless ragedy!
that may have a profound

8 impact on whether you lucrative clties to establish themselves,
end up in rags or riches. then theyll move into your turf o com-

‘Will it be roads or rails to pete against your routes, Once, after
start? Should you borrow careful study, 1 was set to click the
$50.000 ta build that tun- mouse button to build a four-track rail-
nel? Should you buy the road station, when — poofll — a competi-
exclusive rights to that lor slapped 4 station down right in my
new, untested locomo- path. The sight of a rival’s construction
tive? These decisions and near one of your transportation centers
a host of others challenge Is guaranteed 1o throw you into a panic,

your strategic thinking at As in Railroad Tycoon, linking

i every turn. industries and materials Is the key to

Your Tycoon rivals success. You have to be alert for oppor-

are pretty savvy, (oo, tunities 1o, say, transport iron ore from
They might build some the mine to the steel mill, which pro-
funny-looking roads st duces the steel you can then haul to a
times, but on a strategic nearby factory, There ure forests,
level, their decisions are sawmills. oil wells, power plants, and
usually sound. They go farms — each with & demand 1o meet
after the larger, more and a product to distribute. Industries
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your

This graph shows the operating profit of the player and the competition. anrkup your eye on
bottom &0 your competitor doesn’t have an advantage!

come and go, and their production
varies as well. Your cities grow, too, and
their needs change constantly.

The three-quarter, SVGA overhead
perspective s very effective, and quite
detailed. You can watch construction
sites, luxury homes, churches, and glant
apartment buildings come and go as
your city evolves. And as your transport

systems arow, this virtual world comes
to life before your eyes in stunning real-
ism and detail. In fact, your world is so
much fun to watch that it's easy to forget
that you must constantly monltor your
operau(:ns 1o remain profitable and stay

Service subsidy of fered:

First
to Knox

service from
will attract a
subsidy from the local auw

water and different terrain elevations,
the number of cities and industries, the
head-start you have on your rivals, the
occurrence of disasters, and even
choose between o steady or a cyclical
economy. Some of these opiions can be
changed during the game, too,

Transport Tycoon also boasts one
of the friendliest and most flexible inter-
faces you'll find anywhere. You can call
up a list of cities, then move 1o that loca-
tion on the map with a dlick. Click on
any plane in your empire, and a window
pops up so you can watch it fly its route,
or Lhecis its cargo, performance, age.
e and mainte-
nance history.
This game is so
complex that the
task of manag-
ing your empire
can really be-
come aover-
whelming, but
it’s hard to
imagine a more
efficient inter-
face for the job.

| have only
one major com-
plaint: The man-
ual is woefully
thin, providing
Just barely
enough informa-
vl tion o get you
started. There

1 Pop-up windows alert you to subsidy offers and other newsworthy events in

your world. Be sure to pay close atiention!

are no striate-
gies, no tips, no
behind-the-

ahead of the competition. The animation
is incredible — from wrecks on the high-
way to plane crashes — and the sounds
are as delicious as the sights.

The difficulty options let you tailor
the world 1o your liking. You can set the
number of competitors, the amount of

scenes data to
help vou take over the world, What
does that tell vou — & strategy guide on
the way, perhaps? C'mon, MicroProse,
don’t force your customers to buy
another product that provides the basic
information that should have come with
the game. Strateqy guides should be

Planes, trains, and automobiles: You'll noed
them all — plus shipping — if you're going 1o
outwit and out-muscle your opponents. The
shallow manual provides precious fow tips on
how to succeed, so here are a few that have
worked for mo

Study the map carefully belore you lay
yyour first pieco of track or pour any asphalt
Look for & large city near the center of the map,
onn with soversl good-sired towns close by
Pay attention o nearby industries, since they
play o big part in determining how fzal naarby
cities will grow. The higgest city on the map
may not be the besi place to sian

Try to concentrate your early routes, but
don't be afraid to jump across the map to take
advantage of o subsidy or a lucrative industry
lintk. Watch your competitors closoly, but don't
respand kastily to their every move. You'll go
broke quickly if you try 1o keep up with every.
thing they do

When placing rail stations, buiid the
higgest you can afford. & single-track station
will quickly bacome an expensive bottleneck
And balore you build ony station, study the toy
of the land closely. Will your primary rostes run
morth and south, or east and west? And take
care ol to destroy B city just te build o station
in the middie of town

Don't ignore rosd transportation. I's not
glamorous. but & network of bus and trock
routes can keep yoo in the block early in the
game, while you plot yoor grand strategy. Whaon
you tind a city that's growing fast. be propared
to jump in early with an airport and rail station,

The subsidies atferad for linking fowns
ind industries can he an important source of
income, especially early in the game. Win a
subsidy and you'll earn two or three times the
usonl income diring the Tirst year of the route’s
operation. depanding on the dilficulty level. You
can't afford to ignore subsidies: you can bet
Your Dpponents won'L

not fi al

I'hert' are a few aggravating
nuances in the game, such as idiot rail
engineers who can't seem to find their
way o a station, and planes that crash
with annoving frequency. But forget

3 Transpart Tycoon is a

rare jewel. | like 1o tell people who
don't understand my addiction o com-
puter games, “It's not a game; it's a
simulaticn.” Well. Transpaort Tycoon
isn’t just a simulation. It's a world.
~Lee Buchanan

like this

t come around aftes
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Right Commander 2

Categary: Tactical simulation
Davolaper: Big Time Software, Inc.

Publishar: Avalon Hill, 4517 Harﬁmlm
Baltimore, MD 21214
(410) 254-5200

486/33MHz; BMB
RAM; Supported
sound cards

| 386SX; 4MB RAM;
9MB hard-disk
space; Windows
3.1, or higher; VGA;
Mouse

M S.H.P. 86995

seseeew

here are. Lord knows, plenty of
terrific flight sims on the mar-
ket and all of them incorporate
the basic tactics of one-on-one
dogfighting. But theres another
whaole dimension to aerial “tac-
tics” — the operational,
squadron-sized level — and
Flight Commander 2 is current-
ly the only PC game devoted
solely to this specialty

The ariginal Flight Com-
mander was a board game de-
signed by Charles Moylan. It

1Thu Data Library is extensive, colorful, and easy 1o use.

gained a small but fanatical following.
even though it was too complicated 1o
capture a large market. That seems
understandable; just think of the chal-
lenge involved in attempting to model, in
two dimensions. a variety of combat
whaose primary characteristic s its three-
dimensionality...not to mention all the
paper-and-pencil work required o keep
track of altitudes, ammeo supplies, damage
accumulation, fuel consumption. etc.
Fortunately, Flight Commander 2
leaves all that stuff to the computer, free-
ing the player to enjoy a smooth and cre-
ative gaming system without having to
keep track of all the minutiae. The wiorial,
and the simpler scenarios, can be played
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Here's something that's refreshingly

different: a squadron-level,

operational

simulation of post-WWII aerial combat.

| campaign puts you in
charge of an A-10 tank-
buster unit during J)L"\n.rl
Storm:; the hairiest is Red
Storm. 1997, In these linked
battles, your pilots gain
experience and improve
when they win, but end up
dead or captured when they
don't t of your job as
squadron commander is 1o
select the right munitions
for the mission and the best-
qualified, but also the least-
exhausted pilots,

There's a good tutorial;
together with a well-design-

appreciate its logic and

The interface wr looks complicated — you'll quickly Iulmw
efficiency.

ed Interface, it makes Flight
Commander 2 fai )
learn. The numerous realism

in a basic mode that involves two dimen-
sions only; when you're confident
enough, add altitude and be prepared for
u deadly game of 3D chess

Each turn consists of a give-orders
phase followed by an action phase;
together, they are scaled to represent 7.5
seconds of real time — no mean feat of
data-crunching, this, considering that
maore than fifty aircraft are modeled, and
each one of them is going to perform dif-
ferently in that period of time. After each
. though, the game pauses 1o let you
study each and every aspect of the situa-
tion and issue orders accordingly. Then
you just click 1o start the action and see
how your fliers fare

A nice variety of scenarios is in-
cluded, with a couple of fairly wild shoot-
em-ups from the classic days of the Sabre
Jet and the MIG-15, along with five cam-
paigns of graduated difficulty. The easiest

TmmEEmmn Y
swmww

Choose your munitions carefully. Even it no
enemy planes are axpected, it's smart to
pack some air-lo-air missiles, just in case

and difficulty options, how-
ever, give it a high replay value. The play-
by-e-mail feature is a welcome addition

Asg a straight conversion from
boardgame (o computer, the game looks
clean and attractive. [ do feel, however,
that more advantage might have been
taken of the computer’s graphic poten
tial. Dogfights between early jets — with
machine guns and cannon only — are
exciting to play but awfully biand to
look at: A little red gunsight pops on
when one plane is shooting at another,
and that's it. Some animated scenes or
camera footage, h plenty of tracers
and flying debris (a la Panzer General),
would have done a lot to add sparkie to
some very pedestrian screens.

Flight Commander 2 is a fairly spe-
clalized product; gamers who crave their
dogfighting action at afterburner speeds
may find it much too thoughtful and
sedate. Personally, | found the whole
package thoroughly refreshing, absorb-
ing. and most instructi
—William R. Trotter

tul, intelligent
lation, and one that

n current
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SSI's immensely successful ments to full-blown carrier. Super-VGA graphics andian

ADVANCED SIMULATOR SERIES task force battles! Use the astounding sound track make

continues! GNB Ill: FURY IN  powerful scenario editor to this simulation the hottest

THE PACIFIC is a huge simu-  create your own battles or. thing afioat: —

lation encompassing the modify existing ones in areas  Geear Naval Barries I, E

entire Pacific War. like Midway, the Solomons The Pacific is yours, if you .
You get all major or the Phillipines. A sophist- 55 stand the heat!,.

American and Japanese cated customizer lets you ) g

ships and aircraft of the alter various aspects of the 10 9rder: Visit your retaller o

call 1-800-601-PLAY with

Pacific Theater. A Random game routines — for visa/mc {North America only).
Battle Generator lets you unprecedented control.
create unlimited conflict — A new interface and
from small surface engage- menu options, laser-sharp
- -
18M 256-COLOR SVGA DISPLAYS. 1995 Strategic Simulations, Int., A Mindscape Company. Al rights reserved

Product information Number 115
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Why You Can’t Live Without CD-ROM Today Each Month:

4 The Disc! IT'S PAC
Resources. Utilities.
Games. Applications.
Edutainment. Top
Shareware, & More.

@ The Most — and the Best:

@ News and Views ~ In Con
the late-breaking NewsLine

column, you'll get everything that'
consumer multimedia.

£ 2 CDs

@ Graphic Excellence. From the dis
the eye-popping screen images,

& The Best Value for Your Dollar. Where I
selling CD-ROM magazine AND a full

Mega-Multimedia! — Load It |
Call today (800) 7



Narcraft <=

Category; Action-Strategy

Warcraft mixes action and

nﬂ'ﬁslopn:r: Bml‘f "- AR
T o Ty T
ublisher %;g;g;: m!“

(714) 556-66712
Required

386/25 MHz; CD-
ROM drive; 4MB

A486SX/25 MHz,

RAM;ZMB hard-
drive space;VGA,
Mouse

card

We Recommend

Compatible sound

strategy in a brew so addictive

it should come with a warning label.

starters,
there's more
diversity in
Warcraft's
battles.
While the
bulk of the

| game con-

M.5.R P $69.95

any strategy gamers will
find that Warcraft strongly
reminds them of an earlier
game. Often, this would be
a problem — but in this

i that earlier game is
Virgin's Dune [, one of the
most entertaining and
absorbing actlon-strategy
games ever published.

Fans of the Virgin
pame will see similarities
right off the bat: As in Dune
{1, you begin Warcraft with

an unexplored map, send troops out to
locate and harvest resources, and bulld
structures and military units in prepara-
tion for the inevitable battle — all in real
time. Warcraft's keep-it-simple interface is
also very close to Dune [T's, Just click on a
unit, issue a movement or combat com-
mand, and click on the destination or tar-
get. Also like Dune I, Warcraft has a near-
perfect difficulty curve. Early battles give

This human settlement is wall-detended by
footmen, archers, clerics and a knight. It looks
like they can't lose...

you very simple gosls and just a few types
of units and structures (o worry about.
while more complex options are intro-
duced bit by bit as the game progresses.
But Warcraft is far from a Dune I
clone. It has everything the earlier game
offered, and much, much more, For

sists of sim-
ply locating
the enemy’s
base and wiping
it out. the occa-
sional quest s
thrown in to
spice things up.
In these batties,
you're sent Into
enemy territory
o accomplish @ Aces
specific task, like

ept your mission, and you'll zoom in on & beautifully rendered, and ani-
mated 30 map of the battletield,

healing and res-
cuing captured soldiers. With a fixed
number of troops and no way 1o bulld
mure, these scenarios are almost like lit-
tle dungeon adventures, and they
require a completely different approach,
There's -
also plenty
of diversity
In the types
of units and
structures
¥OU Can cre-
ate fn War-
craft.
Whether
you choose
1o com-
mand the
humans ar
the orcs
(they're the
little folks at

war herel, sharp-looking 30 animation.

mmmgmdmmm

you'll start your campaign with just the
basics: a city hall for training workers
who gather gold and lumber and build
other structures. u barracks for training
swordsmen, and farms to leed your
growing
population
But as you
progress
through the
24
SCENarios,
things get
maore inter-
esting. Soon

building a
lumber mill,
which makes
it possible 1o
train archers
OF Spearmen;
& emple,

Tm

spread your forces too thin,

where clerics
or orcish necromancers are trained: a
blacksmith’s shop for upgrading armor
and weapons: stables, which lead to
knights on horseback {or orcish raiders
on wollback) and a tower for training
conjurers or warlocks,

In the temples and towers, you can
research increasingly effective spelis,
Human Clerics can learn a healing spell
that lets soldiers hang in battle much
longer, and orcish Necrolytes can
develop the ability to raise the dead,
turning fallen troops into skeleton wer-
riors. Then there are the conjurers and
warlocks, with their summoning spells —
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neve

Even the noblest hemans and mast rapacions o

ons, elementals,
What all this ir
nd a single, su
that'll serve you throughout the game;
your tactics will have to evolve as each
new wrinkle appears. That tran
=5 of replay value, ensuring that
is definitely not one of those
games you'll toss on the shell as soon as
the next pretty game ¢
Of course, the
mers more thar
s two-player mode. which lets a

“The feature lhat wul] excite some
gamers more than anything

else is Warcrafl's
two-player mode.”

which in turn lead to some of the nastier
military units. like giant spiders. scorpi-
and even daemons.

hold. But with a linle planni

PE GAHER Harch 1995

The city b

pair of desktop
despots connect their
computers via

5 is that you'll modem, network or
e-fire strategy

the game's strong Al
isn't tough enough
for your tastes, vou
can try your hand (or

mes along
ture that'll excite
thing else is

get home:

brontier outpast can have all the of home.

and orcish peons loarn
build other structures

racks. If the enem
A% YOu Uain new one

killing
you might want to

cond barracks.

In the 1a
spells

ple, human cler
that make them indispensable in combat

and orcish necrolytes lesm the

and
un spend
5 to those weapons

mill mokes it possible to equip archers
3 of their trade. Liter, you
arch improw

s

You can group as many as four soldiers snd jssue basic commands 10

all of them at once.

claw, as the case may be) against a liv-
ing. breathing opponent. The Custom
Game option even lets you pit orcs
against ores or humans against humans,
so you and your friend won't have to

k for their castle or moantain strong

fight over who gets to be the ore com-
mander and who has to lead those
goody-goody humans

Om top of all that, Warcraft is full of
nice extra touches — those fittle things

POW-rescue mission saquonce, the
game takes on a dungean-adventure slant

the designers didn‘t have 1o do, but

h make the game even more enter-
ing. There's the digitized sound, for
example: The human troops respond o a
-k with lines like “Your will,
and the orcs have & guttural L
guage all their own. Click on a soldier

- or five times in a row, and he’ll get
ipatient, finally he will respond with
“What do you WANT?I" or “Stop poking
mel!l” Even some of the buildings have
their own sound effects — select the fem-
ple. and youll hear plous chanting
on the blacksmith, and you'll hear the
ging of steel on steel. 1ts a small thing.
mmu]hrnﬂ many gamers might never
notice — and it adds nothing to game-
play. But it's |L~,'|murl\ to how much care
went into Warcr

— Dan Bennett

Ij|||||||l 5, two-player
wptions and unbhaat-
whie play value.

wddictive, it belongs on the FDA’
stance list alongside Civ
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FLIGHT & WEAPONS CONTROL SYSTEM

Take control of your elevators, ailerons, throttle, rudder, and flight and weapon commands with this
unique two-handed joystick - the Phoenix Flight & Weapons Control System.

Each of the 24 buttons can be programmed using a graphical interface, designed for
simplicity. The Phoenix is compatible with all games and flight simulators that support a standard
9
joystick and keyboard controls. No special support is required.
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FREE
BONUS CD!

The World's Greatest PC and
CD-ROM Games Magazine

The wait is over. . .

Amtattell, T :"'".{r N - * 12 issues of the best PC game magazine in
o Pl 3 W0 T Mot = 3 ) i iass

Jmmakder \l\m

# 12 discs — you choose CD-ROM or floppy
disks

* AND A BONUS CD filled with
games like DOOM, Lemming 2, Epic Pinball,
> (ne Must Fall, & Dozens more!

Check out:
| = PC Gamer’s Scoops! where you get in depth
preview of today's hottest titles.
3 = Eyewitness — behind-the-scenes reports,
news, & analysis.

= Page after page devoted to exciting Cover
Features.

* Hard-hitting Reviews and pull-no-punches
Ratings System.

* Add-ons, upgrades, bug patches - it's all here
in Extended Play

* Sim Column — all you wanted to know about
driving, flying, fighting, and more

= War games, tactical combat — you're in control
with The Desktop General

Satisfaction Guaranteed!
 you're not satistied with PC Gamer, you may cancel yoar sabscription at any
time. We'll give you a full refund for all snmailed copies.

Ablow 68 weeks for dolivery,

Y GANIER







| Bobby Fischer Teaches Ehess.f—

Cotegary: Board Game Simulation
Developer Learning International Inc.

Publisher. Mission Studios Corporation,
PO Box 1265, Palatine, IL 60078
(708) 991-0594

We Recommend

CD-ROM drive; 386
or better, 640K
RAM; SVGA; 4MB
hard drive space;
Mouse

Double-spin CD-
ROM drive or
faster; Sound
Blaster compatible
sound card

M.S.RP:$49.95

n some ways, Bobly
Fischer Teach

much a paradox as the man
it's named for; Bobby
Fischer's brilliance on the
chesshoard has always
been counterbalanced by
his crack-pot ideas, and
Bobby Fischer Teaches
Chess glves us a program with
an attractive historical refer-
ence, 4 beautiful 3D board for
instruction and classic game
replays, weighed down by an

BIVICE
Infnrmﬂrmm-

f

ding your sub-
please call:

Thin layout illustrates how the
lessons are presonted in Bobby
Fischer Toaches Chess.

unattractive 2D chess board for

—
actual play =1 that's used for
On the Dr. Jekyll side, the 1% = lessons and
PrOgrEm incorporales an excel- "E = replays isn't
lent Al 500 of Bobby Fischer's & == = avallable o you
eatest games, and two books: = is beyond me
Bobby Fischer Teaches Chess, g e ol The most
the basis for the interactive Mt Ml important
lessons: and Fred Wilson's A — aspect of any
Picture History of Chess. For good chess
teachers or coaches, there's Is it thet EGA .““Ih“ . OGN — 0
oven a lessan maker using dscade sgo? i ey strong Al — s
scripting language. present. But

The pictonial history of chess
included with the program should
appeal 1o any enthusiast, IU's a fascinat-
ing collection of rarely seen material
ranging from ancient Egyptian hiero-
glyphics and medieval manuscripts.
right up to modern events,

A handsome 3D board is used 1o
replay any of 500 classic
games, and 1o dispiay the
300 lessons. The lessons
are taken directly from the
Fischer book, and make
fur an excellent beginners
guide 1o not anly how the
pleces move, but basic
strategies os well

The Mr. Hyde of this
program comes in the
larm af the 2D board used
o play against the pro-
gram. It's hideous. Why

18001 888-7159

(inside US)

(415) 696-1661
{outside US)

the 3D board

options are sparse. and even the time con-
trols aren'l very flexible

Uiimately, whether you like this ane
or not will depend on how much you'll like
the wiorial and historical references — and
of course. you can get either of these from
the hooks

—Joe Newacki

Customer Service:
_ 1415) 696-1678

ditorial:

Subeription Information:
1350 Oid Bayshore Highway
 Suite 210 Burlingame, CA 94010

Editorial Iniorrl_ldlnn,

300-A South Westgate Drive
Greensboro, NC 27407




reafure Shock =

Catogory: Science Fiction Shooter

(AR E R R NN NN N}
The graphics are some of the best in

Developer Argonaut Software Lid, : - ;
e - § the industry. But as for gameplay,

Publisher: Virgin Interactive Entertain- I, -
ment, 18061 Fitch Avenue, Creature Shock doesn't quite deliver.
Irvine, CA 92714 (714) 833-8710 - -

We R S

CD-ROM drive; Double-speed CD-
4865X/25; AMB ROM drive;

RAM; 10K hard- 4860X/33; IMB
drive space; VGA; | hard-drive space;
Sound Blaster- Local-bus VGA
compatible Sound

Card; Mouse

MR, $5999

The first i s an de-style space shootout. Nice graphics, but it feels like it
was grafted in from another game.

slack space helm swpaint char

nting, and
ahobic sense of fear

Commander Barr takes aim in ons of the
| game's many terrific animated scones.

There's just n
back up

scout ship 1o
positior

1 As the game opens, the survey ship Amaron encounters an asteroid that turns out to be more than it sesms.

W_gr__gn_nm Hiich 1385 il




Creature Shock is p

dbya

of evil aliens. each with its own

migue spproach o ruining your day. Here are 8 handial of the most interesting ones:

L

The Crawder is small, bat impervioss 1o
hlaster fire. All you can hope to do is shoat
it in the face wtil it slithers away.

Once in o while, you'll find glowing spheres

that can heal your injuries or give your

weapons and shields more power

&

1

The Washy Monster (don't ask us — we
didn't make up these names!] is one of the
creepier-looking aliens; kind of a cross
between a spider and a skeleton. Like the
Honzy Monster, ke's got & vulnerable spot
on his chest — but he covers it bettor, and
'l take soveral hits to kill him

g

The Eye Monster drains you of a bunch ol
health points svery time its beam passes
over you. Don't let it get toa close, or il
just grab you and get it over with,

animated in

hat, there's not
You'll

ranwly past your d

Lt this creepy:
at. A good aim will keep

>

The Honoy Monster carries a big gun. but
one good shot to that dame an his chest will
knock him head over heels

The Tentacled Horror's eyes are its weak
spot, but the way it blinks and whips that
bhead around males it one of the toughest
creatures to kill

This is the big one, the alien of alions. lts
wyes aro volnerable, but it can kill you with
just a fow sirokes of that keife. Good luck!

» CDs, but most of that

Incredible
grophics, grest
mmosphere_did |
mantion the vcrodi-
ble graphics?

The gameplay is thin, and the controls
are gocasionally Irustrating
The visuals in Creature Shock
earn it @ high rating — but if you're hoping for
depth and replay value, kesp looking
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Hey! you've got two
bi-directional alien-finders
attached to your head

Now you can use 'em to play your
favorite games in 3D sound that zigs
when they zig and zags when they zag!

The Command 3D Sound Engine® can transform your favorite computer game into an in-your-face, look-
_ out-behind-you, multi-sensory experience. Unlike other 3D sound processors, the
Sound Engine surrounds you with a 270° soundfield that responds to the
. movements of your joystick.

- So when you zap that Zorgon on your left, the KABOOM! will come
from the left. When you nail that Ninja on the right, the WHACK! will come
from the right. Imagine: a previously unheard level of realism for about one
zillionth the cost of a virtual reality helmet!

; Gan The Command 3D Sound Engine works with any game
software, stereo or mono. All you need are an analog joy-
stick, any sound card with a line-out jack and two externally-amplified speakers.

Sorry, bi-directional alien-finders are not included. But, hey, you probably
have a pair of them already!

For more information, call 1-800-379-8558

MULTIWAVE INNOVATION. INC.. 747 Camden Avenue, Campbell CA 95008
00 Fax: 408-175-3292

Command 3D Sound Engine is a registered trademark of Multiwave Innovation Pre Ltd *Patent Pending

Product Information Number 105



ISHar J: Te Seven Gates of Infinify

LN N LN LR
Category: Fantasy Rolepiaying There's a hunger out there for roleplaying
Develaper: Silmarils

games, and this new adventure should sat-

Publisher: ReadySoft, 3375 14th Avenue, 5
Markham, Ontario, Canada, isfy it for, oh, 70-80 hours at least.

L3R OH2 (905) 475-4801

Required R I B there are. of course, numerous mini-

guests and peripheral adventures (o
386; AMB RAM; 486; BMB RAM be completed before you confront

VGA; Sound the ultimate chall
Blaster-compatible ek
sound card; Mouse

ale adds a
s, but for the
ely 1o the

b to the
Is i
tried-and-true t
character dev

pment. points

M.S.R.P.:$59.95 enhancement in both physical com arest 1 e
bat and magical proficiency. navigat 1’ el :'m. [-nl.rmwwl
ssssse ing through mazy landscapes, defeating 2 LTy
ever-more-powerful foes, tracking 3 - i 3
his third in the popular Ishar down potent magical objects, etc. IT Character development and relationships are gener-
s of FRPG's begins where you're a fan of these games, you know 1-!!. quite well done
the drill by heart

, though. The

ving o retrace

aggravating
an loca-

necessity of
yous route, block k

"\|hII1L|.:I' 5 ll:h.l\ I}.|-. bes
destroyed, but his vile life-
essenco (vech!) survives ona
magical plane. All he needs for
n come-back is o new body o
Inhabit, and he cho
potent one: that of the great
winged dragon Wohratax. He
can’t move in. however, untll a certain
rare and potent astronomical conjunction
takes place — and if you, the gameplayer

manage to prevent that from happening
his ev ,| plan will be thwarted forever ime combat systent, ﬁmnnum:. represonts
the dreaded Eure-arcade syndrome at its worst — you

| ks the k SUCCESS in ey o
rder to d Shandar’s s e S 1o win, Can’t ever spare i $ec

3 party must navigat nd to actually waich what's hap-
through a series of time-portals and do Ishar 3 does have a lot going for it pening on the screen. In short, arcade
some lancy ory-changing by being in The fantasy-waorld is huge and pleasant- action at its most irritating
| place at the right time. In keep- Iy varied, including temples, libraries, But then this is a roleplaying
ing with the traditions of this genre cities, jungles, forests — you me it i icore fans of the genre,
- - to be inordinately toler

ritations as long s the
s gives themn o basic fix of what
they drave. [shar 3 certainly does that,
and often very beautifull

Willkiam R. Trotter

and the real-time combat sysiem
both made me increasingly angry
as | played

Aside from positioning your
stronger characters in front of
vour vulnerable ones, you have no
al ¢ nnll-ll over combat, You
click. as fast as you can, on
us weapon and spe

The gra lpl'-
ics are often

richly tex
tured as oll

paintings —

and are

j compliment

ed by day

aintl naalt opment, sumptiuous
- graphics and a vast

world 1o explare

Thought-
folcharactor dovel-

clear or
stormy.
lighting The combat jam stinks and the auto-
effects that mapping function is frustratingly limited
impart a
look of real
moodiness. L
There overwhelining, and frustrating

O LINE: Hardcore FRPG Bans will
bably like it — novices will find it tedious,

are some
P GANER March 1985 I i
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Hammer of the Gods

Cateqory: Fantasy / Strategy
Daveloper Holistic Design, Inc.

00d,

We Recommend

Required
CO-ROM Drive; 386; | Double-speed CD-

:Mg g.{\M; 1MB ROM grive: gup-rd o i"‘;.:‘:’fhr:‘;‘:]hhjw
arg-orive space; ported sound cards " W :
DOS 50 or fater; oo bl

VGA; Mouse

M.SA.P. §56.95

ne ol the happler aspects of this
oty is the sudden discovery of o
beguiling, addictive game that
maore o less just appears one
day, unheralded by the usual
shrill choruses of hype.

That said, It must be
acknowledged that Hammer of
the Gods Is going to get sand-
bagged by some hard-core
players because of the per-

celved weaknesses of its compo-

nent elements. Since it was

developed by the same “Holistic
Dudes”™ who created Merchant Prince, it's
inevitably going 1o be compared to that
popular game — and found lecking in sev-
eral departments; The quests you're
assigned by the various Norse gods are
often silly, tr and seemingly pointless;
The military aspect involves no real “strate-
ay” — Just a lot of head-bashing of the
crudest, brawn-over-brains variety;: Trade
and economic development are primitive,
and once set in motion, more or less func-

Here's a delight: a madcap, bloodthirsty
romp through the fields of Midgard

with some of Scandinavia’s Finest!

tion automatically,
without further play-

capricious and
whimsical lot—why
should their quests
not reflect these
cqualities? Besicles,
the early quests pre-
pare you for the
tougher ones 1o
come: The Vikings
were nefther strate-
gists nor wctical
innovators. Basic-
ally, they were Just
real good &t hacking
and chopping, and
the game reflects that accurutely;
Trade and economics in northern
Dark-Age Europe were primitive —
the game does nothing more than
reproduce that fact And finally, it
you choose to lgnore this game,
you're missing out on & lot fin

S0 what, exactly, do you do in
Hammer of the Gods? Well, you
explore the world (using accurate
or random geographyl. you com-
plete a lot of quests, you sort-of
bulle an empire, and you kind-of
compete with three other Viking
chieftains, although you're not sup-
posed to fight wars with them
[ultheugh vou can, and even il
you're technically at peace, none of

Peasants with pitchlorks are the anly defonders of many small villages.
Easy pickings, usually, but occasicnally one of them gets lucky.

Inelleciual conundrums kept the Vikings' wits as

Tﬂwhhu.dlehlml‘llmdlrul or subjugate?

them seem (o get (oo
plssed off If you mount
an occasional raid on
ane of their settle-
ment:

Got that? Never
mind — it all makes
twisted sense In the con-
text of the game,

Whichever af the
myriad available paths
vou take through this
Dark Ages world of hairy
il men and long-necked sea

serpents, your ultimate
gaal is to become Odin's
mast favored Viking,
earning for yoursell the
title Hammer of the Gods
— and, presumably, a
seat near the five in
.. Valhalia. To achieve this

Different wribws have differunt priorities. Trolls, for instance, strive mainly
for military conquest, which makes them kinda fun to play,

Tegendary rank, you must complete a long
string of tasks, starting with some simple,
even silly ones that could be out-takes
from o Mooty Python sketch, and gridual-
by wiorking up 10 heroic, Beowulllan deeds
of valor,

Depending on which Viking tribe vou
choose to lead (humans, elves. trolls, or
dwarves), you'll serve a different hierarchy
of gods and goddesses — some of them
decidedly obscure (my reference books on
Norse mythalogy offer no Information at
all about *Ratatosk, the Squirrel-Tale
Bearer”...) and quirky in their demands,
ach variety of quester has different
priorities: humans must accumulate magic
items, trolls go for milltary victories, elves
for colonization, dwarves for tregsure. One
thing that makes the game click so well,
however, is that there is plenty of overlap
— vouur fighting, exploring. colonlzing, and
diplomacy all contribute toward advancing

Hﬁﬁlﬂ Harch 1395



J Qut & | MPI TED !

When you complete a quest, the god or god-
dess will reward you with either elite troops
or a magical object of great potency.

your status on the diagrammatic “god
tree,” o symbolic representation of
Yagdrasil which shows you, at a glance,
how many quests vou've completed and
how far you have to go,

Even if you opt for o relatively
peaceful strategy vis-a-vis your fellow
Vikings. there's still plenty of fighting to

Use the diplomacy screen to keep track of trade, treaties, and your sta-
tus among your peers — as shown on the red Honor Bar.

beautifully rendered,
including the way they
crumple into a bloody
heap after a troll bash-
es their heads in with
@ spiked club, Sound
effiects are yuckily
wivid: cracking banes,
“saquish” nokses for
skewered briskets, and
falling-pumpkin splats
for the skull-bashing.
If you're victori-
Ous, you can simply
Plunder for loaot, or
you can Raze the place
utterly, slaughter the
Inhabitants, and
import colonists from
your home base,
Razing gains the most

Yes, the mifitary aspect of the game is simpistic, but thon the Vikings were aot
moted for their brillinnce as tacticians.

plunder, bt it akso
uses up whatever movement painis your
band still has and if there’s an enemy castle
nearby, you might get
counterattacked by
armored knights —
against whom even the
stoutest Viking might
not prevall,

Among the
game's mast tempting
Lurgets are monaster-
bes, which are usually
poorly defended and
always have a pretty
good hoard of gold
(unless, of course, one
of your rivals has
already raided them).
In this detail, as in
many others, the
designers show how
deeply they have stud-
fed the history of the

do, Given the primitive state of trade and
agriculture. plunder is the economic fuel
that drives the whole game. When you
attack a town, you get 1o duke it out on
colorful animated screens where ber-
serkers rampage, swordsmen hack, trolls
bash with giant clubs, and hapless peas-
ants do the
best they can
with pitch-
forks.

In the
later. more
dangerous
quests, you
will also have
to do battle
with frost
frants, drag-
ons, and sea
serpents. In all
of these battle

VArious com-
batants' move-
ments are

tation of Yggdrasil.

screens, the Your progress toward the exalted rank of Hammer of the
w Gods is depicted on the “god-tree,” a symbolic represen-

nctual Viking age.
Graphically, the exploration screens
are nothing special —about on par with
Civilization — but the animated battle
screens are a delight, and the heart of the
game. When one of your heroes dies in bat-
tie, a Valkyrie on a horse descends, (o the
strains of Wagner,
o carry him away
o Valhalla. Special
kudos to com-
posers Rob Le-
febvre and Bruce
Nunley, who have
enriched the game
with a gorgeous
soundtrack of
medieval-style
music that segues
fawlessly to match
the game’s many
changes of mood,
It should be
apparent from the
foregoing descrip-
tion that Hammer

of the Gods is neither a conventional role-
player nor & conventional strategy game. It
is Instead o big, rich, stewpot of a game,
simmering a lot of tasty ingredients into a
mix that might not look promising on
paper, but that proves to be royally enter-
taining in practice.

Recruiting ondinary swordsmen and archers is easy,
but il you're going to do some really ambitions plunder-
ing {large or fortified towna), better take along some
heroes or monsters for sdded muscle.

E-mail, modem, and network play
are all supported, and the game should be
a hit in all three formats, Hammer of the
Godds i refreshing, creative, and bursting
with energy, Odin would be pleased.

William R. Trotter
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ESPN Baseball Tonight ==

Category: Sports sim
Developer; Stormfrant Studios

Publisher: Sony Imagesoft, 2400
Broadway, Suite 510, Santa
Monica, Calif. 90404
(310) 443-231

Required

CD-ROM; 386/33

MHz 4MB RAM;

5MB hard-drive

space; SVGA; Sound
card; Mouse

We Recommend
Double-speed CD-

ROM; 486/25 MHz or
faster; BMB RAM

MSRP: $69.95

ith the struggke between
owners and players making
baseball look more like
America's past than
America's pastime, the only
Malor League Baseball
games you watch this year
might be on your compul
And there's a new game in
town this winter: Sony
Imagesoft has joined the
crowded computer baseball
fiedd with ESPN Baseball
Tonight, & slick. TV-oriented
simulation that marks Sony’s debut in PC
computer entertainment.

BASEBALL

e |

iy
1y

gt'n'?"

and really prima you for some hot action.

Tive menaes and opening screens are terrific-looking SVGA stufl,

At first glance, everything about ESPN
Buseball Tonight Is impressive. Bringlng you
the action are those familiar ESPN guys
Chris Berman In the studio, and Dan Patrick
with the play-by-play, The excitement builds
as vou watch the introductory video, then
meowe through screen after screen of gor-
geous Super VGA menus. Yo ur firwe-
ups and rotations, chieck the schedule, and
fet ready to play ball

L Wpt GINER Mach 1355

On the surface, Baseball Tonight is a grand

slam, but it strikes out once the actual

gameplay begins and the glitter is gone.

You can chooss from some of the most fsmous
ballparks in the country — but don't think
theey'll look this good once the game begins.

Then you go to the fleld, and before
you can get a big chaw of i
place, this beautiful game dies fike a iy
ball hit into the wind at Wrigley, Those
handsome menu screens are only a mem-
ory. and you find yourself staring at com
paratively chunky VGA graphics of indis-
tinguishable players. With today's tech-
nology — and the SVGA setup in the rest
of the game — these graphics are defl-
nitety minor league.

Baseball Tonight was de-
signed by Stormfront Studios, the
same company that developed the
excellent Tony LaRussa games for
Simulations. Storm
olvemnent makes the

visuals even more baf-
fling. though, since Tony LaRussa
Z's graphics — now about two
yoars old — ar
those in Baseball Tonight. Once the
ball is put into play, you're imited
b i singgle viewing angle. Your
perspective from behind home
plate shifts right and ket to follow
the ball, but that's it. No panning,
no rooming, no nothing

OAF the fiedd. Baseball Tanight
has it all: real Major League teams
and plavers, performance based
on 1994 stutistics, fast simulation of
computer games, a schedule
builder, and pretty good stats-keeping
And despite the disappointing grophics,
the action on the field is OK. There are the
usunl failings shared by many graphical
baseball sims, though. such as boneheaded
decisions by the computer manager, hit-
ters held to a single after lining one off the
waill, and runners on first thrown out at
second on a single

The results and statistics generated

by Buseball Tonight are generally accept-
abie, and the program simulates comput-
er-controlled games in a hurry. In my fan-
tasy league, Atlanta won the National
Lengue East division with a 113
record, 11 games ahead of Montreal
Cincinnati won the NL Central ot 94-68,
eight games over Houston. In the NL
West, it was Los Angeles edging San
Diego by four games with an 87-75
record. Boston, at 81-71, took the AL East
by a game over New York. Cleveland and
Chicago tied for the Central crown at

Seatthe ran away with the West

s over Texas,

For the record. Matt Williams led the NL
with 43 home runs. while Ken Griffey Jr.
led the AL with 40 dingers.

r4

hit the actual game, everything is
ingly chunky VGA

Patrick’s play-by-play sounds good
enough. though it's marred a bit by the
halting delivery that plagues digitized play-
calling in many games, Theres quite a bit
of variety In the commentary, but | found
that it nclded little 1o the gam at beast
natenough to justify 23 extra megs.

Sony Imagesolt is planning o series of
sports sims for the PC, and I'm hoping the
next few are better than their first effort,
The framework here is beautiful It's a
shame that the game inside does
sure up.

—Lee Buchanun

sual quality
luak at least five

A decent baseball sim, but in

today's morket, that




The Lemmings Chronicles

Category. Puzzle Game
Developer: DMA Design Ltd,

Publisher: Psygnosis, 675 Massachusetts
Avenue, Cambridge, MA 02139

(617) 497-7794
Required
CO-ROM drive;

386SX/20MHz; 4ME | ROM drive; 486/25;

RAM; MS-DOS 3.3

or later; Mouse cards

We Recommend
Double-speed CD-

Supported sound

oy

With The Lemmings Chronicles, Psygnosis

tries to improve on an old favorite — and

ends up with rather mixed results.

heard all of these curses, because
their lutest Lemmings game, The
Lemmings Chronicles, sports a few
changes that are supposed o make
the lemmings less [rustrating [0 con-
trol yet keep the game just as chal-
lenging. Unfortunately, the changes
aren’t too successful,

MSRP:859.99

hether you like yours
fried, baked, or broiled.
those pes-brained lem-
mings are 8 rare dilicacy
gamers have been
enjoying ever since the
very first Lemmings
game, That original title
and lis subsequent
sequeds are so addictive,
I'm almost ashamed 1o
admit the number of
hours I've spent putting
those mop-headed twits
through their paces.

Even though the premise behind
these gumes seemed deceptively simple,
the result was often maddening.
Basically, you're supposed io guide as
many a% 99 furry, dumb critters through
levels filled with water hazards, drop-
offs, and monsters, by empowering
sedected lemmings with a single, limited
skill. If you were lucky, vou'd dig, build,
and tunnel the whole pack (o safiety
before time ran out. But all too often,
keeplng the other lemmings from harm
until your skilled lemmings could com-
plete thetr tasks was jus! tough as that
and you'd end up watching

The classic Lammings are back in The
Lemmings Chronicles as one of the three
tribes trying to establish o new colony.

vour wards walk obliviously toward
some horrible death. This is where a lot
of players — including me — would
launch into some choloe cursing.

The folks at Psyanosis must have

Graphically, the new game
hasn’t changed much — except for
the lemmings themselves, which

now a lot larger than before. There o
fewer of them, too (only 20). | didn’t
feel these bigger lemmings held quite
the same charm as those in The
Lemmings or Lemmings 2: The Tribes
although, after playing through a few
levels, | didn’t mind the new look. What

The main menu, from here you'll bo able to pick one of the
three lemmings tribes, look at the overall map and change

system options.

I did mind, however, were the changes
made o the cl Lemmings interface.
First off, the special skills v need o
save your little lemmings — once conve
niently located on a control bar along
the bottom of the screen — are now left
lying around each level in tiny tool-
boxes. At first, this seems like it could
be a clever way to add some really
devious puzzles to the levels by
spreading Important (or not-so-impar-
tant) tools all over the place. But
instead. these toolboxes end up adding
maore frustration than anything,

Getting the boxes s simple enough
— just turn your lemmings loose and
they'll pick them up. But instead of being
able 10 use the newly-acquired tool on
just any old lemming, you'll have to track
down the lemming that picked up the
toolbox before you can use that skill,
And since all lemmings look alike, this

can be a real
headache. As
i remedy for
this identity
nightmare,
the designers
saw fit 1o
add wha
called “lock-
on Lem-
ming” con-
trol, which
allows you
o “paimt” a
particular
lemming red (hopefully the one with the
tools) $0 you can better track its move-
ments during the game.

However. this does little
o solve the problems you'll
encounter when more than
one toalbox is readily ble
to the lemmings. You'll often
end up with several of the little
guys carrying around § variety
of needed tools that you
missed while you were busy
playing with “red.” and since
vou can’t use the lock-on with
maore than ane lemming, you'll
have to search through the
crowd with the mouse cursor
in order [ind the tool you want
and then transfer the “lock-
an” to that lemming

| enjoyed The Lemmings
Chronicles, but | guess | just
don’t understand why this
toolbox stull was added to
what could have been a much
better game (it is Lemmings,
after alll), The classic interface worked
well, and | didn’t feel the need for this
added hassle. Even though I'd recom-
mend The Lemmings Chronicles to fans
of the original games, I'd have to caution
new gamers to stick to the carlier titles.

—Todd Vaughn

LIHGAMEH FINAL VERDICT
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Lephur

Category: Action shooter

Developar: New World Computing
Publisher: New World Computing,

P.0. Box
90078, (818) 8

-5650

486; CD-ROM drive;
8 MB RAM; 5 MB
hard drive space;
DOS 5.0 or later

90 MHz Pentium;
Double-speed CD-

Hollywood, CA-

ROM drive; Joystick,|
Sound Blaster com- |
patible sound board

Not all Scoops! turn out to be winners...

Zephyr was encouraging, but the final prod-

uct feels like it's still on the drawing board.

a 90MHz Pentium, the game’s frame
rate is disappointing — acceptable,
but hardly exciting.

Zephyr's graphics are another
big problem. The 3D-scrolling back-
grounds are 5o cluttered with mean-
Ingless detall that it's casy 1o lose an
enemy hovercraft in a of swirling

MS.RP.:$49.95

ssneee

ephyr is another of those sci-
ence-fiction games that takes
place in a future where political
and economic wrangling have
been replaced by a govern-
ment-sanctioned blood sport;
ime around, you're flying a
armed hovercraft for
your corporate sponsors, fight-
ing other mega-corporations
for control of the galaxy”
resources. Kinda makes vou
wonder what some game
designers would do for a plot if
the movie all had never been made.
OF course, that little slip In the origi-
nallty department would be excusable if it
were the game’s only flaw — and it's not.
wiked promising in its sarly
y versions, but the fnal product feels
like it wasn'i ready to leave the New
Waorld offices.
-or starters, the game ks unforglv
3 respectably fast
ike a 66MHz 486 — with graphic
sel to the absolute minimum —
Zephyr chugs along so slowly that just
controlling the action is difficult. Even on

1 Can you spot the ensmy havercraft in this shot? Here's a hint —

it's just below and to the left of the green missile blast

pixels — and you can’t aim at what

you can’t see. But fighting Is hit-or

miss even if you can make oul the
bad guys. since you have no crosshairs
to indicate where yvour firepower is
heading. All this means that combat is
reduced to little more than letting loose
with guns and missiles and just hoping a

The eject sequence begins as your Zephyr
es the dust. Get used to it — you'll be see-
ing =l too often.

target stumbles into your field of fire.

The documentation only adds to the
frustration. More than haif of the manu-
al's 32 pages are devoted to one of those
badly-written novelettes some designers
seem compelled 1o include with their
games. Only ten pages are given to the
hows and whys of playing Zephyr — and
a lot of important information is left out
For instance, you'll read
that you can score points
by completing "laps” —
but the exact definition of
a lap is never explained. Is
it one trip around the bat-
tiefield's outer edge?
Clockwise or counter-
clockwise? | certainly
don’t know, and the man-
ual isn’t welling.

50 Is this another case
of the Christmas Curse —
rushing an unfinished or
untested game out the
door to take advantage of
increased holiday sales?
Usually. reviewers can
only speculate on whether
Or NolL & game Was

As this shot revoals, all the enemy ships look sxactly
the same — except for & tiny bit of color around their
gun turrets. This makes it tough to go after a specific
driver with a bounty on his head.

rel d too soon — but with Zephyr It's
a certainty, since a major feature adver-
tised on the game box was left out o
pletely. Gamers who buy Zephyr will find
a notice in the box informing them that
the current version doesn’t have multi-

r support — but that New Waorld
end them a “free upgrade” as soon
as this feature is finished.

That's right — for no extra charge,
they'll “upgrade” the game to the prod-
uct they led you to believe you were get-
ting in the first place. That's roughly
equivalent to buying the latest Stephen
King novel and finding a notice halfway
through that says “Mr. King hasn’t writ-
ten Chapters 12 and 13 yvet. but send us
vour address and we ail them to you
s soon as he's finished.” This Is a really
ugly trend in software marketing, and
it's sad 1o see New World Computing
Jjumping on the bandwagon.

In fi it's doubly disappainting,
since & multi-player feature might at
least have made Zephyr Interesting

— Dan Bennett
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Cuclones

Category: First-Person Shooter 23 AR EANA T

Cyclones provides yet another first-person

Devoloper: Raven Software

Publisher; SSI, 675 5
Syite 201, Sunny g, CA, plenty more for your gaming enjoyment....
94086-2901 {408) 73 J'-m =

get in the finished CD-ROM ver
Each mission has specific goals
[above and beyond killing every
thing that moves), which range from
gathering data to commandeering
alien ships lor research
goals are explain
briefing sessions using r
video clips. Yep — real J
MS.R.P:$55.00 And though ll‘ unpolished p
nances might leave you wone
eren't re-shot.they

shooter in the Doom tradition. But it's got

CO-ROM drive;
486/33; AMB RAM;
VGA; DOS 5.0 or
higher; 6MB hard
drive space

Double-speed CO-
ROM drive; 486/66;
Supported sound

cards; Mouse

xd in de-

SCCTIES ¥
do get the pair
mitation is the You step into the game equipped
most sinc rm Mattery. 5o id with armaor, er pistol. and a steel-
Sofltware, creators of Doom, must clawed h.1||d for that up-close and per
be Matte as hell, because it m-unr!
ting to the point where you can’
throw a stick without hitting a new

This catwalk loads to your first Cyclone
commander. He'll use o sword instead of his
gun if you get up close on him

t's often s

Doeam clone. And the ones that dis- Cuite o good assortment, 1o

tance themselves from the wannabe rst there's the |,||.|If'|ﬂ|||' followe It you enjoyed or haven't seen the

pack will be those that give more an alien pistol n rifle. grenade Cyclanes demo we distributed with our -

than the original, or mix what's launcher, twin lasers, missile launcher, September issue, a newer, more polished

been done in a way that is novel and the ultimate »on — the plasma and up to date demo can be obtained from |

and entertaining accelerator. There are other goodies the Doom Mania BES, This BBS also offers

Enter { ones by 551 and ton, such as the buzzsaw, powered '

Raven Softy armor suit, and demolition other great shareware FRgRmS, such as '
shooter that casts you in the role of a The advanced weaponry is neces the newly released Heretic, and plenty of
cyberwarrior fucing your basic alien sary, (oo, as the enemies increase In Doom WADS. The number i -662- : "
invasion. Yes, you are Earth's last de- . They fall into four main cat

combination of kevboard and mouse,
though a joystick or gamepad can be
1, if you get far enough, I rated, Once v sl the i

fense against total alien control. Your attack machines, alien mon
an? To overtake o variety of allen

bases, buildings, and ships. and to find

ils

and destroy the rool of this otherworid- rriors and the alien com the way you like ‘em, you'll be peeking
ly menace. wder himsell, over and around all sorts of obstacles,
We packaged a very carly demo of The Cyclones make up the majority and feeling considerably more of that
Cyclones with our September issue, 5o of the alien armed forces. They can E rspective than Doom offers
some of you may atready be familiar range from dumb Beserkers who can't In the worlkd of “Give me o t|u||

with it. Though it was plenty of fun, that fire weapons (but pack a mighty punch) and let me hunt my scurvy dog
demo didn't really capture the 3D feel of to advanced Cyclones who carry spe " PC gaming action, Cycie
the graphics r the variety of loca clalized equipment. The attack ».1,|m|~. up pretty well. And though the
tions, missions, and bizarre foes — you'll machines are 100% mechanical devices premise is nothing new, there's enough
with devastating firepower. Alien anlgueness here to prove that protect
monsters are genetically altered 3 Earth can still be a lot of fun

beasts that bite, claw or rip you + Noavicki
to shreds. And what about the
alien warriors? Well, you'll learn

fan
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first-hand why they've conquered
s0 many worlds.

duch of the action will, of 1
v of Doam. But the good things that /
: L nes lets you first -person
alm your shots, using a crosshai

that changes color when passed Moving
over enemies, items, and even while shoating in the hoat of battle can be swh-

e LR
secret doors. You can also jump ward at times. And that full motion vidon — why?
on and over things, and look up

or down, These extra actions do us that
This converted army base is where you'll meet your first onemy, mean you'll need to adapt 1o a -lilk I and they doa't
Tllu.‘ can't-shoot-but-1'll-punch-ya-to-death Beserke more complex set of controls,
though. The game defaults to a
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Ted Williams - The Legend’s Own Story

Ted Williams' hitting secrets, his spectacular Hall of Fame career, life and times come
alive in this double CD-ROM disk set, With dazzling graphics, hundreds of photos,
exclusive video clips, revealing interviews and original music.

He's “The Kid." He's “The Splendid Splinter." He's Ted Williams and his
story is yours to explore in five comprehensive sections.

THE SCIENCE OF HITTING - Ted Williams wrote the best instructional guide ever
created on the art of hitting. Now he's your personal. interactive batting coach.

MY TURN AT BAT - Ted's revealing autobiography presented with hundreds of
uhigue photographs, narrative audio files and full-motion video,

1941 = In a career of spectacular achievements, 1941 was Ted's ultimate year. You've
got a ticket to a full length docudrama at the local movie theater, or head over to
| the newsstand to check out the magazine and newspaper accounts of Ted's 1941
8l crowning achievement.

STATISTICS = Investigate Ted's iifetime achievements in bath individual and career
categories using unique turn-of-the-century “virtual” baseball cards. Statistics based
on compilations including “what il scenarios which re-rank Ted's accomplishments
for the years Ted was away in Military Service,

1994 EXCLUSIVE INTERVIEW - Ted reflects on his career in one of the most candid, colorful and
revealing interview sessions to date. Ted talks about his passion for the game. It's Ted on Ted like you've never seen before.

Product Information Number 98
Global Blectronic Publishing, Co.. Inc.
55 High Street, Nashiz, N.H, 03060

Available at your local retailer. prde- it et
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Hardball 4

We Recommend

386/33; aMB RAM; | 486/33 or faster;
18MB hard-drive Supported sound
space; SVGA cards; Joystick

The latest incarnation of Hardball adds

great f

tures — modem competition,

serious stats, and dressed-up graphics.

ated size of the plavers allows them
o cover a lot of ground in the field.
There's just no sense of uncertainty

you know immediately if it's a hit
or an out,

While the SVGA graphics are

easily the best around and the stats
are much improved, Hardball 4 still

MSRP 85995

ceolade’s Hardball simulations
are the wily veterans of the
sport. Once flashy but shallow,
Hardball has improved with
each new version. Now, in its
fourth generation, Hardball
once again steps up to the
plate with fresh graphics and
more attention to statistical
detail. The result is a {riendly,
fun, and beautiful re-creation
of Major League Baseball
The batter/pitcher screen
— with its digitized-video ren-
ditions of the batter's swing and the
pitcher’s delivery — Is simply stunning.
50 how can a game that looks this per-
fect, built on a new statistical foundation,
possibly go wrong? You find out quickly,
a5 soon as the ball is hit into the field.
When you switch from the batter/pitcher
view to the full-field perspective, the play-
ers still look great, but they've suddenly
become giants — and I'm not talking
about San Francisco Glants, either. These
guys are huge, as tall as the outfield walls
They look like a team of Shaquille ('Neals
playing on a pee-wee baseball field.

OK, maybe | can live with these big-
ger-than-life players, but the action on the
field just doesn’t measure up to the
superb graphics. The plays and the flight
of the ball look canned, and the exagger-

mmmmmuum
animation is top-notch.

fails to completely satisfy as a weli-
rounded baseball simulation. These
games have always boasted the pret-
tiest graphics — that's a given. My gripe

with Hardball has always been with the — e -
stats. I'm a stats nut. especially when it You'll have your choice of stadiums; the information
comes o baseball. And as good as earli- on them is detailed and accurate.

er versions of Hardball looked., the lack
of record-keeping kept them from be-
coming the baseball sim,

tics, that's still where Hardball 4
belongs — in the arcade category.
Controls for pitching. hitting, and field-
ing are all friendly and intuitive. lis
strength as an action game — and its
modem support — makes Hardball 4 an
Ideal two-person sim. While you're
smashing your buddy into pulp, you
won't care that you're both hitting
more home runs than singles.

And, yes. there's Al Michaels call-
ing the play-by-play. I'm still not con-
vinced that a halting description of
plays that | can see for myself adds any
real value to a sports simulation,
though. And the rest of the sound
effects are pretty lifeless. But the audio
is much improved over Hardball 3, and
Al delivers probabiy the most realistic
play-by-play outside of FIFA Inter-
national Soccer,

50 the new Hardball is better than
ever, with super graphics and a new
emphasis on statistics. But while it's
been dressed up for 1995, Hardball 4 s
much the same as its predecessors —
long on fun, but short on realism,

—Lee Buchanan

The new stat system might not satisfy real
number junkies, but it's definitaly a vast
mprovement over Hardball 3.

To the designers’ credit. that gaping
hole has been patched pretty well in
Hardball 4. While the stats package may
not satisty baseball purists, the game
gives you enough numbers to keep
things interesting. tracking league lead-
rs In most of the important batting and
pitching categories.

The new focus on stats is a wel-
come change to Hardball, but there's
still some work 1o be done. When simu-
lating a season on “background” — with
the computer playing all the games —
the results are reasonable enough, with
the numbers-crunching producing
believable statistics. But the games in
which the player actually participates
yield considerably more suspicious
results. Hardball 4 suffers from the same
flaw as its predecessors — too many
home runs, most of them solo shots. In
fact, a dozen home runs isn't uncommon
in Hardball 4.

Hardball has always excelled at
arcade play, and the new version is no
exception. Despite beefing up its statis-
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uare milesof play area
I1s. and caves.
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The Learning Game
THE LATEST TRENDS & DEVELOPMENTS IN EDUCATIONAL SOFTWARE

In Living Color

take children — and
therefare children's
softwire — serfously
50 in this column, I've
come up with a fist of
requests for children's
software publishers:
Check your facts, re-
spect your audience,
and send me stuff that
works. Rule number
one. however, Is more
complex and more
controversial Don't
cyber-ize activities that
work better offfine.

Plenty of activities
translate beautifully to
an electronic platform.
For a simple example.
consider the board
game Candy Land. Althouah a
computer couldn't add much
to the play of the game, it
could add a Iot to the admin-
istration of the rules. Without
starting an argument, the
program could prevent kids
from moving to the wrong
square, When a child lands
on one of the penalty spaces,
such as the Gooey Gumdrops,
the program could deactivate
a player’s piece until he or
she drew the appropriate
color. And. best of all. no one
would have 1o shufMe those
unwieldy cards. Of course.
Computer Candy Land
wouldn't teach kids about fol-
lowing rules and playing fair,
but that's an argument for
another day.

For a more complex
example of an activity that
translates beautifully to an
glectronic platform, consider a
computer tour of a toy factory
Kids could fiddle with machin-

ery thatl would normally be
Ol limits in the real world
They could move at thelr own
pace, dawdling in arcas that
interest them and skipping
the boring parts. They might
even invent new toys, or
repair broken ones.

A nature walk would
gain pothing from a move to
the cyber-universe, though.
True, there are children who
can't walk through their
neighborhood or local park.
But we would mislead chil
dren who can't get outside if
we said that a computerized
nature hike could impart any-
thing akin to the real thing
They couldn’t smell the air,
the dirt, the flowers. They
couldn't feel the leaves or the

puddles or the worms.
But add a level of detail
hard to find in the real world,
and the computerized nature
walk is redeemed. For exam-
ple. offer an online micro-
scope and kids can study
those electronic worms up
close, Slop a process, such as
the growth
of a flower,
speed It up.
slow it
down, or
otherwise
warp it, and
the compaut-
erized
nature walk
breaks free
of the con
straints of
time and

activities —

Featuring woll-k in
mant, the Flintstones Coloring ook
entry 1o the world of computers

o weviron
offers a kid-friendly including
those men-

toned above
ride the cusp
between good
and weak wses of
computerization
And the value of

an electronic

board game or a
cyberized nature
walk depends on
the program
design, not the
activity that's
being translated
into code. For a
long time, I've
attacked comput-
er coloring
books — but the
act of coloring
rides the cusp
maore expertly than maost

Heidi feels
there are some
kids® activities
that are more
enjoyable when
they aren’t
computerized
— like walking

through a mud
puddle on a
warm rainy
day, digging for
worms — or
coloring.

Somutrmes glectronic creyons am mag difficult fo menip
&5 in the Flintstenes Coforiag Bowk, whure even an adult
con find it haed to stay in the lines

Colaring with crayons is
a developmentally significant
activity, Kids ledrn indispens-
able skills from coloring. They
learn how 1o hold a marking
utensil. They learn that how
they hold the otensil produces
different results; how the
angle and the pressure exert-
ed on the crayon affect the
ook of the Jine. They learn to
maove predictably and delibar-
ately on o page, particularly
in a coloring book. And all of
these skills are vital — first
because they help foster the
motor skills needed for hand-
writing. And second. becalise
they exercise the creative
skills needed 1o communicate
ideas, and the feelings associ-
uted with those ideas.

Electrimic coloring
books seem o sirip the color-
ing experience of its develop-
mental value. Using n mouse
instead of & cravon is like dri-
ving & car by remote control.
You're using the utensil on a
different plane from where
your marks dre showing up:
the workspace for the mouse
is o different size und differ-
ent shape than the page
where vour linés appear. And
when you run out of room on
the mousepad or table top,
you Just pick up the mouse
and put it somewhere else as
though you could fold space,
then smooth it out like &
rablecioth. This warp between
work space and outpul space
defies logic. Plus, the mouse
feels nothing like a crayon.
You can't change drawing
angle or pressure. You don't
even hold it the same way.
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SHOW CLICK
ME THAT DOESIN

T BELONG

Microgratx's Crayola series offer o broad range of educationsl sctivities
beyond simple coloring book pages, such ax "What's In What's Dut?,” an

exercise in classification snd sarting

Thus riled up into an
iconoclastic lather, | shout,
“Electronic coloring books
should be banned!”

Whenever | find myself in
a lather, | rinse off in somenne
else’s perspective. The fact Is,
there’s usually another side to
most arguments, and the froth
of indignation just drowns out
any other reasonable view-
paints. Sa, | called a few tom-
panies who market electronic
coloring books, railed at them
for-a while, and smugly waited
for their responses.

The bottom line was that
they weren't trying to replace
paper-based coloring books,
They were just trying to mar-
ket a product that kids would
find familiar.

Dominique Claessens,
president of Image Smith
(Image Smith released the
Flintstones Coloring Book ear-
lier this year), says "We
should not aim to replace [ihe
experience of paper-based
coloring books]. That should
not be the goal.” Claessens
says such coloring books are
really 8 means of introducing
young children to computers
in a friendly way. “I think if
you can get a two year old on
a computer, it's a godsend.,”
he said.

Besides introducing kids
0 computers, electronic color-
ing books offer children a
chance to solve problems,
Claessens says children ex-
plore different ways to color
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pages — some fill In & whole
sky and then use finer tools
for adding details, while oth-
ers start with the details,
Some work with erasers to fix
errors, and others use errors
as fodder for new ideas. Like
lessons learned in real-world
coloring. these things heip
grow intelligent, capable kids.
Also teaching these
lessons — and more — is
MicroGrafx. In conjunction
with Binney and Smith {of
Crayola Crayons fame), the
company has released two
programs that combine

- drawing and painting tools

‘with coloring pages and

other classic coloring book
activities, such as dot-to-dots
and mazes. The company has
also created activities that
feel like they were ripped
from the pages ol a coloring
book even though they could
| only exist electronically.

. Besides providing an easy
entry into the world of com-
puters, these two programs
— Crayola Amazing Art
Adventure for kids 3-6 and
Crayola Art Studio for kids -
12 — offer a wide range of
learning exercises disguised
as coloring activities. Maost
especially, though, the pro-
grams stimulate creativity,

paper, since some of the elec-
tronic tools make it easier o
produce neater, well-
groomed pictures. “The pro-
grams level the playing field,”
says Saltow, by making it
possible for kids with average
or below-average coloring
and drawing skills to turn out
above-average products,
There's an upside to this
leveling of the playing field,
and a downside. The upside is
that it builds confidence: the
downside is that the confi-
dence may be limited to the
clectronic arena. Does the
confidence translate back to
the developmentally impor.

As long as electronic coloring books

don't turn paper and crayons into

some second-class activity, my

objections will probably subside.

according to Patti Saltow,
Category Manager of Child-
ren's Creativity Products at
Micrografx. Kids can inject
their own creativity into the
activity pages, but they don't
have to start from scratch.
And what they do on the
page looks really good: kids
may even think it looks better
than what they could do on

In Crayolas Amastng Art Adventure, the coloting tools work as realistically
as possible — for example the markers squeank as you draw — bt they
atill don't feel like the real thing

tant process of colaring on
paper? Or does it Inhibit the
desire to work in the more
finicky medium of the real
world, where kids can't easily
undo what they don't like?

Both Claessens and
Saitow insist that children
will never abandon crayons
for computers. The activities
may look alike. but they fulfill
different creative and devel-
opmental needs. The Micro-
Grafx programs even include
a pack of Crayola Crayons in
the software box, and parents
should follew suit; they
shouldn't buy coloring pro-
grams at the expense of real-
wirld art tools

Al the heart of my lcon-
oclasm is a love for the pro-
cess of creativity, As long as
electronic coloring books
don't turn paper and crayons
into some second-class activi-
ty, my ahjections will proba-
bly subside. I've even put the
preschool Crayola program
in the box where | keep my
three-year-old's favorite soft-
ware. He thinks it's fun. But
it's not the same &s color-
ing...thank goodness.
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Extended Play

ADD-ONS » SCENARIO DISKS = UPGRADES » BUG PATCHES

IIE Defender and X-Wing

o just how far
did vou get in

ings that really highlight its
capabilities: With the heaviest

TIE Fighter? armament loadout, best

Didh you hlow speed. and highest shield rat-
through those ings in the Neet, this funky
missions ltke a three-winged TIE is some
tornado zip serious hardware. It doesn't
ping through a seem as nimble as other TIE's.

but it makes up for that with
speed and strength. Even
mare innovative is the De-
fender's tractor beam, which
can be used to impair the
maneuverability of most
locked targets.

Defender seems pretty
challenging on the whaole,
and adds some genuinely
interesting mission objec-
tives. such as disabling
resed irch and space manufac-
ies and flying

Mississippl
traller park?
Did you finally
secure the
kick-ass TIE
Defender, only
to fly it for &
few missions
Desperate for
more action?

Well, true
ta form, Lucas-
Arts is only too
eager o give you a well-need-
ed TIE Fighter fix with T1E g :
Fighter: Defender of the : 2 R !
Empire, the first add-on disk
for what we judged to be the
best action game of 15964
Defender picks up right where
the original game loﬂ off, with
the traltorous
being o general nqunLc o
the Empire. Three new cam
paigns find Zaarin attempting
o sabotage the Emperor’s
manufacturing facilities and
hijack the TIE Defender re-
search stations.

Each campaign has three
battles, and several more “his
torical” combat-chamber mis-
gions are included as well,

CD-ROM with
S0 many en
hancements
and im-
provements
that we decid
ed to give it
our Best CD-
ROM Enhan-
cement Award
here at PC
Gamer. In a
year that
included Fleet
Defender
Gold, Aces of
the Deep. and Dynamix's
“Great Warplanes CD-ROM”
series, that's really quite an
achievement

X-Wing Collector’s CD
ROM not only brings the orig-

8-Wings are

¥ pickin’s in the Do

bringing the total number of
additional missions o 22
the story almost seamlessly,

following the ending of the

ical sequence of events con-
nected by the missions, Best
all is the ability to fiy the new

through its paces in 22 missions.

PCGAER March 1955

Defender continues the flow of

original TIE Fighter with a log-

TIE Defender in a bevy of out-

In Befandar of the Empire, you gat to put the TIE Defonder

ngainst Lagrin's traitorous
forces. Defender of the
Empire is an exciting and
worthy addition to TIE
Fighter, aned fans should not
miss I

Meanwhile, at
Rebel Head-

quarters....

Tom McDonald
is justifiably

impressed with
LucasArts’ new
TIE Fighter add-

1 dido on disk, and
think X -
Wing could [RUNTEN®IB VYRS TCTS
hold its " .
own after of X—ng. And

the phe:
nomenal
TIE Fighter,
but Luc

speaking of
impressions,

Aris may 5 .
just have Impresslons IS
proven me >

Wrang maklng its
They've

brought the lagledv{six el

ariginal X-

LTIl enhanced CD.

tler

inal X-Wing up 1o the techni-
ity of TIE Fighter, but
scads of extras

improved the grapl
the spacec t by .ulmnn the
gouraud s
such spectaculur - vistals in TIE
“fghter, Cut-scenes are still
the same graphically, and still
feature spoken dinlogue, |
didn't notice that the sound
effects or music we =

proved that much, but com
plete volce-support has been
ncded. All mission briefings

are now spoken, an effective
touch that adds depth o the
|

neat of X-Wing
J-ROM, howey
er, lies in the plethora of mis-
sions packed onto the disc
Baoth the Imperfal Pursuit and
B-Wing Tour of Duty disks
are included, as well as six
new missions, presenting a
solid mix of action ranging
from scrambles to tricky
escort missions. In case
vou're counting, that brings
the total missions for this CD
ROM up to 120! Be
about a dozen particulariy
Irksame missions now come
In "Classic” and “New" ver
sions, just like Coke! These
are the missions that drew
the most complaints for being
overly difficult and the new
versions make them a bit eas
ier, There's ov “Top Ace”
pilot who's flown l.ui.h mis-
sion and risen to the rank of
50 YOU CAN access
any mission at any time.

This is what an en-
hanced C ]J ROM should be

s i1 even bette
even runs from the CD,
requiring only 1 meg or so of
~drive space.




Cool! Unmmtur
some inter

New CD-ROMs
Impressions is the newest &
on the CD-ROM block
couple of ports 1o CD th
show just how much a com
pany can improve between
projects, The Blue g
Gray ce
game with the dat
ing the | product full
modem supportand plenty
Andd another six b

disk, giv

tles have been cre
for the CD. The
been sig
nificantly

improve-
mernts
made for
D-Dhay

such as

replenish
ment func
tions, and
other sol
gamepiay
enhancer

Gourawd shad

clin gives us mutants tearing sach ol

g has bee

symation sequences

subjects and some
narration. The spe
el narration is a bil lis
a music s rather blah
artwork in the entries is only
average. Still. it's a good first
step into the wild world of
CD enhanceme and
Impressions has already sur
. passed it with an even more

effec

ng the quality of
f the Realm CD-ROM,

added to all the space crah

at the initial disk-based
game was such a good title
Impressions went a bt fu

N CD-ROM 1t

her
n they did

with B&G
creating a
lengthy ancd
attractive

nimated
opening,
pure ey
candy, ar
though it
runs ct
py even on
a high-end
Pentium, it
il pro-
vides an

<

effective
opening
sequence, Speech |
added 1o all cha
and this time out the

good play in it The

new CD-ROM version does

1 do very much in the way

e of enhancing. but it does pro-
vided some video footage

» claymation films of

oS

te good, adding
level of immersion Ic
pin

ded

3 as well
as in England

Maodem

port was ol

built into the C

but, sad 1o say

Impressions ship
ped the game
knowing full wel
that this feature
was
defec
tive:
They
did ac
knowledge

s of the

ing and mutating some more
A personal fave is when a
mutant thingie gets its head
bitten off arly L
s happens in computer
my money. The lit
ns snon begin (o repeat,
're good window
dressing and worth 8 peek

Bug Patches
( I-.I‘I\Ingmln game publishers
for patch availability — or look
for them on The CD in the
CD-ROM edition of PC G

o

remember that late
and bug-free Is bet-
ter than early and

flawed, no m

mer.

even bill colle
s} miy
Fast Machine
s Speed Lock for
1 General
nd containg

Comanche:

Lare
bought game already. An
online history like the oné in

o COm

deserved wh
aboul a year ago. [ts pre
u're a geneticist prodis
utant creatures for war-
ally I
e really

tions in joy
and allows
afi-

=y ¢
ibration
ve racing after qu

fying in pole position

BCG
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STATE-OF -THE-ART JUST BECAME HISTORY...
NOW- EXPERTENCE THE FUTURE.

Febel Assault=vas pretty. The7thGuest™ had fun puzzles. B But. technalogy advances. Gamers demand more and
nore- And the tise comes when even the best products are soved aside to make vay for the future. I That time
has cone and the future is Cyberia™. 1 Featurin? full-screens full motion videos digitized speech. synthetic
actorss music and sound effects by Thomas Dolby's Headspace and 13 of the mest unbe.mvahle arcade sequences
your eyes (and your computer screen) have ever seen... it's so stunning that we're even willing to put our
money where our mouth is. If you own Rebel Assault or The 7th Guest send us the manualcover from either
ﬁm along with a (yberia sales receipt and ue '11 send you #10.00 cash back.

f you don't own either of these titless you've already saved a hundred bucks
so stop waiting for a hand out...justgotoyourlocal software reta:ler to buy
(yberia or call 1~ B00-TbT-GAPIE t6 order direct. § (offer empires 315
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Alternate Lives
FANTASY AND ROLE-PLAYING GAMES = NEWS = TRENDS

S0 Long, and Thanks for All e Spells

‘m outta here. Done
like dinner. Finito,
History. Going,
going. gone!

Yep, this is my last
Alternate Lives col-
umn, I'm passing the
torch along Lo some-
ane who simply
plays more games.
and more often, than
| do. See, over the
past year 1've devel-
oped another hobby
— writing books on
the Internet,

As a cheap
plug, let me tell you
that right now, on
the very shelves of
your very bookstore,
you can find Teach Yourself
the Internet: Around the
World in 21 Days. The World
Wide Web Unleashed. and
Plug-n-Play Internet, This
year, there will be more, at
least by one. And If you real-
ly 1t keep up with my
writing. pick up the new
Internet magazine from GP
Publications. It's called
the.net, and we're convinced
it’s the best Net mag out
there,

But all this exciting stuff
doesn’t stop me from feeling
sad about leaving Alternate
Lives. The column’s been
part of me since PC Gamer's
earliest days, when the mag-
azine was called Game
Player's PC Strategy Guide
Later on the publication
became PC Entertainment,
and with its massive — and
superb — overhaul last year
it emerged as the best gam-
ing magazine on the shelves,
bar none,

That's quite a while ago.
But I've been writing about
games in general, and RPGs
in particular, even longer
than that. | started in 1984,
with a review In the now-
defunct Compute’s Gazette
for Commaodore 64 {remem-
ber all those type-in pro-
grams, old-timers?), and the
whole thing ook off from
there. Since then ['ve done
literaily hundreds of reviews,
Including many that dealt
with the good. the bad, and
the ugly of role-playing
efforts, | played practically all
of them up until recently, and
while | certainly didn’t solve

all of them. | spent hours on
even the worst of them.
These duys, | just don’t
have the time to do that. But
while I've lost the time. [
haven't lost the interest. | still
get excited when an RPG
appears on my doorstep, and
1 continue to love that magic
moment when you know the
game well enough to use all
its resources. You know the
feeling: the combat, the
spells, the knowledge of the
waorld comes together in one
fell swoop, leaving you
addicted to solving the over-
riding quest. There might not
be a better feeling in gaming.
That's one reason I"'m
sad about leaving this col-
umn. The other is that,

despite a year when not
much happened, | honestly
believe that RPGs are about
to take off. The role-playing
genre has always been at the
cutting edge of gaming, and
in many ways has suffered
maore than any other genre
from the fact that its ideas far
outshone the hardware. Not
even the fastest 486 with the
largest hard drive can possi-
bly compute all the possible
storylines in a worthwhile
RPG, and that more than
anything else has kept RPGs
from developing faster than
they have. Keep in mind that
the computer’s role is that of
dungeon master, and even
the most inept human being
has more Imagination than
these silicon wonders we
have on our desks. Forget
Pentiums: give me the PS, the
P7. the P8, or maybe the
PowerPC after 4-5 years of
development. Give me a com-
puter that can begin o tell

stories, and I'll show you the
moment when role playing
games start to fullill their
still-enormous promise.

But the signs are there.,
Look at Myst, Wing Cam-
mander I, Star Trail, System
Shock. Look at the richne:
of the world detail, the possi-
bifity of interacting with
humans rather than draw-
ings, the ability of designers
1o create atmosphere and
realism in o fictional setting,
Steven Splelberg said at the
Oscars a few years back that
the motion picture industry
has to turn its gaze to th
writers, and the RPG indus-
try is in exactly the same
place, Let the writers concen-
trate on storylines, then make

Our intrepid
adventurer bids
us a reluctant
goodbye as he
turns his
talents toward
exploring the
arcane and
ous
expanses of the
Internet. See

myste

you in cyber-
space, Neil...

the game designers figure
out how o twrn those story-
lings in to games. As for the
programmers, well, have ‘em
go off into & corner and force
the machines to do what the
writers and the designers
want them to do,

The point s this: Once
we have storylines that actu-
ally work, and 1'm talking
about rich and detailéd sto-
ries with real plots, then
everything else starts 1o waork
ltsell out. Suddenly charac-
ters become possible —
imagine NPCs you actually
care about — and just as sud-
denly the combal and puzzle
nature of RPGS take on their
true importance.

And another sign. Look
at the online world. Yes, this
returns me to the Internet
fsomething | just can’t get
awiy from these days), but it
matters. The original pencil-
and-paper RPGs were played
by several people gathered in
the same room. Their charm
wasn't hil points and spell
values, bul social interaction,
No question, it's far too hard
1o get six people together for
anything these days, let alone
a game. but it's not too hard
if a new generation of RPGs
makes its way onto America
Online, or Prodigy, or
CompuServe. or — bestof all
— the Internet. Imagine play-
ing & Krondor or 4 Wizirdry
or an Ultima with 8 party of
4-6 characters, each con-
trolled by someone in a dif-
ferent time zone, maybe even
an a different continent. And
not trying to put together a
miissing piece of o puzzie, but
Interacting to get the evil
dude knocked off. This, folks,
i my idea of RPG heaven.

As soon as | find that
plece of RPG heaven. I'll et
you know immediately. I'll
simply march into the PC
Gamer offices and demand
that [ get the next Alternate
Lives, then give you my best
thousand words on how the
RPG world was saved forev-
er. How could a sane and
caring editor possibly resist?

Thanks for reading.
Thanks for participating. And
thunks to PC Gamer for let-
ting me say so long, See you

on the Net.
BCG
PCGME WMI







Lupine Online
SHAREWARE NEWS & THE DNLUINE SCENE

The Great Magical Have It Your Way Experiment

‘v got an amazing
array of shareware for
you this month and for
the very first time in
publishing history, you
actually get 1o choose
how it's presented!

Yes, through the
magpic of wolfen wiz-
ardry, this column will
Instantly alter lsell to
conform with your pref-
erence! You can either
have A) a few selections
with long, detalled de
scriptions or; Bl a whole
Freakin' mess of titles
with briel but |(|-L~qu.|lr
mmu;mun-. Ready?

miore action and I(-ss
talk! (If you chose fewer titles
and longer descriptions bt
find yourself here with just the

friend

opposite. it simply means that,
fike 80 many others of your
generation, you really don't

intervened and decided for
vou, Don't worry, you'll still
have a good time.)

Now, if you're anything
like me. you like to start a big
meal with some dessert. 5o
let's get a taste of something
really sweet...

Heretic
Heretic, the much-anticipated
Jjoint effort from id and Raven
Software. hit the boards Just as
| wrapped |I\|~: meonth's col
umrn, It -action game set
in med . and uses the
same engine that made Doom
and Doom I so popular

As an Elven wizard. you
fight your way to the Arch
mage D¥Sparil using six diffier-
ent weapons. each with a
“pawered-up” state (ok, 12
weapons, thenk You can look
up and down. detonate Time
Bombs, use Teleport Coins,
and even fly!

Herstic's graphics come from id's
Dovim and judging from this share-
ware gersion il plays just as hot!

The first episode of
Heretic, Cities of the Damned,
should be widely available
and guite popular, too — by
the time you read this.

awaited, hot-off-the-net
Shareware episode of Apo-
L rsl-pérson
action game. You |;I.:; one of
5 members of HUNT,
task force, scouting !} and
stranghold of the mysterfous
TRIAD, a para-military,
guasi-religious organization
run by a major nutball named
El Oscuro

ROTT features more than

10 weapons. huge levels. digi-
tized enemies, modem/et -
work play, and sound support
for all cards. It's o handsome
and warthy competitor for
Doom's legion of fans, and it
looks, sounds, and plays great.
You can find it in Compu-
Serve's Action Games Library
as ROTT.ZIP.

Dr. Riptide
This underwater arcade
adventure from MindStorm
Software and Pack Media puts
you in control of a cartoon
submarine in search of the evil
scientist Dr. Riptide, who's
been using his Tuna-Matic
machine to wrn all living sea
creatures into tuna (he's really
more weird than evil | guess).
Dy Riptice features rich
256-color graphics, smooth
scrofling, Boss Monsters (will
someane please come up with
something more original?).
powerups, and a small detach-
abile submersible for those

hard-to-reach places, .
America Online is har-
baring Dr, Riptide as DR-RIP
11L.ZIP, in it's popular Top
Picks Games Library

Depth
Dwellers
Another Doom clone, TriSoft's
Depth Dwellers plunges you
Into an allen mine, where you
witness the true demonic
nature of the RL Take tme out
from the staughter (o rescoe
their captives by transporting
them to safety. Version 1.5 also
features enhanced enemy logic
and a new opening screen.
Once again, go to Compu-
Serve's Action Games Library.
Look for DEPTH.ZIP.

Imagine a very
special column
filled with the
latest from the
shareware
frontier — a
column that
will moarph to
suit the tastes

of every reader.
That's Scott's
dream in this
month's
Lupine Online.

In Papth Dwenliers there ara inno-
cont NPCx and tortured captives
mingling nmang the ovil B warriors

Highway
Hunter

Safari Software and Omega
Integral Systems present this
beautiful, vertically scroliing
arcade shooter, Guide your
advanced assault vehicle,
“The Master,” through roads
of destruction and carmage
256-color parallic-scrolling
graphics, end-level bosses
(gag) and hot powerups
make this one a real treat
Highway Hunter is in
CompuServe's Action Games
Litrary as HIGHWAZIP

Battiestar

A variation on Asteroids
from Vivvid Technologies,
but with an interesting twist
— you can zoom down to
recharge your weapans by
skimming the surface of a
Voxel-looking 30 terrain dis-
play. This 256-color share-
ware title Includes save and
restore, as well as full original
music and digitized sound
effects for Sound Blaster and
compatibles: it's in Compu-
Serve's Action Games
Library as BSTARZ.ZIP,

XATAX
XATAX, from Pixei Painters
Corp., s.an awesome hori-
zontal space shooter with
ultra-smooth, full-screen
scrolling landscapes and daz-
Zing 256 color graphics. You
battle wave after wave of aer-
lal assault crafl, and two
major Boss Mutants {Arghh!),
while Lnu-nng the depths of
XATAX. CompuServe and
America Online have this one
a5 XATAXZIP, in the same
libraries as the other stull on
this page.

I'don't know about yvou,
but I'm (burppp) pretty full .

BCG
FC GAER March 1935




Sim Column
[DRIVING = FLYING » FGHTING * BUILDING » ETC.

isten up, Mlight-
sim fanatics.
The guys and
igals at Spect-
rum Holobyte
are hord at
wuork on
Faleon 4.0, and
this sim prom-
i5es to push
the envelope
wily beyond
anything
we've seen
befare,
Projected
for release
sometime in

of 1995, Falcon
4.0 s shaping
up 1o be a truly ground-break-
ing sim. And with more than
400,000 Falcon 3.0 units sold,
the patential audience for the
next-generatlon Falcon looks
preity solid. Still. the same
fanatical commitment to real-
[sm that endears the Falcon
series to that sudience of hard
core flyers can leave less expe-
rienced gamers grounded, For
some, playing Falcon 3.0 can
seem to be more of a chore
than a pleasure.

So that's the challenge
lacing Spectrum Holobyte: to
make Falcon 4.0 more enjoy-
able for novices and easier 1o
learn, yet maintain the devo-
tion 1o realism that has

beginning. “We're trying to
eliminate all the things that
made Falcon 3 tedious for
some players,” says Nell
Johnston, product marketing
manager for simulations at
Spectrum Holobyte,

To make the simulation

the second hall

friendlier, the designers are
working on a graphics-orient-
ed interface that will tailor
ltsell to the experience level of
the player. “We're creating a
3D simulation of an operating
alr base,” Johnston says, "pop-
ulated with artificially Intelli-
gent personalities — the peo-
ple at the squadron. the offi-
cers whao lead the squadron,
and the wingmen. They will
guide you through the experi-
ence of the game.

“If you're new Lo Falcon,
you'd probably reglster as a
lieutenant,” Johnston contin-
ues, "When you stirt the
game, you'd appear in the
squad operations center. After
o short interval, the Al will
generate a 30 personality who

will approach you. introduce
himself, and then take you ona
guided tour of the squadron
aperations center. At the end

of the tour, he might say, ‘Well,

lieutenant, | see you have a
mission in two hours. Better
get over to the briefing room,'
“If you're one of our
core players, you'll probably
see a tour of duty desk,
with a map behind the
desk, and you'll have to
check for yoursell whit
YOUr mext assignment is.
And if you give yourself
a top rank and don't
know what you're
doing. a CO might be
generated and show up
to chew your ass out,
We want the pli
really experienc
ron operation
Your airborne ad-
Ventures, too, ¢ i
lored 1o your

on Falcon 3.0 because

Iﬂi‘.‘ﬂﬂ March 1945

wou fust didn’t have the
patience to learn how o
make a proper bombing
run. Faleon 4.0 will let
you concentrate on dog-
fighting. “The type of
squadron you join will
dictate the kind of gam-
ing you'll experience,
Johnston says. “You can
sign up for & squadron
that's known for dog-
fighting, or you can go
to the other extreme and
Join one that's strictly
bomibing. Or vou can choose a
mix of missions.”

Training, too, will be
ultra-pealistic — and, Johnston
prom: ruly helpful to the
novice pilot. You might fly with
an instructor in a two-seat ver-

Attention, all
you jet jocks:
Lee is getting
pretty excited
about Falcon
4.0, the next
title in

Spectrum
Holobyte's
Falcon series.
When you read
this month’s
column, you'll

see why.

The truly photor,
you in the

The Falcon And The Sim Man

listic graphic
cpit of an F-16.

sion of the F-16, or fly as a
wingman with an instructor as
he monitors your progress and
gives you detalled instructions
over the radio.

While all this will help
new players, it's the campalgn
structure of 4.0 that'll hook the
Falcon veterans, “In a Falcon
4.0 campalgn. the clock is
always |ILHI\ﬂ Jonhston says.

"When you're at the base wait
ing for the next mission, the

& T 18 running, Maps in
the squadron operations cen-
ter will change to reflect the
current state of the campaign.
If you fiy over a column of
tanks, then come back an hour
later, those tanks will be an
hour down the road.”

And thanks 1o its ama-
ing multi-player capabilit
you don't have to fly the cam-
palgn alone: As many os 65
people can play in a single
campaign vie network!

e graphics, at G40x480
mlm-s re astonish-
. "The texture
maps are .|II photo-imaged,
not painted.” Johnston says,
“The alrplanes and vehicles
look photo-realistic, even
though that's an overused and
abused word.”

As yvou would expect with
such a cutting-edge sim, the
hardware requirements will be
tough. The minimum: 486/33,
local-bus video, and double-
speed CO-ROM. But there'll be
enough graphics options to
get a decent frame rate out of
that lowly (1) minimum
machine, *If there's one thing
we've learned, It's 1o give play
ers the frame rates they want,
Johnston sa hey want the
frame rate fast. so they can
fight. If it looks good at the
same time, that's great.”

BCG




HOW.DOES IT FEEL TO DRIVE
THE FASTEST %MQON ‘-

. A simulation so
2 Wﬂmamﬂwm Ornwyou real, you'll think yauneedamﬂbega.
me il in oaretaaans?am

[ mm«mm Youl'll race on 9 different NASCAR-santlioned !racks Drive the wqrid s nm;i
cdrs— dgainst top NASCAR drivers They may blow you off the Irack at first. But practice; practice, praclice. Yo

5V64 mam (Sept '94) Looks " & on,
iCs i ; < (0 kS y g
50 real you can amost smell @ b 7 to gamw By the way, it's one
v . 5 and ire ¢ inning sofa = bt racing
) : L a crowded field, you need eyes
The cambmanuns are endless.  on sides and back of
And 50 is the fascinalion.

Available in 56res in November - just in time for Christmas!
. mmw retailer. Or call 1-800-836-1802
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'SEX SIMULATOR

YOUR MISSION... SEARCH AND FULLFILL!

An Interactive CD-ROM From the Creators
of the Trchnulnqy Acclaimed to be

‘.25 ClOE.E' to
~ Genuine
" VR SEXa
Current Technology

will Allow.”

- ELECTRONIC GAMES
MAGAZINE

allows you total control of the intense
action! The Space Sirens are virtually
urs to Fulfill your every desire!

LIMITED TIME OFFER!
1st 500 Callers Who
Order Space Sirens
Receive $20 OFf the
regular price of $69.95

erse you in a world where
your dreams become reality.

and a FREE PIXIS
Sampler CO-ROM
(A 59.95 Value).

N issov]

ransports you into @ new realm of
bleasure and excitement.

FProduct Information Number 138

PIXIS INTERACTIVE sseseas A DIGITAL BOY PRODUCTION

MES ESIS KIRA D SlERRA WRITTEN BY TETSUO MRECTED BY RYU SHINOB' PRODUCTION WRJ .IU
: eicusnias sy DORO. coipnc osovsy LEON WAS 110 mosaune ANTHONY GOMEZ
ARK MEDM;FAULWU « PIXIS INTERACTIVE RELEASE
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. up loak st Origin's Bioforge, and Matt began his 12-step
program by confessing his hidden addiction to Doom. Scoops! on
Noctropolis, System Shock, Frant Page Sports: Baseball, wnd

Volume 1, Number 2 (July 1994)

“Eat lead, Fritx!”

On the disk: Pinball Fantasies and Sink or Swim

We colebrated the 50th anniversary of D-Day with mn extonsive behiad- £I: |E'E|J ff[’

the-scenes report on MicroProse’s stunning WWII tank sim Across the | 3= ,"

R, a5 weell s reviews of Tamks!, M1 Sherman Taak Simlator, and "'!'
mmdimmmlﬁuwwm:hwm Wilor Victory, | s

ing 1o hary & malti upgrade kit? Our CD- |- £ 3

ROM biyer's guide in this issue is just what you need! E =

—

wr Volume 1, Number 3 (Angust 1994)
“The Top 40 Games of All Time"
On the disk: Detroit
=5 This is it — the list of the Top 40 games of all times that gonerated
=0 much mail, so much controversy, so much oulrage that we can
N hardly wail to do it again! Check cut our stary on Virtual Reality

| gaming and Forte Technalegy's incredible VFX-1 VA Holmet: pick
up some killer tips for Master of Orfon, Quest for Glovy | Utima
| VNI, and Mortal Kombat and read the best Wing Commander i

story until the Decomber 1334 issue came along!

On the disk: CyClones

! QGANERS
Mot everyone gets to go to the Consumer Electronics Show, but thanks 1o ]‘

ﬂ =
wur stumning T-page report you don't need to. We slse detail what hard- = "l W ﬁgf‘f-
woare you need to run these high-mnd juggemauts — and reveals thata k

yroat PC gaming sysiem |sn’l as expensive as you might think. Groat |©
sops! on NASCAR Racing. Wolt, and The Fartress of Or. Radiaki, plus |
twa pages ol X-COM strategy make this one a collectar's imm! | »

2 s

fark Forces |

A&

Volume 1, Number 4 (September 1994
“The Year of the PC"

Volume 1, Number 5 {October 1994)
“Dark Forces"
On the disk: Master of Magic
Here's the definitive story on Dark Forces, o first-persen shooter
with a new Star Wars story, plus the first Scoop! on the biker ad-
venture Full Throsle. And don't forget the review of TIE Figliter,
which sarmed our highest rating evar! You wiant real previews?
How about Scoops! an Zephyr, Mensoberrsazan, Dust, and War-

l eraft: Huwmans and Orcs? Come on, order it — you know you wanna!

Volume 1, Humhar.

GAMER»=
Clybega /

onmmmubm-
Wi jourmeyed ta ntemqlay's offic ction-adv
mt}ﬁm“mhﬂmmwﬁnkmhwnmmumg
ool Assanit ns ene of the best-selling CO-ROM games over. Stratogy fies | —
will love Bill Trotier's roundup of wargaming magazines. and once again | »
we beat everyone to the punch with Scoops! on King's Qest VL Hell snd = ¢ B
Bragon's e, The Software Toshworks’ growndbreaking FRP. Oh.and le(s | I|
nat fpeget the first of nuamy bi-annuad review indexes i

Volume 1, Number 7

“Wing Commander 111"

On the disk: Star Crusader
hmmmcmmmnm
Footiall, Riso of

the Robots... and many, many more!
| Say you'ro a Wing Commander fan? Then this is an issus you'll treasure
| torever! Bill Tromer went to Austin and toak Chris Raberts’ newest geme
'_ | tor @ test drive, and came back with a five-page festure. Tom McDonald
== assesses Spectrum Holobyte's plans for %5 and beyond, and explores
the rapidly growing world of madem gaming. One of oor best ever!

sas0oR0000aD RN

- To Understand
What Lies Ahead,
You Need to Know
What's Gone
Before. You Need...

PC Gamer
Back Issues!

We've gotten hundreds of phone calls,
letters, and e-mails requesting back
issues — and now they're finally here!
If you've just begun subscribing, you
may have missed out on some exciting
stories, but now you've got the chance
to make up for lost time.

sesconosBsBeBN

Best of all, ordering your favorite back
issue couldn't be much easier. Just
send check, money order, or your VISA,
Master Card, or American Express card
number (with the expiration date) to:

PC Gamer Back Issues
1350 0ld Bayshore Highway
Suite 210
Burlingame, CA 94010

Allow 2-4 weeks for delivery. Please specify
issue number(s) and floppy disk or CD-ROM
edition ($4.95 per each issue of floppy-disk edi-
tion, $7.95 per each issue of CD-ROM edition).
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So is this.

The

future —
interactive :
entertainment Availahble

|
For a free trial copy, call 800. 706. 9500 now:
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“Rise of the Triad is sux;é Lo hit the target, especially
when multlplg a?ets are involved.”

)
“I can’t think of any ﬁfa rw’ \4 every DOOM nut won'’t
flock to this gamenﬁﬁ auti ul, fa;:,t and challenging.”
mmw_qm

ﬁ"‘ - !

“Hh A "Fbﬁr'DLSketteS"ﬁA must buy.”

(S e £

',' :co

“Bllsteruig actlon dﬂd a’ Sense of humor make
Rise of the. Tnad one of the year’s favorltes

by v : ;Mpuer ame Revie
~ Who are we to argue?.
- k. A TR o ¢ ‘ o, '.

THE
THE HUNT BEGINS

As part of the High-risk United Nations vicious weaponry ever seen. But have you
Taskforce (HUNT), it's your assignment to got the guts to blaze through hundreds of
devastate and destroy...to ensure peace deranged terrorists and slaughter their
on Earth. You're equipped with the most sinister masters of death? Yes!

T (N T AP T T e 1 VT T T R
== r s g v g

* Fierce Comm-bat™ zones, ideal for massacres * Cruelly taunt your opponent with live * Did we mention tons of gut-spewing graphics
during modern and network play, RemoteRidicule™ during multi-player games and blood-curdling digital sound?

*NOTE: Rise of the Triad; The Hunt Begins is available as shareware. The retail (registered) version Is titled
Rise of the Triad: Dark War, and contains all new levels and advanced features. Call today to order Rise of the Triad: Dark War. b
1-800-APOGEE1
Or download for free, Rise of the Tnad: The Hunt Bagins from Software Creations, the officially sponsored Home BBS of Apogee.
(508) 365-2359 @ 2400 baud » (508) 368-7036 @ 9600-14.4k v.32bis » (508) 365-4035 @ 28 8k v.fast class (v.fc)
uct Information Number 88



The Desktop General
VAR GAMES » HISTORIC & MILITARY SIMULATIONS « TACTICAL COMBAT

Hnocking Out Those Gnarly Norwegians

5 | predicted in
this column six
maonths ago,

5 Panzer
Crenpral has
proven Lo be
the wargame
hit of the year
New PC own-
ers and veteran
phiyers alike
have discov-
ered that |I||>.

your fime Ihv
way flesh-cat-
Ing bacteria
gubble up fatty
thssue, My own

dear wife, usu-
ally very understanding in
these mutters, has lately been
dropping subtle hints about
lenving home with the chil
dren unless 1 restrict my
Ponzer General playing (oo
reasonable 2-3 hours a night

To judge from the com-
ments we've been hearing and
reading, one aspect of the
game that has agrecably sur
prised nearly everyone is the
toigh, resitient, and unpre-
dictable enemy Al

Even on (he casiest set-
ting, with the Al hobbled and
thie enemy’s prestigs and
experience polnts artificlally
limited, none of the campaign
grames fexcept for the Poland
lutorial) is a wilk in the coun-
ry. Seemingly beaten gar-
risons suddenty rally for a
rugged defense, and o city that
looked like o sitting duck swal-
lows one of your core units like
it was an M & M. “War Is the

province of Chance,” wrote

von Clauswite, and Parzer
Gt Injects just enough
wild-card randomness (o

underscore the truth of that

From the genceral to the
specific: Aot of the playvers
who choose 1o start the 1539
campaign track, and who have
achieved sterfing victories in
the Polish campaign, suddenty
run into a brick v ulmn It
comes 10 the Norway
1 myself had o refight lhul bat-
e more than twenty times
before 1 eked out the Major
Victory result that enables you
o continue the campaign track
with a reasonable hope of
future success.

The problem s ane of

time versus geography. The
time allotted for successiul
completion of the invasion is,
tosay the least, challenging,
Norway Is a long, rugged

country whose terrain consists
of litthe but naural obstacles w

military operations. Not only
are the Norweglans doughty
fighters, but, as the campalgn
apens, there s Sive
British expeditionary force
lurking off the northern coast
at Namsos and Narvik, includ-
ing a battleship, o carrier, and
sufficlent escorts to neutralize
vour potent U-boat fleel.

It's not 5o hard for the
Germans to drive up the Oslo-
Lillehammer valley with suffi-
clent ground forces to capture
Trondheim, butil the Royal

MNavy contingent hasn't ¢ither
been neutrafized or lured
away, its heavy guis will put
down an impenetrable curtain
of steel around bath of the
Germans last two objectives,
and the best the German play-
©r can hope to achieve is 8
worthless Minor Victory deci-
sion — and that only at the
cost of several core uhlts,
Now, if you go from the

campaign track to the Norway

single-batte scenario, you'll
quickly see, from the Initial
map display, that the proper
strutegy for conguering
Norway is pretty much what
the Germans actually used: a
quick afrborne sirike to cap-
ture the airfields at Oslo; 4
second-wave airborne attack,
spearheading o northward
mechanized thrust. combined
with a sizable amphibious
landing on the coast, all con-
verging on Trondheim; and
aggressive use of Stukas and

JU-Bfs 1o distract and hammer
the British surfuce units. It
takes finesses, tming, and luck
o padl it off, but when you do,
It's enormously satisfying.

The second thing you'll
notice about the scenario as
opposed (o the campalgn ver-
slon of the Norway operation,
is that —although the time

demented — the High Com-
mand has allocated sufficient
forces (just barely) for you to
make It work: 10 infantry
units fmost of them one or
twostar veterans), two tank
units, one mobile Nak unit,
one sell-propelled gun unit,
three squadrons of Bf-109s,
and two veteran squadrons of
Stukas, You also get more

This month,
our own
Desktop
General finds
grief and
glory in the
snows of
Norway, and

ponders the
existential
questions
posed by
SSl's Panzer
General.

than 1000 prestige points —
encugh for you o buy two
units of JU-B8s with plenty of
“elite replacement” polnts left
over. Onlya total nincom-
poop could fall o achieve vic:
tory. sooner or later, wi
such lavish military assets a1
his command.

On the other hand, In the

“cumpaign” version of Nor-
way. no matter how good
your performance in Poland
has been, you never seem (o
start with more than six or
seven ground units of any
kind fand none of them two-
star in qualityl) plus-twio or
three alr units, Personally, 1
Ipelieve that anyone who can
pull off even a Minor Victory
with such inferior resources
deserves full prestige points,

‘What's going on here?
Should you play the Poland
campaign in such & wiy a5 to
anticipate your needs for
Norway? Mot only 1s that o
risky dispersion of prestige
points, but it doesn’t seem 1o
waork very well, You still don’t
get quite enough resources for
the job, and you invariably
compromise your perfor
mance in Poland by trying to
fight today’s battle while sim-
ultangoushy plotting for one
you will fight six months later.

After pondering the mat-
ter for many days @nd playing
this battle from every angle [
could think of. T have my own
theorigs about how to gird
vour lins propecly for the

“campaign’ version of
Norway, bul because this
strategic conundrum seems 1o
b hugeing so many other
pamers, | hereby solicit our
readers to submil to us their
solutions for the Norwegian
Problen (remembers cam-
paign context only; we already
know how to win the scendrio
verskon), using streen shots or
sketeh maps if vou wish,

This best solutionfs) will
be published in our Strategy
Central section, with a fanfare
of martial trumpets and a tip
of the field marshal’s haton to
their creators.

Address all entries to:
The Deskiop General - !‘esky

agazing, 300-A 5.
Westgate Drive, Greensbono,
NC, 27407

BCG

g |
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HARDWARE « PERIPHERALS ® TECHNOLOGIES

Divide and Falrer

nless you've
spent the past
couple months
o o desert
island, you
probably
know that
Pentium CPUs
have a little
problem
dolng math
Last Novem
ber, Intel ad-
mitted that
every Pentlum
processor
chip shipped
prior to that
time gives
Incorrect
results when
dividing certain pairs of
Noating-point numbers, and
the public reaction was like
nothing the computer indus-
try had ever seen,

Buggy CPUS are noth-
ing new. Every major CPU
maker hus had ol least one
bug disaster, and early ver-
sians of Intel’s 386 and 486
chips had math problems
that were much worse thun
the Pentium malady. Accord-
ing to president Andrew
Grove, the Tolks at Intel
“breathed a sigh of reliel”
when thiey found out how
limited the Pentium’s math
bug was. But what Intel
called "a minor flaw” created
a major furor, partly because
leading-edge CPL chips have
suddenly become commaon
consumer goods, and partly
because of the way Intel han-
died the whole incident.

Intel admitted finding
the bug in its own tests early
tast summer, but it had plan-
ned on quietly introducing an
Improved CPU without any
public announcement. That
plan might-have worked i
Dr. Thomas Nicely. professor
of mathematics at Lynchburg
College, hadnt found the bug
on his own and gone public
with his findings. Intel’s re-
sponse raised the kles of
computer users even further:
Individuals could call Intel
and say which programs they
used, and Intel would replace
the chip if they felt that a
user did enough floating
paint math to be at risk.

Judging from comments
that appeared in the press
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and onfine, some of Int
angriest critics weren't
entirely clear about what
foating-point math is or
what the effects of this bug
are. But who wants to admit
— or even worse, be told —
that he t enough ol a
power-user to get his buggy
CPU replaced? After a cou-
ple weeks of being publicly
vilified owver this policy. Intel
announced that it would
replace Pentiums for anyone
whao asked. so yvou don’t
have to convince Intel that
you need a replacement chip
anymore, But it still might be
worthwhile to go over float-
ing-point math, how it's
used, and what the nature of
the Pentium's problem is.

Floating-point arith-
metic is the computer equiv-
alent of scientific notation. a
way of handling fractions
and very large numbers
more conveniently than sim-
ple integers — ardinary
counting numbers — allow,
Must computer programs
use integers to do their
arithmetic. But programs
that need to handle o wide
range of numeric values, like
spreadsheets, or CAD and
3D modeling software, often
rely on Moating-point math
Any CPU can be pro-
grammed to do floating-
point math in software. But
it's faster 1o use a processor
that does Moating-point
directly in hardware, and
486DX and Pentium proces-
sor chips have floating-point
hardware built ri

And that's where you'll
find the Pentium’s bug. It
uses the "SRT algorithm for
Noating-point division, a

technique that works about
the way that peaple do lang
division on paper. except that
it guesses two digits of the
result in each step to double
the speed of the operation. It
reads the next two bits of the
quaotient from a table burned
into the chip itsell, a table
that’s indexed by both the
divisor and the current value
of the remainder.

The problem Is that five
of the entries In this table are
wrong — they're set to a
value of zero, when they
should contain two. So if the
Pentium tries to use one of
correct entries, sev-
ts of the guotient
will be wrong.

As it happens, those

Everyone is
talking about
the Pentium
bug, a math
error that
affects just
about every
Pentium chip
out there. Tim
explains the

situation —
and whether
or not gamers
need worry.

five bad table entries aren't
used much. They corresponed
to certain values of the
remainder that almost never
show up in the SRT division
algorithm, which is why the
bug happens so rarely, and
why even Intel didn’t find
the problem until it had
shipped millions of Pentium
chips. Also, those table
entries will never be used in
computing the first few dig-
its of the guotient, which
puts a limit on how big the
error can be. In the worst
case, the fourth decimal diglt
from the left of the result
might be wrong.

Here's how to see an
example of the bug: In the
Windows calculator, try
dividing 4195835 by 3145727
If your PC has a Pentium
CPU, you'll get an answer
that starts with ~1.333
the correct answer begins
with “1.333820." That's the
worst known error, off by o
bit less than one one-hun-
dredth of o percent. Float-
ing-point math really speeds
up sdme games, particolarly
games that use polyganal 30
graphics like Night-simula-
tors, Still, the chance of a
game being affected by the
Pentium divide bug are
extremely small, even T Intel
rates games like X-Wing and
Falcon 3.0 among the pro-
grams most likely to en-
counter the Pentium bug.

They estimate that these
pames have a 50/50 chance of
getting one erroneous result
sometime within the next 270
years. (Intel's analysts didn't
say how many hours they
play each And even if
an error does occur, all that
you're likely to see is a stray
polygon flashing on the
screen for a fraction of o sec
ond. According o a spokes
person for Falcon publisher
Spectrum Holobyte, “it
doesn’t affect us at all.”

S0 il vou want o new
Pentium chip, you can call
Inted at (B00) 628-B686, or
(916} 356-3551 outside the
L they'll put you on
the list. But you don’l need
1o warry aboul the bug
affecting vour game playing.
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The RematePalnt might net loak like o
mausy, bt froed me — it waorks just fine

Peripheral Visions
JOYSTICKS = SOUND CARDS » ADD-ONS = SPEAKERS » YOU NAME M

‘ve been putzing
around a lot lately
with something [
suspect most of us
Just ke for granted:
mice. No, not the
cuddly vermin type,
but that thing we all
use to do our point-
ing and licking.
See, my computer
desk at home Is one
of those vertical
kinds, where the
keyboard and mouse
sit on a shelf that
slides back into the
thing to save space.
It works great most
of the time, but lately
I've been playing the
hedl out of this new Amitex
pame called Gone Fishin'. It's a
fishing simulation (I review it
next manth), and 1 just can’t
seem to guit playing with it.
Which brings us back to
the part about my mouse. To
cast In Gane Fishin’, you have
to hold the mouse button
down to activate your angler's
reel, then swing his arm for-
ward by scooting your mouse
forward and letting go of the
button at the right fime, Most
of the time 1 want to cast out
us far as | can, so | hold down
that button. scoot the mouse
back and forth a few times,
and then let her rip. And
inevitably, 1 slam my knuckles
Into the computer desk.

And then theres reeling
in your lure. involying holding
baoth the left and right mouse
buttons dewn for long stretch-
25 as you try to trick those
walleye nto taking the hook. A
few hours of this, and you'll
begin to take all that carpal
tunnel stuff serioushy!

So after a few oo many
of these painful but irresistible
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Mouse Fishing

fishing trips, | decided it was
time to find a better control
device. Fortunately, | had twa
to look at: Interlink’s Remote-
Point (B05 484-8855), and CH
Products’ Trackball Pro (619
588-2518). And bath. it
seemed to me, held great
angling potential.

The RemotePoint is wire-
less, o one-handed thingy vou
hold something like a fishing
rod, with the left mouse button
mounted on the underside like
a trigger. and the right one on
top. Then. just in front — ah,
hefl, just look at the picture,
The: round disk is the thing you
use to move the cursor, The
infrared remoate system works
really well. too, and | could
stand back i vards from

my computer and still enjoy
ACCUrale MOUSe response
But how did it do as a
fishing pole? Well, I'm sorry 1o
report that it wasn't too hot. 1
found that holding that little
trigger to cast was nicely remi-
niscent of my first Zebco, but
simultaneously holding the trig-
ger, then trying to thumb the
directional pad back and forth
was pretty nearly impossible. |
couldn’t do much more than
flup my bait out a fow feet.
Part of this s due to the
way the directional pad work:
As you hold in a given direc-
HOn, Your cursor movies showly
at first to allow for finer con-
trol, then zips across the
screen at o good clip if you
keep holding down. And while
this makes quick casting
tough. it's great for the kinds
of windowing stuff most nor-
mal peaple will use the
RemotePoint with. Double-
clicking is a snap, and dragging
icons i5 easy once you get used

to the rigger-and-thumb setup,
All in all I'd say this Is one of
the better non-standard mice
— but it's no Ugly Stick.

1 didn't approach the
Trackball Pro with quite as
much enthusiasm as the
RemotePoint, mainly because
I've never lked trackballs.
Their main claim o fame is
that they don’t require as much
desk space as a regular mouse,
althowgh | don’t buy that. I'm a
slob, with faxes and empty CD-
ROM boxes everywhere — but
1 5till manage to scoot a mouse
around in a litthe clearing that's
actually smaller than the base
of the Trackball Pro,

But with its huge ball
poking up out of the base,
reminding me of those h

&

A sudden
desire to catch
fish has Matt
scrambling for
new pointing
devices. Will
they live up to
expectations?
Can Matt land
The Big One,
and prove his
angling ability
once and for
all? Read on....

The Trackhall Pro's best feature is its
lock-down mouse buftons

days of Birdie g and Ten
Yard Fight, it did seem that the
Trackball Pro might make for
sorme very effective casting. |
could picture mysell stroking
the thing fast and to the left,
perfectly placing my lure over
that trench | just knew was
hiding a big old catfish. |
hadn't counted on that holding
the-left-button-down-then-let-
ting-go-at-just-the-right-time,
though. And to do this right, |
had to use two hands on the T-
Ball Pro - one on the left but-
ton, and the other on the ball.

It ook some practice, but
It worked! | soon felt like |
could hit o waterbug 30 feet
out. And one of the T-Ball
Pro’s neatest features — an
extra right and left button
that. when pressed, lock the
buttons in the “down” position
— came in handy, too, | could
cast out, then 5 the Jeft
and right locking buttons 1o
start reeling in the line, and sit
back. No more holding both
buttons down until my fingers
went numb!

The T-Ball Pro acquitted
itsell well in Windows, 1oo.
The locking buttons are terrific
there, for apps like drawing
and paint programs, and moy-
ing jcons around couldn’t be
easier. | didn’t like it as well as
the RemotePoint in Windows,
though. It never felt as precise,
and moving the cursor seemed
to take more effort than even
with a standord mouse. And in
fact. neither the T-Ball Pro or
the RemotePoint was as use-
able as my faithful old mouse.

The Trackball Pro is still
hooked up to my machine at
home. My knuckles have
healed, I've caught u couple of
record Muskies, and I'm not
even sure where my mousepad
is anymore, Which sucks. be-
cuuse it was a pretty nice one.
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‘Q Introducing the wave of the future: the new Sound
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Blaster AWE32. It combines advanced wave table

Sound
synthesis, a powerful digital signal processor, and

the hottest audio effects all on the same sound card. Thar's
why it's the next generation PC sound standard.

The Sound Blaster AWE32 puts the world's purest
music synthesis technology (from E-mu Systems) inside your
PC. It also includes effects like chorus and reverb for
increased depth and richness. And QSound so you can
position sounds in 3D\ It even comes with downloadable
T { SoUND BLASTER AWETZ INCLUDES: |

SOUND BLASTES AWED]

GEnERaL HIDI INTERFACE
THUE |48 CD 50UND B

TisE CO-AOM TERFACE

ALVANCID WAVEIICTE MCROMONT
| SYMTHERS SOUFTWARE INCLUDES:
T2-¥OucE POLTAHONT CAKTNALE AFPREN

SariPLnD SUBTYRTER O WINDOWS

|
L

SoundFont™ technology, so you can add to the library of

Tects and instruments. And the latest speech

you ean navigate throu

ill the major
applications using voice commands.

rse; it's a Sound Blaster. So it makes all your

favarite games and software sound more outrageous than

1d technology could cost you

imagined. All this sou

W

s. Butr the
Sound Blaster AWE32 15
only $399* No other sound

card ¢ s close. Sound

ng? Visit your

' CREATIVE

CREATIVE LABS, IND.

WAKE THE REST OF YOUR BRA

cal Creative Labs deal

Or call 1-800-998-5227

Product Information Number 92



Gold. Greed. GallanTry.

i

H Cinemalic Aclion Fdvenlire
A washhuckling, whip-cracking
advewlisre Mhal 55 rominiscent of
Privee of Persia.”

- gal — THE PINNACLE O e
cnmpi“af Haynr Ma ine ENTERTAINMENT SOFTWARE

To order call: (305) 373-7700 - (800) 468-7226 - BBS (305) 374-6872
Software Creations BBS (508) 365-2359, 2400 Baud - (508) 368-7139, U.S. Robotics - (508) 365-9352, 14.4-28 8K
Zoera™ g 01894 Zoero Productiom, inc. Licensad by The magination Facioey.
Product Information Number 123



STRATEGY

CENTRAL

SOLUTIONS » TECHNIQUES = QUICK TIPS

f you're stump-
ed by the mech-
anized mayhem
of MetalTech:
EarthSeige or
the comic-book carnage
of Noctropolis, this
month's Strategy Central

Write to us at:
PC Gamer
300-A South Westgate Drive
Greensboro, NC 27410

will get you back on
track. First up, though,
we've got some strategy
tips for Origin's Privateer

from one of our helpful or Email:

and dedicated readers... peeceegee@aol.com

Send in your hints today! 74431,3433@compuserve.com
djee52a@prodigy.com

Privareer

Space Travel For Fun and Profit

Dear Strategy
Central,

I'd ik

fans of Ori

According to Peter, you'll want to skip this sin-
gle missile launcher and go straight to a double
as n as you can afford it

2. Dug ghting nmong
the asteroids

M only we had listened to Peter and
booght those twin m

NovaStorm

Attack of The Killer Tomatoes

Nao,
derful NovaStorms tomato gun!

's nol a salad shooter. i's the weird and won-

certainly falls into that
We first h

and happened to find
amongs! tha chatter.

ou get past the
he cold, cruel darkness of this

ite and fuzry level, you'll be thrown out
steroid field

wnfirm this:
of No
know you'll dr_'{lnltnl\. tell your
friends about it
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STRATEGY

MefalTech: EarthSeige

We've heard from some very reliable sources at Dynamix that the campaign
missions for MetalTech: EarthSeige were designed to be brutal — and after
getting our butts kicked several times we just knew we had to contribute a
little strategy on the subject. We'll save the mission walkthroughs for later,

but here's enough to get you started.

Turret Control

The controls of MetalTe EarthSe

are some of the most complex and diffi-
cult to master among current action
games, especially if you're trying to
operate averything with one joystick. So
to give fresh pilots a fighting chance,
Dynamix Included the track mode, It
automatically controls turret movemaent
to follow a selected Cybrid, allowing

j=RC =

Jurruse

farrune

« 3 i
o= EF

unspoken, goal of every campaign mis
iy, i you're
not getting the materials to make nes
Hercs and air damaged ones, the war
will soon be lost. Your only hope of s
viving the campaign is to think of the
Big Picture
With that in mind, target fogs of
attacking Cybrids to bring them down
with the head intact; that way, you'l
able to get a lot more useful salva
than if you destroy the tur
ret, Remembaer: [f ther
o scrap, there'll be
re humanity

Blow their quns off
Once you start making
your way through the cam-
paign missions, you realize
that those cybrids are
packing some hot, power
ful weapans. If you want
to acquire this new tech-
nology for yourself, you'll
need to target the hard-
pointsiweapons on the
Cybrids in order to bring
them in for evaluation. So

to see, but they don't add much to the scrap bin

players to concentrate more on driving
their Hare and managing their weapons.

But this track mode has a serious
drawhack: Since the tracking merely cen-
terrs the turret on your salected target and
doesn't compensate for 8 moving Cybrld
by "leading” the targat, you'll find that in
nearly every mission against mowvirg tar
geots, the track mode is often a futile waste
of ammo.

So what do you do? Well, we
advise that you disable the track mode,
and toke total control. We've found the
best hope for siccess in the field is a
combination of keyboard commands
113, K.M) for turret control, and a joystick
for Herc movemaent. You can also
reverse this, if you like

It takes several missions to get used
to these controls, but the benefits far out
weigh the hassle of switching botween
maodes on & single joystick. And for thoss
of you whao've got an extra joystick ly
around {or mayba even a pair of those
nifty rudder pedalsl you may want to g
two controllers a try; this system works
aven better, and take less time to leam

I'm in control, but where do | aim?

Oneg underlying, and for the most pan

Match1gss

Sure, those exploding turrets and smoldering metal stumps are satistying @8t out there and knock

those fancy weapans off
before you bring 'em
crashing down!

Why don't you go see what's
heyond that ridge?

When angaging multiple targets or a
heavily defended installation, don't for
get 1o give marching orders to others in
your unit. When they're acting on their
own Al, your wingman 1end to get in the
way during a firefight, often cutting you
from your
target or putting
you in a deadly

o

you give them
beforahand will
cortainly be a
benafit to you
Keep in
mind that many

- | fesn e o
Show your mechanic how much you care and
biring him back an ELF or a PBW, he might
even like it more than a basket of ribs.

cerns. Shrewd command decisions are
everything when your foe has you out:
numbered and outgunned

Tag — you're it!

Hera's whare being in command really
pays ofl. Order ane or all of your units
to move ahead and scan for targets
More often than not. they'll begin draw-
ing fire. Then, use flanking manauvers
1o pasition yoursell behind the Cybrids
and take thom out while thay're busy
with the rest of your crow.

Build for your future
immediately following your first suc
cessful mission in the campaigns, you'll
want to start building new and more
powerful Herc's if you expect to keep
the Cybrids from overwhelming you
with superior forces. As soon as one s
completed, keap up the pressure and
build more, Also, keep all of your unit's
Hercs in the best condition possible.
The Cybrids will always be one
step ahead with their technology and
weapons — but, with luck and some
early victories, maybe those metal mon-
strosities can be put down for good

There are other missions to fight
MetalTech; EarthSiege has 60 possible
missians, in five main and three alter-
nate campaigns. But since you'll proba
bly be refurning to saved games, you
might easily miss the three alternate
campalgns. You can get to them by quit-
ting the last mission of the first, second,
or third campaign. Just don't lose two
campaigns in a row, or you lose the
pame. Happy hunting!

missions simply

doal with more

immediate con- e he heat

Send your wingmen out to take care of those nasty Cybrids, Let your buddies
that's why you hrought them alang in the first place
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Noctropolis

The best thing about Electronic Arts' Noctropolis is that it doesn't have a
lot of unreasonably hard puzzles. In most cases, if you click the LOOK icon
over everything on the screen and try to use everything in your inventory, a
solution will eventually present itself. But there are a few points that might
frustrate even the most experienced gamer. So here's our official Visitor's
Guide to the City of Eternal Night ....

The Cathedral serewdriver). Now you only have two
This is the first puzzle that might give flashlights to worry about. Watch the pat
you trouble. You need to speak to tarn, and cros: he platform
Father Desmond, but how do you get when the time is right. Gt the oil

past that gargoyla with zelting lying there, then go to the platform

fried? Evarything you read is in this
screen — you just pick up the coll of
wire and opan the access panel al the
base of tha statue on tha right. You'll
find one of the spiked rungs in the iron
fance is loose enough to pull out, and
you're in business, Use the wire, then
the spike, and the gargoyle s toast

The Opera House

When you return to the Opera Houses with
tha lens, Tophat will capture you

leave you hanging — literally

the old man; when he froes you, trive
straight 1o the Shadowlair and
heal yourself in the Liguidark
poal. Then head back to the
Opara House

Whare do you go from b
Grab a brick from the
curtains. Stand on the
the stage — it's just in front of
Tophat's wheel and use the
brick to flip the s h that oper
ates it. Down you go.

But now what? There's
makeup and jewsiry in the dregs.
ing r but the only way out

% back up to the stage. Move

ostumes hanging on the rack

gh the little door

i them. Now you're in the
sat room, which means you're
almost out bt this is where
everyone seams to get stuck. Look very
closaly at the big boiler, and you'll find 8
screwdriver (man, they can really maks
things tiny in thess SVGA games). Use
the screwdriver to take the door off of its
hinges, then tum the valve and use the
fire hose to blast the bricks away

Cygnus Building,
Maintenance Room
So you say you've tried every possible
convarsation path with Leon, and he
still won't get off his dufl and fix the air
coenditioning? That's because you can't
maks him do it, no matter what you

. A real costumed avenger would

)

There's that pesky screwdriver! Now that
you know where to look, it just jumps right
out, doesn’t it?

kick Leon's butt into submission, but
you'll have to settle for coming back
when you've gat Stletto with you
Then yaou just talk to Leon {any conver
sation choice will dol, then talk to
Stitetto. She'll use har “feminine wils
to-get Lean maoving {she's not too sul
He, but then Leon's not too bright).

The Observatory
Getting past the security camera is a
snap — just use tha Noctroglyph 1o
become invisible, But how do you get
into the building? You'll need the sack
mads and the Quickgrow solution
from the greenhouse truck. Just plant
a seed and watch that crack in the
Observatory wall grow into a door,
Now that you're inside, you'll
encounter the only truly aggravating
puzzle in this game. It takes timing and
luck 1o get to the lift platform without
being tagged byt
flas| hts, 5o you'll want 1o sive your
game before you-try. You'll never
make it if you try 1o go straight across
the floor, s0 move
the telescope (where you'll pick up the

The door puzzle could have you tearing your hair oot
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A coil ol wire, a wrooght-iron fence rung. and
a handy power supply make a perlect trap lor a
bothersome gargoyle

Master Macabre's Puzzle Door

This is a tough one, especially if you
hate Rubik's Cubg or those puzzles
where you have to slide squares arcund
to make a picture. The idea, of coursa, is
to move the colored pegs until they're
all lin p — white in the upper left, red
in the uppear right and Blue at tha bottom

B v

P

Getting around the ohservatory without being spatted by
the guards is tricky, but it can be done. All you need are
good eyes, good timing, and a linle good leck

bt if you've been wandaring around
the maze for very long, you probably
anly 2 a few minutes laft to live. So
hern's what you do — using the diagram
bealow raference, move the pegs in
this order 8283852841910

specially when your time is limited, So

we've numbered the pegs and provided the quickest solution,
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Indiana Jones and the
Fate of Atlantis

Dear Strategy

p the ladder
ou find &

Whoops... Looks like you'll need to omething about
those sailors
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he most popular computer
naval simulation ever
JUST GOT BETTER!

o

| o - | - -

——CLASSIC—

ﬂ‘%,}! 5 Harpoon CLASSIC CD is ready to give you

‘-“ - hundreds of hours of naval warfare enjoyment. :
i&‘_ ,—-"""’.351(_'. Alliance Interactive Software has updated and Ewy’ Mac
b U C,'bp‘ combined all the original HARPOON products, “"qu,.”.

added cool new features such as, airto-air refuel- fa9,,
ing, forty-eight new scenarios, and an enhanced
user interface, all to bring you the best of the best. You =,
now have over 200 scenarios, all 4 BattleSets, 3 Designers Series and
the Harpoon Scenario Editor on ONE CD-ROM (and yes it runs from
the CD-ROM*). Over $300 worth of great naval simulation m
all for only $49.95 (MSRP).

' A . ¢t Qe ety vistmriiise J6eees yO|1 o
iy Tt ey i i e
. s e 50

NEW FEATURES AWARD WINNING INCLUDES
48 New Scenarios “Top 40 Best Games of Al GIUK: Battleset #1
(over 200 total) Time* PC Gamers 1994 NACV: Battleset #2
Enhanced User Interface *Hall of Fame™ Computer |OPG: Battleset #3

i Gaming World 1992
New Digitized Sound Drivers ;
(PC) "WARGAME of the Year” R Haieses A
Airto-Air Refueling Computer Gaming World Harpoon Designer Series #1

1990
Upgraded to Version 1.5 “Best PC WARGAME” Game

Harpoon Designer Series #2
Harpoon Designer Series #3

Players 1990 NEW

Harpoon Senario Editor

Macinto!
Available at your local retailer or call o lanceinte
1-800-870-0920.  rroouct imomation Number 85 ' i




f you've never
written us before,
go ahead and put
pen 1o paper now.,
See, we're particu-
larly keen to hear
from you on two
issues. Most importantly,
there's the First Annual PC
Gamer Reader’'s Choice
Awards. This will be your
chance to speak to the PC
gammg industry, to tell

Tne Jo of AAM

Dear PC Gamaer,

n e:Your solution to the "BLAST
THAT MEMORY" letter from the
December 1994 issue. In the
sereen shot in column three, page 188,
the end of the EMM386.EXE line of the
CONFIG.SYS file was cut off, but those
of us with cagle eyes who scanned the
pic contld spot samething pretty nifty
which you neglected to mention: a way
o squeeze out an extra bit of memory!
There's an upper-memory region
reserved for monochrome monitors
which; if you have a color monitor, 5
not being used, This is a wseful 32k for
cramming an extra driver or two into
the upper memaory, and freeing up a lit-

tle conventional memory. To take advan-

tage of this 32k of space, add this Inclu-
sion switch to the EMM386 line in your
CONFIG.SYS file: i=B000-BYFF
Alternatively, use DOS 6.x's MEM-
MAKER In Custom Setup and answer
yes to the question. *Use monochrome
region for running programs?” (o
achieve the same thing. If you have an
EGA or VGA this should work fine as s,
but if you're using Super VGA you'll
first need 1o go o your Windows direc-
tory and add the line
device=CADOS\WMONGUME. 386 10
the [3BEEnh] section of your SY5-
TEM.INI file. This will prevent
Windows from locking up.
Hope this helps someone.

Michelle Agnew
Lake City, FL

Thanks, Michello! We've
mentioned the mono-
chrome trick before,
and it really can help
out @ fot — as our
next letter shows.
Adding that fine fo the
Windows SYSTEMINI file is &
big help, too — and one that
should come as welcome news fo
those who ve tnad the monochrome thing, only
to foge access to Windows!

them which prc:duc*ts you
feel were the best of 1994.
We're already compil-
ing the nominations you've
sent us, but there's still
time for you to send us
your picks. We'll put them
all together, and print up a
ballot sheet to run in next
month’'s PCG. So watch
for the March issue, and
‘don’t miss your chance to
make your voice heard]!

More Joy of AAM

Dear PC Gamer,

fler reading *DOS for Gamers” in
A msue 8 've become hooked on

your great magazine. The tip in this
artiche about how 10 create an upper-maem-
ory block in an area reserved for mono-
chrome monitors allowed me to open up
maore than 30K of base memaory, Without
the extremedy valuable advice given by Tim
Victor, | wouldn't be able to enjoy Palice
Quest IV, Even though it only requires
S60K of base memory,
' just barely able 10
get that much right
now —and |
wouldn't have
beren able o get
that much if
nod for the
article,

Yetl

Imow
you
an

still programs
stagmating in
the bowels of my
computer’s hard
dirive, swaiting the
day | can use them,
My ultimate goal is 1o
free up BOOK of base
memory, but | still need
help to do this, Also, are
there any special requinements
for creating boot disks o be
used with a Stacker com|
drive? Any help would be greatly
appreciated, and articles such as
“DOS for Gamers® are whal net sub-
seriptions. Thanks for listening!
Sincurely,
Todd Sl

We'te glad Tim's article halped you! This whate
memaory management thing can be & royal pain,

We'll have all the results
for you in June.

So Let’s Hear From You!

Write to:
PC Gamer Letters

300-A South Westgate Drive

Greenshoro, NC 27410

or e-mail at :

peeceegee@aol.com
74431,3433@ compuserve.com

djee5S2a@prodigy.com
* o o o o
and it takes plenty of practice to sort it afl out. The
other thing it takes — and this is where helpng you
et that 800K free can be tricky — is knowledge of
vour specific system, and the different device dri-
vers you might be unning. See, without knowing
how you e Gxing your systent and geiting a look at
your CONFIG, SYS and AUTOEXEC BAT, ir's pretry
tough to free op #lf the base memary possible,
We'll definitely take 2 fook at the whale memary
issug, though, and see i we can't put together a
tew mare tips.- Lt then, try rearranging the order
of the drivers in your CONFIG and AUTOEXEC:
SomElimes you can get mave to load high if you
load the largest divers st Don't forget the
MEM/T command o see exactly where the drivers
are lpading, and how big each of them actuafy s
Good hrek!

send in the Orcs

Dear PC Gamer,

reat magazine, great disk (and CD-
G ROM]. great price. ve bought sev-

eral games based on your recom-
mendations, and have found that | keve two
of the three | purchased. Since | really like
the magazine, I've got a couple of things
that | wanted to point out, and & comment
thist might make the magasine even better.

First of all, I'm a big fantasy/fadven-
ture RPG fan. Looking through past and
current issues, | found that the number of
PG games vou review has kind of shrunk.
What's up? Is it Just ot & very populur type
of game? In your December 19694 issue, |
don't think 1 saw a single RPG review! It
wold o be nice (0 see a couple more
AP strateghes and hints.

Second, [ think it would be great if
you swiould not anly sell past kssues of PC
Camer (which was a great iden), you also
st demo disks and CD-ROM's, 1 missed
the first CO-ROM in the December 64,
Issue and really regret it There were o ot
af games on that disc that | wanted to get a
first-hand look st I'm sure there are many
people out there who agree with me, and
would jump at the opportunity to purchase
it demos.

1 would also love 1o See 8 section on
great software deals and dealers.

Unsigned

PC GRHER March 1935




With MAABUS, Microforum has created
the uitimate video game everl
Revolutionary features make this new game a totally
spectacular interactive experience. Over 1100 3D
animations - more than in any other game on the
market today - allow the user to explore an
everchanging backdrop of intriguing locations.

A unigque plot with many challenging mysteries, and
the brilliant use of hundreds of audio effects,
Including original music compositions, bring each
moment of play to life. Mutated creatures, evil aliens
and a myriad of capavatzng \Mm clips mm some

Clll 1-800-465-CDCD

For, the name of your neanest dealer or to order, diectl

DIHRIEUTURIQEMER INQUIRIES WELCOME!
Microforum Ine. | Waodborough Avenue,
Toronte, CANADA MéM 5A1
Tel-(416)656-6406 Fax: (416)656-6368

@%sz'.wm %




Thanks for the lattar — and you can bet you're not
the anly one wiho's been wondering about the
drought in raleplaying games. Judging by the mail
we ve been gefting on the subject, it cerfanly
seems that the roleplaying genve is shill very popular,
Stil, hard-core APGs can be prefty tough for mew
gamers to get e — and REWCOTS dre an
increasingly important part of the market. A fot of
designers seem io be focusing an graphics-heaw.
E0-ROM extravaganzas, mostly becauss PCs arg
‘sailing inta the home in record numbers, and the
machines folks are buying are usually figh-end
MPC2 systmms.

Don't worry, though. 851, Sir-tech, Bethesda,
Mirgin, and others have plerty of RPG plans in the
warks, and redeptaying will continueg to be an impar-
tant part of PC gaming. Yaah, it's been a siow year
far the genre. But we e betting the simall guantities
wall hring hiphev qualty.

As far making demos available, consider it
done, When you order back issuss, fust speeify
whather you war the foppy or the CD edition.

And finally, rating the software sellers might
be 5 pratty tall order. In fact, since software sellers
vaary 5o much frovm region to region, you can probi-
by do a better fob of rating them yourself by caling
the soffware stores in your area for the best prices,
and ehecking them agains! the mail-arder compa-
mies i PC Gamer, From wial wat've heard, the
majer mail-relar eompanies Stack up prefy well —
Jusst make sure you take shiping and handling o
ACCOUNT Wi COMPArtg prices.

65 0

Dear PC Gamaer,

Irstof all, 1'd Hike to thank you for

putting out such o great maguzine.

Your rating system is fair and quite
accurate. and you've already saved me
counthess dollars! This alone makes your
magrzine o great value, and The CD full of
patches and demos is just more icing on

the cake. | would gladly pay much more
than you guys are asking (did T say that?)!
1 also have a couple of questions for
you. | run a BBS as a hobby, When | find
something as great as your magazine and
CD, | wamt to share it with my {riends. |
was considering putting the patches and
some of the demaos online for my users to
download (with a litte note
get them every month by sub
your mag). Can [ legally do this?

A lifetime subscriber,
Steven E. Parker
Dickinson, ND

Steve, we can 't really g you permission 1o post
the demos on The C0. Although we re happy o
inchide them aech month, they are st the propedy
of their rispéctive publishers ' probably be best
of youl covtmct them directly and gef their permission,
And then, just ke Dad used to say, s all right with
us if it's (K with them!

Upgrade Blues

Hello, PC Gamerl

have a guestion on upgrading. ['ve

heard lately that If vou buy & 486 com-

puter that's upgradable (by letting you
replacing the CPU chip) and you choose o
upgrade to a Pentium by adding the
OverDrive chip, vour system still won't run
as fast as a new Pentium machine, Right
noww | have 5 436-DX2 66MHz with 8MB of
RAM. It pliays all my fivarite games (like
BOOM and IndyCar Rucing) great, but the
time will come when & faster machine s in
arder; and I'd like to think that | won't have
o pay alot of money for a new maching or
a metherboard. Could you plense tell me if [
should start saving for a new system?

LETTERS

Thanks!
Andrew Downs
Toronto, Ontario

OK, first things frst. Yaah, #'s frue that many 466
machings were designed to take the Intel OverDrive
chips, providing & less expensive means of getting
better parformance from your system. But as of yet,
the Partivm OverDrive chip isn T ready - and yes
again, it's true that an OverDrive pentiunt probably
waort't be os fast as & whole mew systam. The maia
reasan for this is that the motherboard in your 486
— evim your BEMHz — really only runs ot 33MHz.
So whatever the speed of the Pertium upgrade chip,
it can 't mateh the B0, 66, 90, or 100MHz of a real
Puntium systmn with its Partivm-companiie math-
erboard And then there s the queston of faster
widencards, the benefits of the 84-bit PC1 local bus,
und so o, In the ead, wiile you may wel emd g
with ot system that's better than what you have now,
the Overnive route won t give you the performance
foap of a real Pantism system.

Gold in the Bargain Bins

Dear PC Gamer,

'dl like to draw’ your sttention to ane of
l the most innovative games 1 have ever

plaved — one that | bought at o local
Wal-Mart for just $5.00 about o week ago,
The game is 4-I Boxing. by Electronic Arts,
and it really kicks — despite the fact that it's
almost 4 years old.

Not since Red Baron has a game this
old fascinated me st much. The polygon
wraphics, which may have been unapprecl-
ated in the 286-386 ern when the game was
released, much resemble o cross between
Virtuag Fighter and DOOM. oven if they are
a litthe simplistic at times. [t rans smooth as
silk even on o 486/25, and the sound is
more than ample. 've been playing the
thiig for hours, and | continually find

Product Information Number 134




¢ WORDIGA

Shhh . . . It's a secret . . . We cannot disclose
the hidden word, it's up to you to solve it. In
addition to the myriad of word puzzies, Zig Zag

offers another exciting twist to the game, a word
game adventure, The solution is near, each puzzie

brings you closer to completing the grand
adventure.

Right letter and location, you got a Zig . . . Right

lefter . ., you got a Zag. A few lefters to go . .

Can you deduce the word before the puzzle ends?
Prepare your deductive powers as you embark on

the ultimate word puzzle adventure game!

"'A word game that you can't put down”

"Non-stop entertainment for the whole family” . . .
“'A unique word game with adventures as well” . .

& Intuitive Interface

 Enormous built in Dictionary

® Player History

« (On-line Hints

® 4.5 6, &7 Letter Words & Numbers

Product Information Number 110

“Zig Zag" computer game is for IBM PC.
It can be obtained through your favorite
retailer or call:

1-908-788-2799
or by writing to:
Q0P—495 Highway 202
Flemington, NJ 08822

Copyright 1994 0.0.P, All rights reserved.
IBM is a trademark of International
Business Machines.




mysell just three inches from the
grunting ever time the screen Na
as the computer opponent lar
comba. | particularly enjoy the m;
angles, which you can
eview a fight
on the aes ‘hll-.ﬁ of box-
ings. but ['ve yet uw Lk
sse It for i
|| you reviewed this game while compiling
your Top 40 [ist or not, but in my book it
runks right beside Stunts for pure enter-
tainment. Any ideas what it would take to
lectronic Arts 1o make & sequel
what with the first-person perspective
e raging? Throw in some mid-E0s tex-
ture mapping, high resolution graphlcs,
and modem support, and we'd really have
one heck of o gume. Tell vour readers to
g to Wal-Mart now and rummage
through thelr bargain software stack till
they find this one. It's tou good to pass up
for thist price!

Matt *f can go another round® Williams
Dowelliown, TN

Dur ol buddy Steve Ponle, mow GP Publications’
anting gury, lebbied hard for 40 Boxing when we
were putting togather that Top &0 Nst. And it fust
about mrade the cut, too. You're right abour this
one: It's kick-ass boxing sction, and reafly the best
fand ane of the only) boxing sims around. Only five
bueks, you say? That's definitely the bargain-bin
diall

O, and we calied the fofks at EA to fell 'am
how much you iked the pame, and io see i we
couldn 't leam something about the possibidiny of a
sequel. You N be sorry to hear that they re
nothworking on 8 sequel any time soon.

Blachthorne and the
bamePad

Dear PC Gamer,

PC Gamer. Even dedicated wargamers
like mysell crave the occasional bit of
mindiess blood-letting, and this game cer-
tainly seemed to offer that and more, The
demo certainly did
couldn’t walt 1o buy thy
Well. now that 1 have the finished
game. I'm pretty disappointsl Despite
the fact that the demo had some wonder-
ful joystlck support — including the four-
button Gravis GamePoad — the finished
version of Bluckthirme | bought doesn't
even recognize @ joystick! Bon't get me
wrong, because | like what I've been able
see. Bul whio wants (o play an arcade
game with keybourd controf?
What's the deal? What happened
to the joystick support | just assumed
would be Included with the final version?

I really loved the Blackthome demo in

Thanks,
Gerhard Bohn
via e-mall

You're not the only reader wha's brought this little
maiter fo our aitention. And plenty of gamers have
camplained to Interplay, tog — enough that
Interpiay has faken steps to fx the problem.
They've issued a patch that puts the joystick sup
port back in the game, and you can download it
from America Onitne, GEnie, Prodigy, and
CompuSarve. Or if you'd rather, you car get it
divirctly from Interpley’s BES at (714) 252-2822

Oh, and the patch works wel, too. AN of us
here are-using #°

Controller Help

Dear PC Gamaer,

Waould it be possible if you could review
and rate some of the controllers out on
the market? 1 know you did the plece in
the November issue on the Gravis
Phoenix, and ['d like to get your opinlon
on a few more. [ am particularly interest-
ed In the driving setups avallable m..;|
with IndyCar and the new NA
Rucing out. | had seen a couple
the mag, but no one in my o
thiem. And at $110 and up, 'd hate (o
send off and be disappointed. Any help
would be appreclated!

[v(l in

Thinks,
Gary Calhoun
Kinsport. TN

Funny you should ask, Gary, Matt's fining up some
pretty coal deving setups right now, and plans 1o
feature tham in Peripheral Visions soon!

Where's The C0?

Dear PC Gamer,

tion to the CD edition but for the past

two lssuies, | recelved the floppy edl-
tion. What gives? Also, when will I get
my free game that was offered when |
subscribed to PC Gamer?

lsent In & card to change my subscrip-

Thanks,
Robbie Lewis
vin email

Glad you asked! Qur subscription house had some
technical probiems with their database causing
some of pur subscnbers fo recetve the wrong adi-
tion of the magazine in January snd February. To
remedy the problem, you can call Neolata at (800}
264-9717-and thay will correet the proliem.
Tywically, it takes 6-10 weeks fo recewe

. the frae game you get by subscriing fo PC Gamer.

We experisnced some delays in getting the games
from the pulblishars, but have just recerved a large
shiprment, f you've waited more than 10 weeks
and st don't have your game, call gur cusiomer
service dapartinent at (B00) 898-7153 (fram the US)
or {415) 696- 1861 foutsida the US| See page 112
Tor more details on contacting custormer service or
our editoral offices.

CATALOG

with every order

on any two in-stock games
and on backordered games

with every order

NEWSLETTER

Send me your current newsle
(] Here's $2. Send me your catalog, $2 off
coupan and m ewslatter

n Games

Product Information Number 133
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The Future of Entertainment is Here
As Virtual Vegas Presents

The mast gifted gals of cyberspace compele in Virtual Vegas for the coveted crown of Ms.Melaverse and you're the |udge|
With state of the arf full motion graphics, live vides, and an uproarious script by writers from National Lampoon Mag
you've never seen anything like Ms. Metaverse before. Available in April for onlly $43.

Also Available From Virtual Vegas... the ..."'2:.....“8'."-2‘&';.'."

VIRTUAL VEGAS
VOLUME ONE

L[+~ L] ]

o n \-l Play Blacklack with the

r‘ : ‘ sexiesl, sossiest deolers
this side of cyberspace.

4 . sy Hours of interactive video,
A 3-D walkthroughs, and
T ] eieenl | woice recognition technol

L ogy are of your fingertips

T in Virtual Vegas Volume One. Winning isn't

e everything, but in Virtual Vegas, even losing

is funl Availoble now for only $ 195,

- L)

at hittp:/ /www.
' ;10 ,000. That' right.
i 910,000 big ones. All you
have to do to win is be, find,
or create the most seductive
being in cyberspace and,
through the infernet, enter
her in Virtual Vegus Ms.
Metaverse contest. To find
out more, Just lune your
browsers to:
http:/ /www.VirtualVegaos.com
or your telnetscopes fo
VirtualVegas.com 8888 and
experience Ms. Mefaverse
ondine for yourself.

1042. We take MC, Visa, Discover, (hecks and Money Orders. Checks held 1 days. memd-dcplnnnumbm.
Sibphgﬂlhmdlt[m lnsl international shipping $25 (most Countries). e-mail 10007,13248 compuserve.com
Product Information Number 139

!w:ssyu:tb 0'd" now 800-999-7995. e vies: Mision tntrol, 100k, psuss,



[{¥ GAMER

Proudly
Presents...

[HEWaICr
I:unresr /

It looks

ke we were right whe we
did our Scoop! on Warcraft: This game__ |

CONTEST

is hot. But with your help, the sequel
can be even better!

When you think about i, Warcealt fust
couldn’t miss: tiny orcs, woe e
humans, all wellarmed and ready to
obiey your overy command. This sirate-
ay ttke patks all the challenge and
chitrm you tould sk for — so you just
Kpenw there'll be a sequel! And thanks 1o
Bllzzard and P Gamer, you can be part
of the design process!

Win a Trip to the
Electronic Enter-
tainment Expo in
Los Angeles!

I you're our lucky winner,
you'll get:

* Round-trip airfare for two (win-
ner must be accompanied by
parent nr guarﬂlun under 18
years old

- ‘ﬂmsnlnlns hotel accommoda-

That's right — you'll be flawn 10 Los
Angeles Tor the Electronic Enter-

tainment Expo — May 11, 12 and 13
19805, You'll gt the chance 16 see some
ol lI1- year's Haltest games — months
bofore they'll bo shown to the general
public! And best of all, you'll have o
special meeting with the designers of
Watrtrifl o discuss the sequel in per
son. Talk alout clout!

So come on, let's

h

th id I
Ertering the Warceafl contest couldn’t
be easier

vhunce o tell the folks at Ithu i un al
Kind of things you'd ke to soo
next Warcralt, Just jol down v L
and sugaestiony for the sequel (tey 1o
Kew'p 1t briedl), include your address and
& daytime phone number, and mall i§
ol ta:

The PC Gamer
Warcraft Contest
PO Box 18077
Irvine, CA 92713

O winner will be chosen at random
from all entries, Sosend os that letter
— yout Just migiht be on your way 1o
sufny LAl

All Entries Must Be Re-
ceived By April 1, 19951

Only One Entry Per
Person, Please!

Sure, the Humans in Warcraft build some pretty castles.
But in the sequel, maybe there won't be any Humans!

won i final

P GANER March 1955 g
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No more PASSWORDS! 2
No more CODEWHEELS!
No more KEYDISKS!

enbertoinment :uhnnre
hat's mare than any other program of it's kind!
- Easy to use interface
, + Advanced ufilities
| + Quarterly upgrades
- BBS Support
Mﬂ!lﬁi PC comes with

To order, call REM Software:
1-800-457-1161

Product Information Number 119
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Your living room will never be the same with Boffin's
VIP 50 Video Converter. It's Big-screen action for all
your favorite games, turning your living room into an
exciting multimedia game room. Why settle for a
mere 14 inches when you can witness life-size real-
ism on any TV*? Simply connect the VIP 50 between
your computer's VGA port and your TV*. The VIP 50
is compatible with any DOS application that displays
in 640 x 480 VGA resolution. Connect to a VCR and
record video tapes to send your friends, or take this
compact unit with you next time you visit.

“TV sat must have a compasite video $
input. VIPS0 can also be connecied

through a VCR or an AF modutalor.

Act Now and You'll
also Receive a Free
Doom CD-ROM Game!

612-894-0595

FAX: 612-894-6175

Product Information Number 89

nieezchive impressions is your
complete source 169 the Tinest
Jirodall interactive GO-R0M

Fach s g Teatared.
= willpraviés you hoars

of shalEfiliy entertainment:
Cal Yo fHTtree catalog i

or e vuurlmnaléug today !

IOIIIII 321'“30

s w2l Baa
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Next Time

in PC Gamer...

it"s our Celebration of Spring, as the

bacchanalian staff of PC Gamer bids
farewell to winter with plenty of
new blossoms, sweet wines, and dancing. Then

we'll start on the April issue, with stuff like....

The Las Vepas
Heuurr Winrer CES

ear again, when game pub
and the press all gather
Lv a look at the games that'll
year to come. We'll

and the
5 of r‘n show. It II be so re
swear vou can hear the slot mact

: Some of us here think it should be our nation's capi-
tol, since it embodies all that makes America great....

sSesssBRNBsRRRBOBON

05 Wars:
Windows 35
vs. 05/2 Warp

You already k

w that PC gaming ci
an exercise in frustration. what with memory
woes, [RD conflicts, and all the other techini to alleviate a lot those DOS woes.
cal questions you f h time vou install a is the best system for gamers? We'll take a
niew game All that may be changing. close-up look next month!

though, thanks to Microsolt's Windows 95

52 Warp. Both are
w operating systems with the potentipl

-

Your Review
Connection

* Live Action Football
* Heretic

* Wings of Glory
—.and plénty more!

T & big batch of Scoops!, all those
friendly PC Gamer columnists, and more
Eyewitness than two strong 1 cal
and you've got tr nmkmu-. of a I
Springtime Extra AN

Don't miss the party —
only in the April
PC Gamer!

', And April will be no
exception, with a whole new crop
. all reviewed
I for your gaming enjoy-
far. we're planning to

= Dark Forces
= Knights of Xentar
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TRUE WAVETABLE SYNTHESIS * 156-BIT RECORD & PLAYBACK = 3 CD-ROM INTERFACES = 32 VOICE POLYPHONY /MULTI-TIMBRAL

EXPERIENCE THE POWER

t Of ApvanceD WAVETABLE SOUND TECHNOLOGY
l

WMWdMMMMWMMmewMﬁmmmIJIIroSoundM.l!"
The newest wavetable PC sound card from Advanced Gravis, UltraSound MAX comes with over 5.6 megabytes of real i gs to produce
nvdmsdhmﬂymﬁalum—lglﬂmlhunﬂuﬁmysunﬂpunpdmhy!ﬂmﬁﬂwﬂniﬁumr@nm?whm“mdm
Pinball™ (both included), Enjoy and digital sound with hundreds of popular applications that already support UliraSound. The MAX
will also give you great sound with most gomes and applications written for Sound Blaster™, MT-32, Generol MIDI, and Windows™.

Record or playback in 16-bit sterco ot 48kHz (surpassing CD quality). Explore aver 15 megabytes of bonus software. Offering you the greatest flexibility,
the MAX uses a unique, RAM-based wavetoble system, Imogine cregting new instruments bounded only by your imaginotion. With MAX it’s for real.

UltraSound MAX is the mast camplote, powerful, and affordable setmd card you can buy. Advanced

For more information, or to find out how to obkain the UliraSeunt Experience CD-ROM demo, G
call (800)663-8558, (604)431-5020 or fox (504)431-5155,
Product Information Number 85
i

SPEED-COMPENSATING GAME PORT * SUPPORTS W'Im“‘ 3.1/MPC2, GENERAL MIDI, MT-32, AND SOUND BLASTER™ APPLICATIONS ‘




RGE

perfect assassin for the
Mondites” master plan —

| — | but smﬂi?ﬁq wenl wrang.

-

This is mere thon o science-fiction computer hame — it's an ORIGIN

Interactive Movie. We've made o movie for yby to star in, not jost

another gome 1o play. Your interaction advances the story os you ’

toke your onimated 3-D synthetie “actor” through o dramatic o 4 &
oction-packed adventure.

« Employs the camera and editing techniques found in your favorite
movies — from varied camera angles to rapid-fire cut’ nqumi
long shots and dose-ups for emotionol impact.

« Provides more thun 200 fluid, animated movements

oinstokingly mo on real-life motion. ‘-.‘ HRIG’N
. :mn::::;b:::: tempo tf{uhun ::“ plot flows swiftly b\; [:I] @ o %MM HNovie.

smoathly, fueled by your decisions.

; ORTGIN SYSTEMS, INCxpatsenrs “BIOFORGE”
& “SCERIC HYMAN " KEN DEMAREST “NJACK HERMAN .. BRUCE LEMONS
. "t JOUN TIPTON "~ BRENDAN SEGRAVES, LANCE GROOMS & JAMIE RODD
ais RICHARD GARRJOTT

\g \ 1 ¥ Dpttems (nt Boabaign ond Buipe Inipsthion Benie sr (adanants of LU RTH ERRTEEITT A T
: '\ Produc! Information Number
\ /
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