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Artificial intelligence so advanced, players think and react to you like
real pros. They know if they're winning or losing. And they hate to lose.

PROTECT LEAD PROTECT DEFENSIVE Z20ME
NORMAL FORECMECK PRO - PREVENTS SCORING
AGE VE FORCHECK CMANCES
CON: OPPONENT CONTROLS |
ne PLAY |
PLAY MAN |
INTIMIDATION MODE }‘
T T
The first game thatflets you control offensive and defensive plays. Run the trap,
pinch the defense, dump and chase and play pro hockey...well, like a pro hockey player.

a new standard of artificial intelligence. the most realistic gameplay ever.

“...sports gaming just stepped up to the next level.” COMPUTER GAME REVIEW
“...just like real pro hockey...” GAMEPRO

Take on\the best teams and players in the NHL". Then, if you live through
that, try international play in our exclusive World Tournament.

Exclusive motion-captured players that move and sl
S0 real, you can almost smell the ice.

-
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[Nnuunvki N odical

entertainment | [

© 1996 VIRGIN Inc. and RADICAL Ltd. All rights reserved. NHL® i a registerad trademark
and Powerplay™ is a trademark of the National Hockey League. All rights reserved, All NHL logos and markes and team 1ogos and marks depict-
d herdin aro the property of the NHL and the respective tsams and may not bs reproduced without e prior written consent of NHL
Entarprises;, Inc. © 1995 N Offickally liceasad product of the National Hockey League. All NHLPA. National Hockey League Players’
Association and the logos of the NMLPA are registered frademarks of the NHLPA and are used under license by Virgin Interactsve Entertainment,
Inc. Officially licensed product of the National Hockey League Players’ Association. Capyright NHLPA 1996, Virgin is a registered trademark of
Virgin Enterprises,Ltd.

Photo credit: Driver by J. /8. Bennet Studios.




o Reviews Index
VOLUME 3 NUMBER 6 « JUNE 1996 Oh no! Mom tossed out your

back issues of PC Gamer, and
you've forgotten what score
Cover Story we gave Dip & Twiddle?

Don't fret — our latest reviews

index covers every game we've rated since

B e
-
, » n ' December 1995, and it doesn’t cost a penny extra.
Get the inside story on some of PC gaming’s
' most exciting new titles.
GdES MULTI-PLAYER 2 Back to Baghdad

George Lucas’ PC gaming empire reveals EB Reenact the Persian Gulf

two of its most closely guarded secrets: War, or fight it your way
X-Wing vs. TIE Fighter and Jedi Knight: " with tactical nukes! Everyone’s talking
‘Dark Forces Il. Get an exclusive look at the first . about this amazingly detailed and realistic F-16 air

'__'multl-player Star Wars games, plus Outlaw, an Old combat simulation.

% Time Commando
What good is time travel if you can’t beat on a
few frightened cavemen? Punch your way
through the centuries in this new action/adven-
ture from the creators of Alone in the Dark.

4 Blood & Magic

Golems, goblins, gargoyles, and ghouls — Blood
& Magic challenges you to build a fantasy army

Cover and feature art by Ron Lussier

in the Forgotten Realms. It’s real-time strategy set
in the world of Advanced Dungeons & Dragons.
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You can’t judge a game by its 4
cover, so let us help!

4 ATF

5 Batman Forever
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2 Descentll

130

133
13 Dinotopia

30 EarthSiege 2

88 Fantasy General 137
3 Fast Attack

5 Gearheads 15
6 Kingdom 0° Magic

1l Pool Champion

I2]  Rayman s
126 Red Ghost

1l Renegade Il

8/  SheliShock

106 Silent Hunter

87  Silent Thunder

3

125 Spycraft: The Great Game W
I8  Star Trek: DS9 — Harbinger
18  Virtual Snooker 150

122 Spycraft: The Great Game
2  Whiplash

:
The PC Gamer CD_

The Plot
Thickens ...
on the

New CD!

13
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Eyewitness
Get up-to-date on Internet gaming, online
services, upcoming games, and more.

EX[eﬂdEd Play T. Liam McDonald
Tom leaps into battle with the latest
add-ons for Command & Conquer and
Steel Panthers.

The Leaming Game Heidi E.H. Aycock
Who the heck is Mr. Drumstix? Find out
all about him and his musical friends in
The Learning Game.

Peripheral Visions
Dan offers a little advice to those con-
templating a do-it-yourself PC project.

Dan Bennett

Lupine Online Scott Wolf
Tanned, rested, and back from vacation,
our online canine digs into the Infobahn.

Altemate Lives Michael Wolf
Say hello to Michael Wolf, who dons a
new hat this month as PC Gamer’s new
Alternate Lives columnist.

William R. Trotter

Desktop General
Microsoft’s plans for world domination
call for some Close Combat. General
Trotter gets into the trenches and digs
out the story.

Tim Victor

Tim's Tech Shop

What does “vertical refresh rate” mean,
and how can it affect your gaming?

Strategy Central

Hints for some of Ripper’'s toughest
brain-teasers, plus secret codes for
Descent I, Whiplash, Wing Commander
IV, and Screamer: that oughtta be
enough to ease your cheatin’ heart.

Letters
Lonely voices crying out in the wilder-
ness: our readers write.

Next Issue
We're better than the best, but wait ‘til
you see what's next.

Subscription Information
Subscribe to PC Gamer, and you'll be our
best friend.
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The Force
|s Strong
This Month

ssuming you can find someone will-

ing to complain about LucasArt's
terrific Star Wars games, X-Wing, TIE
Fighter, and Dark Forces (and let’s face
it, who complains more than us
gamers?) there's one thing you'll hear
time and again:

“Where are the multi-player
options?”

At a time when head-to-head play
via modem or network is practically
standard equipment on all PC games,
it's been conspicuously absent from
LucasArts’ otherwise excellent games.
But that’s about to change.

LucasArts is finally embracing
multi-player gaming in the same way
they approach all new technology:
only after carefully watching from
the sidelines, learning what can be
done with it, and figuring out a way to
do it better.

The first fruits of their labors will
be X-Wing vs. TIE Fighter and Jedi
Knight: Dark Forces ll, two new Star
Wars games that promise a lot more
than just multi-player action in a famil-
iar universe; imagine all-new game
engines and astounding, high-resolu-
tion 3D graphics — better yet, stop
imagining and turn to page 58 for an
exclusive, inside look at some of the
most exciting news PC gamers will get
this year.
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GET. THEIR MONATORS
UP TO OUR STANDARDS,

WE QUIETLY WENT AND

OET NEW ONES.

MultiSync is a registered trademark and CromaCiear, M500, M700 and See, Hear and Feel the Difference are trademarks of NEC Technologies, Inc. Windows and the Windows 95 logo are registered trademarks



The New MultiSync® M Series Monitors
With Revolutionary CromaCLear™ CRT Technology.

While the others have been content to merely
change their monitors, we were bent on changing the
entire industry. Introducing the MultiSync M Series
monitors from NEC — a new generation of monitors
that will forever change your expectations regarding
image quality.

The MultiSync M500™ and M700™ monitors are the
first to incorporate CromaCiear, NEC’s patented new
CRT technology. Similar in design to that found in
today’s televisions, CromACLEAR lets you view text,
graphics and video with enhanced focus, greater color
Designed for  Saturation, better contrast and increased
g depth and dimension. Simply put, you'll

Microsoft
Windows 95

enjoy the brightest, sharpest, clearest

images in the industry —~ just what you've come to
expect from NEC.

What’s more, our Video Boost feature automatically
sets the monitor screen to the optimal contrast and
brightness level for viewing TV and video images.

Built-in speakers allow you to customize sound

for movie, music, games and voice

conferencing applications. There’s even

a built-in microphone.

In addition to PC and Macintosh®
compatibility, the MultiSync M Series
monitors feature

Plug and Play

compatibility for Windows® 95 and are

backed by a 3-year limited warranty.

The MultiSync M Series monitors from NEC.
Think of them less as new monitors, more as the
standard by which all others will be judged. To
learn more about either the MultiSync M500 or
M700 monitors, call 1-800-NEC-INFO. To have the
information sent to you by fax, simply call
1-800-366-0476 and request document #157201. Or

contact us on the Internet at http://www.nec.com.

SEE, HEAR AND FEEL THE DIFFERENCE™

NEC

f Microsoft Corporation. All other trademarks or registered trademarks are property of their respective owners. GSA #GS00K94AG5241PS01. ©1996 NEC Technologies, Inc.

Product Information Number 137

Key #27551.



Ass-stompin’ aliens have landed

in futuristic Los Angeles, and

the humans suddenly find

themselves atop the endangered

species list. The odds are

a million-to-one, just the way

Duke Nukem likes it!

— » ’ ™
FormGe R o 5
-__x_--,‘-‘:-f’."."f.—:":" EALN‘ !
T s———. REALITY IS OUR GAME.
Marid Wade CIS (GO REALMS)
M TWE Cr vchbs. com] AQL (Keyword 30 REALMS)

Developed by 30 Realms Entartainment. All Rights Reserved Exclusively distributed by FormBGen, Inc

Product Information Number 109




Well, what are
you watting for?
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For more details, make tracks
to your local software retailer!
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INSTALLING ¢ PLAYING * QUICK TIPS

No Monkey Business

t’s now Month Five of the Missing
Monkey Crisis, and all we have on
our side is a trace of greenish mud,
an annoying voice, and a disgrun-
tled receptionist. It's a wonder how
we here at the PC Gamer offices
manage to keep our heads about
us; if not for the blessed distraction
provided by this month’s game
demos, we'd be in a real mess.

Our new assistant art director,

. Quintin, just can’t understand why

. we're all so upset — although a few

- pokes with the official PC Gamer Sharp-

' ened Stick brought some tears to his
eyes, and he began to understand the
serious nature of the situation. He says
that he’s never seen such drastic devo-
tion to an office pet. We guess he’s just
never been lucky enough to have a pet
monkey like Rikits.

Things are coming to a head, now,
and we need your help more than ever.
Keep gathering those clues, and maybe
you can help us find our beloved pet, the
monkey who's tops in our book, Rikits.

~ Meanwhile, we’ll try to carry on here at
~ the PC Gamer offices without our late-
- night games of Spin-the-m —aand‘
- we'll have great interactive demos «
Afterlife, Seek and Destroy, and
Snooker (all on this mont
keep us company.

You begin in the secluded
alley that leads to the hldden %
PC Gamer elevator. Move

g PCGAMER June 1336

your mouse pointer around the screen
until it turns into an arrow. Click, and
you'll move in the direction of the arrow.
Click on the door handle to open
the elevator, then click forward to step
inside. Turn around until you're facing
the front of the elevator and click on the
button. Connect the two loose wires.
Once you're in our offices, you can
move around using the mouse. To check
out the game demos, click on the juke-
box. When you're ready to leave, move
your mouse to the top of the screen, and
a menu will appear with an exit option.

After you've visitedour  ©
offices, this jukebox will -
appear in the alley. It's a j

shortcut that'll let you
bypass the elevator and go
directly to the game demos . -

in future sessions. . i

lx 4

u,

Quick Start for The CD

Our new front end is Windows-based,
so setup couldn’t be easier:

1. Insert the CD and load Windows.

2. From the RUN option (found under the
File menu in Windows 3.1 or under
Windows 95's Start menu) type
X:SETUP (where X is the letter of your
CD-ROM drive). _

3. This will create the PC Gamer icon
group. Click on the icon, and The cn
will launch.

‘\"' . i

L

4\‘?"

i

This is
the elevator. Click on
the handle to enter.

¥




Using the Jukehox

System Reguirements

486/33; 4MB RAM; 8MB
hard-drive space; Mouse /
(Win 3.1 users will need to >
be sure they’ve got the /
SHARE.EXE utility loaded)

These requirements are
for loading our front end

'._/!‘,./

W

Notes on Using Patches

Aide De Camp v.1.16b (HPS)
Aliens v.1.0.3

Allied General v.1.1

 Click on the name
of the demo you're

e g o gt
: you'll receive

installation info.

program only. Each game ‘ : ;
dsg':o wiI; have its own - Angel Devoid Update .t Attention Win95 Users
additional requirements, / Anvil of D .
so be sure to read them > 2 RN "l'hetnev:’i;g GT(TQ' ok
carefully. ‘ Battleground: Ardennes ﬁ:;' wei't'h Wixow‘:;s.
RIS RO ‘ Civilization II Sound Update - To install and run some
; mmm“"ln . DOS game demos, you
o TR TG ELEIE (4 LLLELLLE LELLLEed uu;uu:u 32333232 may need to reboot into
¥ nos do ‘ ' ' a DOS session. If the
sty bt W=, P o [ ¢ . (e A
and the demos in that 1 1y /!//' niym {' screen sequences, you
- / |\ ~\ should enter the Control
category will appear . . & 5 G " . Panel’s Multimedia
. A - -/ : ' \é‘ ¥ e - option and set it to
on the monitor. ; m-/‘“ il “‘\s\_‘ View in Window.

Free Demos

- Newsstand buyers now have the choice
“of purchasing either the CD-ROM Edi-
tion of PC Gamer for $7.99, or PC Gamer
~ without a CD-ROM for $3.99. If you pur-

chase the edition without a disc, you
can still get free game demos because
all PC Gamer readers have the opportu-
nity to get demos and other goodies in
a couple of different ways:

In the event our front end doesn’t load
or run properly on your machine, you
can still install each demo, bypassing

our front end altogether.

To manually install a demo, take a
look at the Command Box located to the
.= right. This box contains a list of demos
et along with their directories and installa
tion commands.

To get up and running using the
Command Box, first switch to your
CD-ROM drive and change to the appro-
priate directory by typing CD\DIREC-
TORY, where DIRECTORY is the one
listed in the Command Table next to the
game you're trying to install. Once in the
A appropriate directory, type the Install
-3 Command, then press Enter. For exam-
ple, to install the Afterlife demo:

Type CD\ALFDEMO and press Enter

Type ALFDEMO.EXE and press Enter
The demo of Afterlife will then be installed
on your PC.

* on chart at right = Must install
through Windows. Afterlife, Bruce Jen-
ner's Decathlon, and Warbirds requires
Windows 95.

1. You can download demos and check
out PC Gamer's new look at our World
Wide Web site at http://www.pegamer.com
on the Internet. Our Web site also features
a special Strategy Plus section, links to
other hot Web pages, and gaming news.
2. You can call our Customer Service
department at (415) 468-4689 (between
the hours of 9 a.m. and 5 p.m. PST) to

have The CD mailed to you for only $7.95
ipping sad han :
Demo Directory

i

Disc Editor's Note

Those of you who run Windows 95 will
be happy to learn that, starting this
month, we've incorporated AutoPlay

- into The CD. Just put the disc in your

. CD-ROM drive, and it'll install The CD (if
necessary) and run it automatically. It's
- the feature most often requested by our
- Win 95-savvy readers, and we're

: d to include it

Installation Command Disc Page

|

|
|

1
i
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Afterlife
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Company: LucasArts
Tech Support: (415) 507-4545 :
! Release Date: Available Now ‘9% Zoning
*| Category: Simulation Modes
. ﬁowmd WMRWWMBMSVGA —
o il
Karma
Station

Build
Karma
Track

rs. You'll n 28 Atfirst glance, the options in the toolbar
WECEVEIIRCERCEEI BN could be a bit overwhelming. However,
, managing a spirtual 8 with a bit of experimentation, they’ll

As the population grows, so do the structures in e nd ﬂdl Who . . et
28 the realm. Make sure you have plenty of roads. 5 building ferry ports. ecome second nature.

(J“,[ 4 J“ (5

Company: IsMotion : strange apparition
Tech Support: (310) 570-1885 : attempts to remove
Release Date: Available Now : your head from your
Category: Graphic Adventure : body, it's time to go
Required: 486; BMB RAM; 14MB hard-drive space; | : into action. You start
VGA : the demo in the
Install: \KNIGHTS\UNSTALLBAT i Museum of Medieval
: History and Customs.
sing the same engine that made the : Right from the start,
Alone in the Dark series of adven- i you'll have to do bat- L e
ture games so popular, Knight's ; tle with another These knights tend to appear throughout the demo. A few good blows
Chase is an exciting journey into the : ghostly knight. with your sword, though, and they won't bug you anymore.
dark and mysterious world of the : Controlling
Knights Templar. : William is a breeze — to walk forward, : find, he'll look up and make an observa-
You play William Tibbs, a college ¢ turn from side to side, or walk backward, | tion about the room he’s standing in.
student who becomes embroiled in sor- : use the arrow keys. You access an inven- Combat is controlled with a combi-
cery and magic that spans centuries. : tory of the items you're carrying by hit- : nation of keys. Select the battle mode
When your girlfriend is kidnapped and a : ting the Enter key. You use the left and : from the inventory screen, and William
right keys to cycle through your inven- :will go into a combat stance. While hold-
: tory, and the up and down arrows : ing the spacebar down, use the arrow
Hi NT : choose the action you'll perform. keys to attack — the up arrow will make
: When a portrait of William appears William do a head-butt; the left arrow
in the circle, you can choose to put him jabs left; the right arrow is a right punch;
into battle mode, search mode, or push and the down arrow makes William kick.
mode. In each of these modes, you’ll : The same is true when William is hold-
perform the appropriate action when ing a weapon.
you hold down the spacebar. For exam- The puzzles you'll solve in the
ple, when you want to look for an item, . demo are a small example of what's in
press Enter, highlight the Search icon, ¢ the full game. When you finish the
and press Enter again. Then hold down demo, you'll see a short trailer featuring
the spacebar, and William will search the : some of the dramatic images and 3D-
area he's facing. If there’s nothing to rendered art in Knight’s Chase.

As the demo begins, you'll have to do battle
with a ghostly knight. Once the fight is won,
you'll need to shut down the security system
around you. If you search for a bit, you'll find a
box on the wall that contains ammo for your
remote-controlled catapult. To open the case
and get the ammo, you'll need to use the mag-
netic keycard in your inventory. Make sure
you're standing directly in front of the case, or
it won't work.

UM PCGRMER June 1936




: YOU CAN WATCH HIM ON TU.

AN READ ABOUT
N THE SPORTS SECTION.

=
0"
oq.'::o.
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0.: p
‘e

OR YOU CAN SEND HIM IN TO
PITCH RELIEF IN THE BOTTOM OF THE HINTH.

Product Information Number 148

No matter how you slice and dice the Lineup, when you play Front Page Sports: Baseball Pro ‘96
you'll be playing the Big Unit of baseball sims. It's the only game that relies on more than stats

to put the ball in play. 1t also goes deep to take a look at wind, humidity. ball spin, and bat speed on
every single swing. Graphics hit a dinger too, with ultra-realistic motion-captured 3D animation, and
" camera controls that let you watch From anywhere in all 28 big league ballparks. Then there’s the sec-
tion where you can slip into the body of any active major leaguer and show your Stuff oo
at pitching, hitting, and Ffielding. The coolest thing, though, is that you get to &
make managerial decisions that are highly questionable. Or, possibly, pure genius.

S I E R R A Wanna see some amazing screen shots? Log on at http://www sierra com,
AOL or Compuserve. To order the game. call 1-800-757-7707

ek |

|

e
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BEcolmE A "ART Vi
OF History!

Join the Next Revolution in Computer

Features Include:

Multiplayer gaming over the Internet. /

High Resolution graphics (up to 1024x768), 2
ith absolutely p ayable framerates on a X266. B ey

del data for specific WWII aircraft obtained through
ssified flight test records. 7 3’3”41 coil

oa : "r,
attle damage mapped to specific points on ag ,lns
dIdual aircraft. // of ponier

viilsad

.....

ww.icigames.com

Interactive Creations Inc. 1701 W.NW Hwy, Suite 220, Grapevine
Voice (817) 424-5638 FAX (817) 251-2228 : Product Information Number 120
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Company: GameTek

Tech Support: (800) 439-3995

Release Date: Available Now

Category: Action

Required: 486; BMB RAM; 10MB HD space; VGA
Install:\ROADWARNNSTALL.EXE

HINT
Don’t be afraid to use
your hood guns.
They're not as deadly
as your other
weapons, but if you
use up the others too |, : h ?
< quickly, you won't earn money, then
' have anything left to Lissikeii
= take on the really weapons to make
bad guys. your taxi more
5 powerful, you'll
: get everything you need at the start of
i each mission. The cut-scenes that propel
. the story are done in a comic-book style
: that fits the game’s cartoon violence.
: To drive your cab, use the arrow
i keys to accelerate, back up, and turn left
: or right. Fire your weapon with the Ctrl
: key, and switch weapons with the Alt
¢ key. Your hood-mounted guns are
. always available; just press the spacebar
¢ to let loose with a hail of ammo.
: The missions you'll perform vary
: from assassinating important city offi-
. cials to blowing up a moving van for a
: vengeful divorcee. Hit the M key to take
. alook at your map; and watch the direc-
. tion finder (the arrows that light up next
¢ to your steering wheel) to find the way
: to your next target. You switch targets in
the map view by using the left and right
arrow keys, or you can simply hit T
while in the game.

In Flagg City, there are plenty of explosions to
delight action fans.

Product Information Number 167
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DOUBLE-FISTED,

&

v

SHOTGUN-BLASTING, %“ Y i
/
MULTI-PLAYER,

16-BIT SVCA,

«

SKULL-CARRYING, s 34
= 2
= A

CARNACGE FOR WINDOWIS® O5.

; BUNGIE

GO TO THE STORE, CALL 1 800 295 0060 OR VISIT WWW.BUNCGIE.COM TO GET JOME NOW.

TEYOU NEED A CLUE, DIG THH: MARATHON 2: DURANDAL I THE MULTEEAWARD WINNING. 3-D. TEXTURE-MAPPED. 8-PLAYER NETWORKED. ACTION GAME WITH COOL NETWORK FCENARIOS LIKE

TRILL THE MAN WITH THE BALLT AND “RING OF THE HILLT. REAL HIGH REFOLUTION 16-BIT CRAPHICS, ACTIVE PANNING [TERFO TOUND ASD A STORY
1900 HUNGIE FOFTWARE PRODUCTS CORPORATION  ALL RIGHTS HEFRVED SARNTHON AND MARATHON 2 DURANDAL ARE TRADEMARKS OF BUNGIE (OFTWARE PRODUCT/ CORPORATION

Product Information Number 100
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-
Company: Interplay <
Tech Support: (714) 553-6678 °
Release Date: Available Now =
Category: Sports
Required: 486; 4MB RAM; 3MB hard-drive space;
VGA; Mouse e -
Install: \WSNOOKERUNSTVS.BAT ) \
]
S
S Fraimas palnits o sat
| R
0 B8 10/

Virtual Snooker is so realistic, Interplay says it'll actually improve your
skill at billiard — and we can believe it.

HINT
Learning the ins and outs of billiards can be
difficult, especially on a virtual table. To help
you out, Interplay included a nice little fea-
ture to let you know exactly what's going to
happen when you hit the cue ball. Press T to
show the tracking lines. They'll move as you

move your aim, showing you where each ball
will go for that shot.

 OF SHOOKER e

Each ball on the
snooker table has its
own point value. This
is the way they rate,
in ascending order:

Ghssssesirieens

Red 1

Yellow 2

Green 3

Brown PRl the chart to the
Blue 5 left. Sink one of
Pink 6 the colored balls,
Black A and your next ball

: on is a red one,
and so on. Red balls that go into a
pocket stay there, but the other colors
are replaced on the table until all the red
balls are gone. Once the last ball drops,
the player with the most points wins.
The rules are pretty convoluted, but
they become crystal clear as you play the
game. The tricky part comes with fouls.
You can foul in a few ways: by sinking
the cue ball; by hitting a ball first that's
not your ball on; or by not hitting any
balls at all. Each foul has a point value; if
you commit one, those points are added
to your opponent’s score. This means
that you can sometimes come from
behind by setting up shots that make it : Ay | 21 XU}
impossible for the next player to do any- A '40'4)‘0'4 14
thing but foul. If a player is put in that : RPN IS
position, he's been “snookered.”
Actually playing Virtual Snooker is
as simple as learning a few keyboard
commands and using the mouse. When
it's your turn, you're automatically lined
up with the cue ball. You move the
mouse to adjust the position of your
pool cue. When you're lined up the way
you like, press and hold the S key to
shoot. With the S key pressed down,
pull the mouse back to bring back the
cue, then move the mouse forward to hit

i

Product Information Number 168
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Company: Velocity

Tech Support: (415) 392-4357

Release Date: Available Now

Category: First-person shooter

Required: 486; BMB RAM; 12MB hard-drive space;
VGA

| Install:\STRIFEUNSTALL.BAT

Harris is a trader you meet right at the begin-
ning. He'll get you killed, if you let him.

iP

|
Jlol

Company: LucasArts

Tech Support: (415) 507-4545
Release Date: Available Now
Category: Arcade

Required: 486DX/50; 8MB RAM; VGA
Install: \RBL2DEMO.EXE

s LucasArts has shown us time and

time again, in the Star Wars uni-

verse it only takes one rookie pilot

to save the galaxy from the evil
Empire. In Rebel Assault Il, you play the
rookie — again.

Rebel Assault Il is a rail-shooter,

which means all you have to worry about

When you see these arrows flash, it's time to choose
where you'll go next.
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YOU USED THEY MEDITU AL HIT.

mess with them unless they come after you

contri
:dt-’pemn shooter stuff — you ‘move
with the arrow keys; the spacebar lets

_you opens doors, push buttons, and talk

people; Ctrl fires your seleetad

apon; and the Alt key — in conjunc-
tion with the arrow keys — lets you
“strafe” from side to side. Page Up and
Page Down let you look up and down,

Soall]

is blasting the things
that are shooting at
you; the computer
does most of the
steering. Use the joy-
stick or mouse to play
the game — simply
put the crosshairs
where you want to
fire, and press the left
mouse button or but-
ton one on the joy-
stick. That's all there
is to it; when you see flashing arrow
pointing in different directions, it's your
chance to do a little navigation; move the
mouse or the joystick in the direction you
want to go. Different paths mean different
challenges, so you can try replaying the
scene to see the various possibilities.

This demo lets you try one of the
many missions in the full game. The
mine you enter is full of sentries, so
you'll have to be quick with the trigger if
you want to last long. If it's too easy, you
can adjust the difficulty settings when
you create a new pilot. At the hardest
setting, not only do you take more dam-
age, but you don’t see those nice green
boxes around your targets. This setting is
for Jedi knights only!

The most notable thing about the

your way.

* You'll see these acolytes running around all over the place. It's best not to

If you fire a weapon out in the open, guards
will come from everywhere to hunt you down.
If you're quick, you can lead them on a nice
chase before they overpower you.

You'll need to shoot straight and sharp to take out the guns that stand in

Rebel Assault II's graphics and video place you
right in the middle of a “galaxy far, far away.”

Rebel Assault games is the high-quality
full-motion video. The special effects and
story line are straight from LucasArts, so
you know its going to be a memorable
romp through the Star Wars universe.




The gaming platform
of the future.

/o

logo, and Where do you want to go today? are trademarks of Microsoft Corporation.

/nd DirectX, the Windows St

r

All rights reserved. Microsoft and Windows are registered trademar]

© 1996 Microsoft Corporation

@ My Zeme?

fll Tattoo it on your heart, Windows® 95 is a lethal cocktail of heightened graphics,
&-burning speed. DirectX™ technology in Windows 95 for anyone in search
gaming capabilities on their PC. That means better graphics through

B better sound, and high-performance digital joystick control. You'd have to
(oI screaming bullet to be connected any faster to the heart of your hardware.
gaming world come shaken and stirred just the way you like it. For more
http://www.microsoft.com/windows/games.




THE CD

180N . VS AL 2>

Assaultfigs  “ =

()

Company: Psygnosis
Tech Support: (415) 655-5683
Release Date: Available Now

Once you get a bead on a target, hit the fire
button to create a new pile of rubble.

Category: Action
Regquired: 486DX2/66; 8BMB RAM; 17MB hard-drive

HINT

You'll quickly find out that
Assault Rigs is a tough SEE
game. In orderto getabead 9100 * S721
on the enemy, you'll have to
use a combination of skill-
ful maneuvering and a vari-
ety of views. Use the straf-
ing keys (Z and X) to pop
around corners and avoid
enemy fire. Pressing F1 will
cycle through the different
views. The overhead angle
is good for getting a bead
on turrets hiding on the
other side of walls,

o
= pSeReas Ko

£

' The overhead view will give you a distinct
| advantage while planning your attack.
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m [ontrol Keys

Move Forward. 4 el
Move Backward

Turn Left

Turn Right =
Strafe Left_____ 4
Strafe Right

Fire Left

Fire Right___ =

Change Left Weapon
RIGHT &
Change Right Weapon___________ k

Cycle Views____
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opekand Destroy e

- e vy Move Down == v&
Toch Support: (301) 383971 P o \& §
Release Date: Available Now A si g Move Left —;
Category: Arcade HEHE : e | “
Required: 486; 4MB RAM; 13MB hard-drive space; a Move Right - \—

VGA; Mouse i 2 a
tall - > Strafe (helicopter only) e b

&l 2 LEFT

% ' Turret Left (tank only) __ b
— _’, 2 Turret Right (tank only) . — “

F I m

» J X

8 Land —b

Fly deep into enemy territory, and then start LEFT
tearing up the scenery! Change Weapon__ =

LEFT
Fire Weapon T
Autozoom - = ALe Fel *“

JUST FOR FUN

What would an action game be without cheat  :  all at the same time will give you more power.
~ codes? Here are some passwords that'll give ¢  Here are three of the best:

- you an edge in Seek and Destroy. AMO — All the ammunition you could ever
* When you're in the Objective menu, type want!

30

“GIMME" for the ability to warp to any phase : MEGA — You're equipped with all the best
of the mission. weapons available.

* When in the Store, type “CAPO" to receive LIFE — Virtual invulnerahility.
items for free. ¢ (Remember, you don't simply type these codes

: in, you hold all the keys down at the same time.)

. Dunng gameplav. holdlng down certain keys

SID MEIER'S
THE ULTIMATE VERSION OF
THE BEST-SELLING STRATEGY GAME.

Great minds everywhere agree. Civilization has undergone
a dramatic transformation. Introduci ing Sid \Ieler s
Civilization™ I1. Build an empire to span
history. But this time, have even more
fun domb it! Create new Wonders nf
the World like I eonardo da Vinai's /;
Workshop and Sun Tzu's War /2

Academy. Encounter new tribes like
the Celts, Japanese, Vikings and
Sioux. It's new technology. New city :
improvements. And new SVGA mplms
So, if you were challenged by the original
Sid Meier's Civilization® vou better me VOUF every move
carefully. Because in this game, it’s survival of the fittest.

For IBM*PC & Compatibles on CD-ROM.
1-800-879-PLAY.  hitp://www.microprose.com

©1996 MicroProse Software, Inc. All rights reserved.

Product Information Number 133

Jd




S S —
—— | —
— e —

THE CD

Se———

big red hacing

| Company: Domark

~| Tech Support: (415) 513-8933
Release Date: Available Now
Category: Arcade Racing

Required: 486DX2/66; 8MB RAM; 7.5MB hard-drive |

space; VGA; Mouse
Inmll \BRRDEMO\INSTALLEXE

JUST FOR FUN

The physics of Big Red Racing are fairly accu-
rate, except in once instance: if you catch

some air off a hill or ramp and land on another |

racer, you'll bounce back up in the air. With
some patience and skill, you can bounce from
vehicle to vehicle. See how far you can get
without touching the ground.

Company: Star Crossed Software

Tech Support: (503) 451-1635

Release Date: Available Now

Category: Strategy

Required: 486; 4AMB RAM; 4MB hard-drive space;
VGA; Windows 3.1

Install:\STARSUNSTSTAR.BAT

his shareware title is something

strategy gamers have been yearning

for — a complex, intricate space-

strategy game that has an easy-to-
use interface.

After a battle, it's possible to go back and watch the
action via this VCR feature. You can even change battle
strategies, if it's obvious you need a new approach.

CAIN PCGAMER June 1936

uring the water course, watch out for this ramp — hit it wrong,
and the resulting flip will slow you down.

Oneevou choose a track, you can
pick your car and do a fly-by to see the

- layout of the course before starting.
Once that's done, just hop behind the

wheel and take off. You can adjust your
point-of-view with the function keys: F1

When you start
the game, you should
first check out the tuto-
rial, which is more
complete than you'll
find in most commer-
cial products, let alone
shareware. You can
play the game in many
different resolutions,
but we suggest you
stick to the recom-
mended 800x600 —
there are a lot of but-
tons and options avail-
able, and you’ll need
to be able to get at every one of them.

The idea of the game is simple —
build up your empire, colonize other
planets and star systems, wage war
with your enemies, and make peace
with your allies. Basically, you're out to
rule the universe. The game supports
all sorts of multi-player options, includ-
ing modem support, network play, and
play-by-E-mail. You can even set it up to
play over an electronic bulletin board
system (BBS).

In the registered version of Stars/,
you'll get 26 levels of technology to
research, and you can create your
own customized alien species. Even in

F2 cycles through ‘three different exter-

nal views of your own vehicle; and F3
gives you the view from behind the

wheel. But the most important key may
: just be the right Ctrl key, which will

instantly put you back on course if you
get lost or stuck.

The demo supports multi-player
action with a network, modem, or serial
connection. Try it out — there’s nothing
better than leaving a pal in the dust.

The Stars! tutorial is a great way to learn about the interface. Check it
out first, or you could end up wandering aimlessly through space.

shareware form, you've got six different
categories for research, 35 different
races, configurable battle plans, and sup-
port for as many as 16 players. If that
doesn’t get your strategic blood going,
nothing will!

HINT

Not only does Stars/ contain a fantastic tutorial,
it has online help that explains most of its func-
tions. Depending on what you're looking at, you
can hold down the left or right mouse button to
get a description. Experiment, and soon you'll
be ruling the galaxy with the best of ‘em.




mlm.vmam

MuULTI™

COMPUTER GAMING SPEAKER SYSTEM SUBWOOFER %__

The speakers that came with your computer are fine when you're creating reports and spreadsheets. But when it comes to playing
games, your speakers don't cut it. Our ACSS5 three piece Dolby® Multimedia Surround Sound Speaker System is an integration of
hardware and software that will revolutionize your gaming audio.

.~ Satellite drivers fire multidirectional gaming audio for true surround sound. Combined with Dolby circuitry and our 30 watt
you'll hear game sounds that will twist your head around. And ourACSSS system hasWaveCube ™ software for

AL TEC
| [CANSING]

MULTIMEDIA
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enel Runner

Company: Microforum
Tech Support: (800) 465-2323
Release Date: Available Now

Category: Action/Arcade
Required: 486; 4AMB RAM; 1MB HD space; VGA
Install: \DIGITALNNSTALLEXE

they're so bad-tempered!

m [ontrol Keys

Move Left

Move Right

Crouch =t i

> kX &

e
, )
P f*v ' Y N

o S e S.:h

umping around can keep you out of trouble —
§ especially since it can be deadly to the enemy.

Dive Roll

PPBHE

u,

Fire Weapon

Jump

1200 o wwoy N OFVHAR F S TP S TGy

What's New About Links LS? Every Leaf, Every Contour, Every Chirp...

..Amold Palmer-Tee off with a f
Legend in Sports. The Links

design team has taken exclu-

sive footage of Mr. Palmer

and meticulously digitized

his famous swing as well as a

variety of post-shot ‘Arnie’ reactions.

Play as Arnie or with Arnie on his

home course in Latrobe, Pennsylvania,
featuring course fly-bys with tips from

Arnie on how to play each hole. Experience a
multi-media tour through his personal library
and workshop on the first CD in our series
of Tour Players.

...Kapalua-Tour the
Ritz Carlton, The
Kapalua Bay Hotel,
and the Plantation
Clubhouse between
rounds at the Kapalua
Plantation & Village
Courses on the first
CD in our series
of Resort

Courses.

...Multiple Views—Keeping your eye on the ball has

never been easier with the unlimited Links LS combination
of on-screen multiple views. As your golfer exalts in a cham-
pionship drive, shift your eyes to the Green View and watch
the ball roll precariously close to the hole. Includes Top View,
Side View, Green View, Custom View and Profile View.




E...__.__. THE CD

Bruce Jenners Decatnlon

Tech Support: (919) 461-0948
Release Date: Available Now
Category: Sports

WinSH

Required: Windows 95; 486; 8MB RAM; 48MB
hard-drive ; SVGA

Take off at just the right moment and throw your leg out
shortly before landing, and you'll nail an Olympic-quality leap

CHALLENGE

|| Using the default athlete, we were able to

Clicking at just the right time to end forward

momentum in the shot put can be tricky ')fg shol pul of 1 450 centimeters. Top that!

i

. 4 ﬁ
PRLMIER WILLION

lzn!‘]"m T LATROBE e Ay R RY . & % LTIP VISORT COURSES

VIEWS

. up to 16.7 Million Colors*~Calf muscles tighten. A blade of . ...Course Accuracy—Access Software’s
grass shifts in the breeze. Clouds roll in from the ocean. Links LS photographic team soars over greens,
is crafted with the highest standard in resolution (up to fairways and hazards in their
1600 X 1200%) and color technology to bring the details helicopter of choice,
previously found only on the course to your PC. From capturing every
the tropical skyscape to the autumn square inch of terrain on

leaves, all the subtle colors film for each Links LS

and tints of nature course. This, combined

await you. with commissioned aerial

New Modes Of topographical mapping,

s assures the accuracy of
P];’B;;:nc::(ﬁ;:ncﬁz:;okc each tree along the fairway

Z and every contour on the
from Match Play, Best Ball, and Skins. green. Access also films hotrs

...Compatibility-Have of footage to be converted into
no fear loyal Links enthusi-
asts, all Links Super VGA
courses are completely com-
patible with the new Links LS.

aerial fly-bys and multimedia
tours. If you've been there on Links
LS, you've been there.

...The Most Realistic Golf Simulation
Ever— Choose your club and be transported
over land and sea to the fairways and greens
of the Links LS Tour. To find out more about
additional features including Modem/Network
Play, call 1-800-800-4880, or visit our web
site: http:/lwww. acce:s:oﬁwam com

*1600 X 1200 resolution at 65 thousand colors; 1280 X 1024 at 16.7 million colors SOFTWARE INCORPORATED
roduct Information Number 82
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APIC MIE&/AAMIE

Only for Pentium .

Only for Windows 95.

Only from Epic MegaGames-

Play the latest Epic MegaGames shareware
games: http://www.epicgames.com
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IS and ALIE of Ancient Em

Company: Sierra
Tech Support: (206) 644-4343
Release Date: Available Now
Category: Strategy

Required: 486; BMB RAM; 16MB hard-drive space; |

SVGA; Windows 3.1
Install: \AEDEMO\SETUP.EXE

HINT

Each unit you build has a certain relationship
to the type of land it's created on. Try to build
cities on every type of terrain, so you won't be
limited later in the types of terrain you can
explore.

1| I‘J
|.l 4 4 J.I 4

ny: American Softworks
Tech Support: (800) 474-7595
Release Date: Available Now
Category: Action
Required: 486; BMB RAM; 8MB HD space; SVGA
Install:\STORMNINSTALLBAT

everal miles beneath the sea, you'll
have to go up against killer ex-
marines, toxic barrels, and magnetic
mines — all while keeping yourself
alive in American Softworks’ underwater

§_ o5

Watch out for the agents of NEO (Nuclear Energy Office) — they

don't like the idea of alternative energy sources.

G

In the beginning, you'll spend a lot of time at the city view,

th

e most exciting way to :
ut you'll get a great ed in the
workings of your ancient civilization, and
how to build an even bigger one.

While building your empire, you'll
need to make vital decisions that affect
your civilization's growth — such as how
much time to spend mining or gathering
food. To make things easier, everything
is measured by sliding scales. As you
move the sliders, you'll be able to see

action thriller. As a former Navy SEAL
and an operative for the Bureau of
Advanced Energy Research, your job is
to investigate the mysterious fate of a
new drilling platform built to dig up an
alternative form of energy called praxil-
lium. Piloting your Submersible Tactical
Operational Reconnaissance Module
(hence S.T.0.R.M.), you can pick up vari-
ous power modules along the way, fire a
variety of weapons, and even dive out of
the submersible to get through a tight

squeeze while avoiding the

enemy (thugs hired by the

Nuclear Energy Office).

You can use the key-

i W board or a joystick to play

S.T.0.R.M. — but we recom-
mend a gamepad. Check out
the keyboard controls for
details on keeping your sub
intact. Keep your wits about
you — the mines you'll
encounter are magnetic,
and will be attracted to your
hull if you get too close.
Also, depth-charge barrels
have the nasty habit of sud-
denly appearing above you,
so be ready to back out in a
hurry. If your sub is
destroyed, you'll have to

modifying the mechanisms that control growth.

exactly how any change you make ;
affects other elements of the game. By
building a larger population, you'll be
able to accomplish more in one turn.
However, if you don’t spend enough
time on some vital activities, you’ll find
yourself lacking resources when you‘re
ready to expand your realm. In the
demo, you've got 100 turns to create the
largest civilization possible.

= [ontrol Keys

Move Left _____
Move Right ___

Move Down

Move Up

Fire Weapon

oleeoe

Select Weapon
Information Toggle

Extend/Retract Mech. Arm

clele

Send Out Diver _

I

start all over, so the further you
progress, the more attention you'll want
to pay to your surroundings.

There are a couple of things you
can do to get yourself out of a tight situ-
ation: You can turn your ship around
quickly; simply hold down the Alt key
and hit the right or left arrow keys. That
can come in handy when the enemy
starts coming at you from both sides. It's
also possible to send out a diver from
your sub — press the F3 key to start
swimming. You control the diver in the
same way you control S.T.0.R.M.; to
return to the sub, simply swim up under-
neath it.

PC GAMER June 1936 je
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Company: ICI

Tech Support: http;//www.icigames.com
Release Date: Available Now

Category: Flight Sim

Required: Windows 95; 486DX2/66; 8BMB RAM; 18MB

+ | hard-drive
| Install: WARBIRD\SETUP.EXE

There are countless Inte.r-
i net providers who can set

AENIGE
Tech Support: (800) 827-3338

Install: \AOL.EXE

ne of the leaders of online

ing down the Information
Superhighway. You'll be able to
send E-mail all over the world;
participate in live conferences
with celebrities and leaders of the
scientific community; and get
access to a world of files to
download, people to chat with,
and information to enrich your
life, from the latest football scores
to stock market reports.

Packaged along with The

CD, you'll find an account number
and password that'll let you try
out AOL. By simply installing the
software and typing in the
account number and password,
you'll get ten hours and your first
month of service free. After that,

Ll PC GAMER June 1936

Required: 386/33; 4MB RAM; 4MB hard-drive
space; VGA; Windows 3.1 or higher; Modem

services, America Online offers a
complete array of utilities for cruis-

space; SVGA; Modem (for online play)

Once you hook up to the Warbirds service, you can fly as part of a
team or in a free-for-all.

your rate will be only $9.95 a month,
which includes five hours (each addi-

tional hour costs $2.95). Check it out —
you'll be amazed at what you find.

SPECIAL NOTE: You can now use the
Netscape Navigator web browser
through America Online. Once you sign
up, you can get it installed and running
by selecting Keyword from the Go To
menu, and typing “Netscape.”

America Online

['“t Edit GoTo Mell Members Window Help

i) [ {91 Lol OS] o[ S[O[O] |

tabernet Connectlon

D How e YWWY Works on AOL
£ HowDo 1.2 Help on the Www
3 iemet Organztions

§ |© Mailing Lists.
£ About the internat Cannection
€3 iemet Ml Oatewsy
£ Wirsd Magazing
£3 Zon and $ Art of e intemet

With America Online, you'll not only have access to the
Internet, but a host of features that only AOL can give you.

Rty ;‘f‘
€
= \‘

' Prepare for a tough fight in WOHSHIP WAD an

add on level Ior Hexen: B

etween playing god in Afterlife a

nailing trick shots in Virtual Sni

— not to mention blowing up the

bad guys in Seek and Destroy, it's
hard to justify going back to older
games and playing them again. Unless,
of course, we manage to find something
special online that breathes new life into
those old titles.

This month, we've got choice new
levels for Doom I, Heretic, Hexen,
Descent, and, of course, Warcraft Il. To
load these levels, check out the
README.TXT file in each respective
subdirectory on The CD (use your
Windows Notepad or any ASCII text edi-
tor to read them or print them out).
You'll need to use a program called
PKUNZIP to decompress many of them
into usable form; this shareware pro-
gram is available virtually anywhere
online, or from many software retailers.
Read the documentation for directions
on how to use it.

And if you're looking for the bug
patches and updates mentioned in Tom
McDonald’s Extended Play column,
you’ll find them in the \PATCHES direc-
tory on The CD (once again, you may
have to use PKUNZIP to unpack files that
end with a .ZIP extension).

If Nothing Works...

We cannot provide technical support for prob-
lems you may encounter with the demos on
The CD. Please use the tech support numbers
listed with the demos. The CD is rigorously
tested by the PC Gamer staff and certified
virus-free. PC Gamer cannot be held responsi-
ble for any incompatibility problems caused
by the use of The CD. However, should your
copy fail to run, with error messages that indi-
cate your CD drive cannot read the disc, return
it to the following address: PC Gamer, The
June CD Disc 2.5 Replacement, 150 North Hill
Dr., Brisbane, CA 94005. Please indicate any
error message you receive.




Xperience nation building at its best.

nticed by the lure of exploring the
nknown, you cross treacherous seas in
arch of the New World. But be warned!
urope’s other conquering heroes are in pursuit of the same glory.

Conquest of the New World™ is a single or multi-player strategy game where you're
 command of the explorers, settlers, and mercenary soldiers destined to survey the land, :
 build new colonies, and to protect your emerging nation. As you search for new rivers : - |
1d mountains, you'll come across other colonies and encounter friendly and hostile N
ative tribes. Your growing nation is constantly at the mercy of world events and the endless Nz i N
reat of surprise attacks. > "

Only through a perfect balance of diplomacy, exploration, trade and warfare can you : : g
sild the ultimate nation, declare independence, and experience the true power of Conquest.

Strategy Plus - -

Single or Multi-player action for up to 6 over a - "@%ﬁ
network & head-to-head with a modem

SO0

>

Colonies come to life in stunning SVGA graphics
and exciting 3D animations

KIDS T0 ADULTS

Combat explodes with the echoing blasts of B RoM
infantry, cavalry & cannons 0OS VERSION |

— Computer Gaming World BY GAMERS. FOR GAMERS.

Chart your course for the Interplay WEB site (http://www.interplay.com) and download the interactive demo.

D100A Intarnlav Pradiictinne Canatieet af the New Warld and Internlav are trademarke af Interndayv P

swehiictione: All richte roacarvasdd






“Where has this been all my life?”

— William Webster,
Former Director of the C.|.A.

“Like breaking into CIA
headquarters and spending
the night trying out all the toys.

Grade: A’

~ Bob Strauss, Entertainment Weekly

“Ariveting post-
Cold War thriller.

— Shane Mooney, PC Entertainment

“One of the most technologically
Impressive games of 1996.”

— Chris Charla, Next Generation

Master the tools of the trade Identify potential suspects
to track the trajectory of an using authentic 3-D composite hmx film. stunning graphics
assassin’s bullet imaging technology and actual C i footage

NOW AVAILABLE ON MS-DOS®/WINDOWS™ 35 AND MACINTOSH
BEGIN YOUR SPY HUNT AT HTTP://WWW.ACTIVISION.COM

gldtd deny raft: The Great Gam
heir rac o holder: ThEllItI e Ane

@ afuws ) IITﬁ"u] Amn pe arg |

Enter area ’MIC world of spies

td k(At ne. © 1996 Activ nlclqhi
hasnu

t annr oved an dur author d(h k of Soveraft: The E

Snies like us

“SPYCRAFT is like not
else you have triec

| whole-heartedly
recommend it.”

— Steve Bauman,
Computer Games Strategy Pl

“One of the most ambi
and riveting PC gam

of its genre ever produ
— William Trotter, PC Gamer

"A fascinating espion
adventure — and trt
a great game.”

— Scott Gehrs, Computer Game R

oPYGRA

THE GREAT GAI

CD-ROM AC I IS‘

ed All |h tradem



EXCLUSIVE! BEHIND-THE-SCENES OF THE HOTTEST GAMES

Can television’s favorite
war translate into a
super-realistic flight
simulation? The new-
comers at Military Sim-
ulations think so, and
they’re ready to prove it.
—Todd Vaughn

Game: Back to Baghdad

Developer: Military Simulations Inc.

Publisher: Military Simulations Inc., 5 Tannery Drive,
Medfield, MA 02052 http://www.military-sim.com

Projected Price: $99

Percentage Complete: 90%

In the post-Desert Storm Persian Gulf, Iraq rebuilds
its crushed army into a formidable fighting force,
spreading terror throughout the world — and it's up
to you and your F-16 to ensure world peace.

As the new kid on the block, Military Simulations has
gone to extraordinary lengths to make Back to Bagh-
dad more than just a point-and-shoot sim. From the
detailed satellite images of Iraq to its realistic flight
model, they're hoping this is one sim you'll drool over

If you're a Falcon 3.0 addict who's been waiting for
a simulation that could rival that game’s realism,
Back to Baghdad might just be the sim that nails
you to your ejection seat.

Summer 1996
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uring the crisis in
the Gulf, all of
America sat glued to
their televisions,
watching and won-
dering what would
happen next as the
conflict unfolded
before their eyes.
From the tense days
after Iraq first invaded Kuwait, to the
decisive victory of coalition forces led by
U.S. air power, Operation Desert Storm
has forever been burned into the minds
of the nation. While it seems hard to
believe that such a lopsided conflict
could result in a thrilling computer sim-
ulation, Military Simulations is putting
the final touches on a game that does
exactly that, placing you in the cockpit
of a U.S. Air Force F-16 as you cross the
burning sands to put down another
reign of terror.

Co-founded in mid-1994 by
ThrustMaster founder and former chair-
man Bob Carter and George Keverian,
owner of a consulting firm that advises
companies on graphic simulation solu-
tions, Military Simulations Inc. isn’t sim-

ply trying to cash in on the controver-
sial war; instead, they’ve set their
sights on designing the most realistic
F-16 combat simulation to date, titled
Back to Baghdad.

Using declassified data of the F-16
from sources like NASA and the
Defense Department, Back to Baghdad
wasn’t designed from the ground up
like most games, with sexy terrain
graphics and impressive visuals taking

B The F-16 Fighting Falcon is one of the
deadliest fighters in service today, and
in Back to Baghdad it's the basis for an amaz-
ing simulation.

The graphics are still in a very early stage, but Back to Baghdad has a sharp, clean look to
match its realistic gameplay.




the bulk of the effort. As Military
Simulations’ George Keverian
likes to say, they've built their sim
from the cockpit out, concentrat-
ing their energies on providing
simulation fans with almost every
conceivable item on their air com-
bat wish-list.

In the early versions of the
game we've seen, it’s obvious
Military Simulations isn‘t far from &
achieving that goal. The cockpit '
in Back to Baghdad captures the
look and feel of the real-world
F-16, with its feature-rich suite of
radars, infrared sensors, and
electronic counter-measures.
Instead of simply relying on a
graphic depiction of a cockpit,
then relegating the important
readouts to pop-up windows or
the Heads-Up Display, Back to
Baghdad puts every instrument
exactly where it should be. And in con-
trast to the compromises made in many
sims, the radar and weapons in Back to
Baghdad have been programmed to
closely mimic the real-world systems
they simulate.

The results are thoroughly impres-
sive. There are no fewer than five radar
modes for air-to-air combat, and five
for air-to-ground attacks, all accurately
depicted and — more importantly —
easily legible during those high-speed
close encounters. For the fighter jock
who demands the utmost in situational
awareness, Military Simulations has
even built in support for a second video
monitor that can act as your radar dis-
play, no matter what’s happening on
the main screen.

To go along with the impressive
look and feel of the cockpit, the flight
model of the F-16 has been painstak-
ingly recreated for Back to Baghdad —
warts and all.

“The physical model of the plane
should be 100% accurate,” Keverian
said. “We've used the drag data
from NASA to get the right flight
dynamics in there. If you pull back on
the stick, you'll bleed speed like crazy,
because your angle of attack only goes
from 26 to 35 degrees. If you have ord-
nance on the plane, you'll feel how
heavy it is, and your reaction times will
be much slower.”

Moving outside of the cockpit and
into the real-world environment they’ve
created, you'll not only have to contend
with incoming surface-to-air missiles
and MiGs, but subtle weather effects
such as crosswinds or thermals.

In keeping with Military
Simulations’ total devotion to realism,

a little too close for comfort.

Wherever possible, the game uses digitized photographs to
depict the Falcon’s interior.

the mission space in Back to Baghdad
has been painstakingly recreated using
pre-Desert Storm satellite imagery of
key Gulf War cities, including Baghdad,
Kuwait City, Nasariah, Um Quasar,
Tikrit, and Basra. All surrounding ter-
rain, road systems, and mountains have
been carefully modeled as well, giving
the game an authentic and familiar feel.
Keverian says the reason they’ve gone
to such extraordinary lengths in recre-
ating Baghdad was due in part to the
extensive television coverage.

“Anyone who remembers the
footage of anti-aircraft fire rising out of
the darkened city won’t be disappointed
in Back to Baghdad,” he said. Three
dimensional objects will be placed over
the maps to create fully realized cities,
complete with SAM sites, anti-aircraft
batteries, and radar installations.

Keeping track of friendly forces is a high priority during large, coordinated attacks. Here, a U.S. B-1 bomber gets

But getting all that
detailed information into
the game wasn’t an easy
task. After exhausting
| every possible resource

| domestically, going to
such sources as the

8| Library of Congress and
the Defense Department,
Keverian says the Back
to Baghdad team finally
found a French com-
pany that had all the
pre-war satellite
imagery they needed.

As luck would have
it, these images were the
same satellite pictures
turned over to General
Schwarzkopf shortly
before hostilities began.
Keverian says translat-
ing those files for use in the game
was a mammoth task, but they’'ve
managed to retain the same accuracy
(down to ten meters) of the original
images without seriously degrading the
game’s performance.

“If you hover over Baghdad at
about 5,000 feet, you can pick out the
Al-Rashid Hotel where Peter Arnett did
most of his reporting,” Keverian said.

But despite all the emphasis on
realism inside the cockpit and out,
Keverian says the designers haven’t for-
gotten the real reason people play air
combat simulations; to shoot down the
bad guys. Not only will your plane react
the way it should, but each of the com-
puter-controlled opponents will face the
same sort of advantages and disadvan-
tages, based on their various flight
models. Keverian explains the system
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Your first look at...

“Anyone who remembers the footage of anti-aircraft

fire rising out of the darkened city won’t be
disappointed in Back to Baghdad. ”

— George Keverian, co-founder of Military Simulations

like this: “The artificial intelli-
gence is what we call a dig-
ital adversary. They won't just
stay in a horizontal plane; they’ll go ver-
tical, they’ll jink like crazy. They know
where the ground is, they know what
their weapons load is, they know what

8 Though many of the missions take place over flat,
lifeless desert, you'll find some visual variety as

you fly over the mountains to the north.

their fuel state is, and they will behave
appropriately based on those factors
and the type of aircraft they're flying.
On the highest difficulty setting, there
are some of these artificially intelligent
enemies that you simply cannot shake.”

Like Falcon 3.0, Back to Baghdad is
being designed with the human player
in mind, and if it doesn’t have multi-
player support in its initial release,
Keverian says an add-on package will
be released shortly after.

“What we're going to do is provide
normal local-area network (LAN) sup-
port that uses a TCP/IP base, and allow
those networks that have routers to the
Internet to connect with other networks
using tunneling technology,” Keverian
said. “So, in effect, you can have a
wing’s worth of players on one LAN
and connect with up to 100 players on
LANSs across the country.”

Multi-player pilots will initially be
limited to flying F-16s exclusively, but

Keverian is
confident
that more
planes will be
available in a
number of expansion
modules.

“The problem isn’t
modeling the planes or flight
models,” he said. “We’ve done that. The
problem is putting in the electronic data
for the radar systems. You're not just
shooting bullets or missiles anymore,
you're shooting electronic emissions,
and even though I know what a Russian
plane can do electronically, I'm not sure
I can tell the player that just yet.”

So when and where are gamers
going to be able to get their hands on
Back to Baghdad? Keverian says the
project is about 90 percent complete
and expects no more than a couple
of months of final testing before the
game goes to market. And
although Military Simulations is
new to delivering software to
market, Keverian says they’ll
have a nationwide presence
| through online sales and a number
| of distributors.

“We talked about doing
something with a few big compa-
nies,” he said, “but we're going to
do it ourselves. Our business
model is set up so we can handle it
on our own. We've already taken
50,000 pre-orders through our
4 web site, and more are coming in
every day.”

With its photorealistic envi-
ronments, complex cockpit, and :
exacting attention to detail, Back to :
Baghdad has all the makings fora
top-notch simulation for hard-core
PC pilots. There’s some heavy-duty
competition on the horizon, with 3
Spectrum HoloByte’s long-awaited
Falcon 4.0 and Interactive Magic’s
F-16 Fighting Falcon due out
before the end of the year, but
Military Simulations is confident
their flight sim has the right bal-
ance or realism and playability to
hold its own with the big guys.
And since there’s always room for
another good sim, they may just

be right.

B One interesting feature that mimics the real-life F-16 is the gunsight funnel, which displays the predicted path of
SN your cannon’s shells during close-in combat.
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CHARGE.

INTRODUCING Z[ftkl’ll'ftl”ﬂ-iz LAST WORD IN SIMS.

Welcome 1o Afierlife. The first world-building
simulation that lets you manage two prime planes of
“unreal estate”—heaven and hell —simultaneously.
Possessed of an unearthly sense of humor, it all begins
in a God-knows-where galaxy. There, billions of departed

souls hunger for you to give them what they deserve.

Start with the Pearly Gates of Heaven

or the Fiery Gates of Hell, zone in blocks of deadly I : ISASTERS or piving
PROPORTION INCLUDE Disco INFERNO
Sins or goodly Virtues and build some roads. (PIcTURED), HELL IN A HANDBASKET

WinDOows 95, DOS AND MACINTOSH

¢D-ROM Soon. the dearly departed arrive in droves. AND HiaviN Noss.

Keep them happy and you flourish.
Lose too many along the way and it’s a visit from
the Four Surfers of the Apocalypso (not a good time).
Factor in a half-dozen or so disasters (not including
total annihilation), money problems, lost souls,
headaches on the planet below. and things

get complicated in a hurry.

With over 200 artistically rendered rewards.

;BUII.D AND MANAGE TWO PLANES, : 3 : e i(EEP SOULS HAPPY BY PROVIDING
nearly 300 detailed tiles and buildings. more maps,
HEAVEN AND HELL, SIMULTANEOUSLY. & THEM WITH THE REWARDS AND

graphs and charts than you can shake a pitchfork at, PUNISHMENTS THEY EXPECT, INCLUDING
ETERNAL AFTERNOON, TOOTH OR

plus the most sophisticated engine of any sim game
o : DARE AND DREAMADISE (PICTURED).

beginning with the letter “A.” you've got

infinite hours of game-play.

Afterlife: Reach the end or die trying.

ngSPER WORMSWORTH AND ARIA jOI.I.OW THE HIGHS AND LOWS
GOODHALO HELP YOU KEEP TRACK OF http://www.lucasarts.com OF INDIVIDUAL SOULS THROUGH
YOUR SUCCESSES AND FAILURES, THE SOULVIEW FEATURE.
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Your first look at...

lime Commando

The creators of Alone in the Dark do the Time Warp!

Adeline Software,
creators of the original
Alone in the Dark
game and Relentless,
are set to take us on

a 3D adventure
through the history of

the world.
—T. Liam McDonald

— "

FOR YOUR INFORWMN

Game: Time Commando

Developer Adeline

Publisher: Activision; 11601 Wilshire Blvd., Suite 1000,
Los Angeles, CA 90025 (800) 477-3650

Projected Price: n/a

Percentage Done: 70%

The original Alone in the Dark team brings their
distinctive talents to a new action/adventure game.

What's 50 specil?

The fluid, polygon-based animations that graced
Alone in the Dark and Relentless now look
better than ever. The technology being used is
pretty impressive, and the game world itself is
quite imaginative.

Why should | care?

The creative team behind Alone in the Dark and
Relentless is designing Time Commando, and it
promises to be a strange and wonderful adventure
game with a bit of Mortal Kombat-style fighting
thrown in just to keep things interesting.

fAind when's it coming out?

Summer 1996
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Stanley is a computer repairman sucked into a prehistoric world through bizarre circumstances.
In the first level, he has to get by cavemen and other threats using only rocks and clubs.

hen France’s
Infogrames
released Alone in
the Dark back in
1992, it was like
no game anyone
had ever seen.
The technology,
created by
Frederick
Raynal, used shaded polygons rather
than bitmaps, to create fluidly moving
characters and monsters. Until then, few
games had tried to use polygons to create
anything other than flight simulators,
mainly because they were too angular to
be used for human figures. As Raynal
and his team proved, however, they
could be smoothed and shaded a bit, and
the result was animation that was far
more realistic than that provided by any
other means. The slightly boxy look of
the characters was a small tradeoff for
such impressive results.

After Alone, Raynal, along with
partners Didier Chanfray, Serge Plagnol,
and other members of the original team,
left to form Adeline Software and work
on their own projects. Alone in the Dark 2
& 3 were done without them, while they

created the bizarre action-adventure,
Relentless. Now they’ve joined forces
with Activision to bring their latest
game, Time Commando, to America.
Time Commando is as strange and
unique a game you’d expect from this
team. The main design is the work of
Chanfray, with Plagnol serving as pro-
ducer and Raynal, creator of the core
technology, overseeing the entire pro-

. ject. The look is every bit as distinctive as

Alone in the Dark’s, and the story is, if
possible, even wilder:

At some time in the future, the
European Community decides it needs a
new computer system for training sol-
diers. Bids are taken from all the mega-
corporations, and one is chosen for the
task, much to the displeasure of the com-
petitors. In order to create their super-
fast computer, the company has found a
way to twist time around the CPU to
overcome the speed restraints of the
hardware. With this accomplished, they
set about creating their training system
by building a large database with infor-
mation on warfare and weapons
throughout the ages.

But before soldiers can start their
virtual training, the disgruntled competi-
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In Feudal Japan, Stanley takes on Judo experts, stick-wielding vixens, and scary sumo wrestlers. Stanley has to battle his way through nine different his-
torical epochs. His final confrontation will be with the computer that sent him on this wild ride through time.

tion introduces a virus into the system,
causing it to crash. The result is a tempo-
ral breakdown around the computer’s
core, which spreads to the surrounding
area and sucks everyone into the com-
puter, including Stanley, the computer
repairman in charge of the system.
Swallowed up by system, Stanley finds
himself in a prehistoric world.

In order to escape, Stanley has to
battle his way through nine different his-
torical epochs: prehistory, ancient Rome,
medieval Europe, feudal Japan, the
Spanish Conquistadors in the New
World, the wild west, the 20th century,
the far future, and a final confrontation
in the world of the computer itself. Each
era has several different areas and two

What could be more exciting than

playing a computer repairman? How
about one who gets to battle all manner of
humans and animals?

4")

Adeline’s gorgeous 3D-redendered backgrounds are merged seam-
lesly with sophisticated character-animation technology.

main levels, with 18 levels altogether. In
the wild west, for example, you'll have to
survive a ghost town and a network of
mines, then face an Indian attack in the
Grand Canyon.

There are six distinct weapons for
each era, with about forty-five weapons
altogether. In the prehistoric period, for
example, Stanley will fight with rocks
and clubs, graduating to swords and
halberds for the medieval levels, six-
shooters and shotguns for the wild west,
lasers for the future, and so on. The final
showdown in the computer will feature
a synthetic environment, as in the movie
Tron, and Plagnol says they’re trying to
create suitably strange weapons for
these sequences.

While Alone in the Dark succeeded
at capturing a perfect balance of combat
and puzzles, with Time Commando
Adeline has decided to concentrate more
on combat. That doesn’t mean there
won't be other things to do, though.
Each level begins with Stanley reduced
to only his fists to defend himself. By
defeating enemies and searching care-
fully, he’ll pick up the weapons needed
to get to the next level, find secret doors
and passages, and so on. Each set of lev-
els ends with a “big-boss” confrontation,
with the final blowout being against the
computer virus itself.

The animation engine uses many of
the same techniques as its predecessors,
only now it’s optimized and refined to
take advantage of
the added process-
ing power of new
computers.

“1 did a new
rewrite of the
engine for Time
Commando,” com-
ments Plagnol, “and
now it's much bet-
ter. We've added
Gouraud shading,
texture mapping,
perspective correc-
tion, and all these
are implemented in
the game. Every
character will be
made of about five
hundred Gouraud-
shaded, texture
mapped polygons.”
The result is much
better motion-ren-

dering, with the higher polygon count
and the more sophisticated use of shad-
ing making for a sharp-looking game
with realistic character movements.
Another factor that made their first pro-
jects stand out was the extensive use of
cinematic “camera” angles. Instead of
using the familiar first-person viewpoint,
the main character of Alone of the Dark is
seen as if in a movie, with wide shots,
over-the-shoulder shots, low angles, and
even close-ups. The camera changes
position as the player moves his charac-
ter through the environment. The result
is an evocative, cinematic style, although
it led to a few minor control problems in
the earlier games, as players were forced
to engage in combat without a clear view
of their character.

With the more sophisticated system
developed for Time Commando, most of
these problems have been removed.
Camera angles now not only move, but
they track along with the character.
Over-the-shoulder shots predominate,
but side views and even a few back-
tracking reverse angles promise to keep
the experience as cinematic as possible.
Characters are animated and “filmed”
against slick, pre-rendered 3D back-
grounds, creating some beautiful scenes
throughout the different ages.

Though Time Commando eschews
the logic puzzles of Raynal’s earlier titles,
the folks at Adeline still think it’ll capture
a larger audience than just the fight-
game crowd.

“I don’t think of it as a fighting
game,” Plagnol observes, “but more as
an action game. We don’t think we could
play in the league of Mortal Kombat or
that kind of game; that’s not our type of
gaming. The idea was not to make a
pure fighting game where you fight one-
to-one in an arena, but to have it very
open, and have you move through an
environment. So we wanted to keep the
control very simple.”

Plagnol is candid about what sets
Adeline’s games apart: “I think many
games have beautifully rendered envi-
ronments, but they’re not very interac-
tive. What we hope to create is some-
thing that is graphically very rich, while
still being interactive.” Add to this a
legion of loyal followers hooked on the
unusual perspectives and off-beat game-
play of their games, and it seems clear
that Time Commando could be a hit.
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The Struggle Begins. Each species lands their first colony, equally-
equipped with basic supplies - and a powerful inslinct to survive. & % "
Will your drive and abilities extend to total world domination?

Explore and Expand Your World. Scouting areas to expand is just one
of the ways to build an effective empire. Mines work best in rocky
regions. Cracked earth is best for producing energy. Ancient ruins
and artifacts hold strategically useful technologies.

Look for the Deadlock playable demo in select magazines or online at
hitp://www.accolade.com



“A solid multi-player game fest.”

-Computer Gaming World

“Multi-player, city building, land

& ‘exploring, alien busting fun” -

- - -Strategy Plus =
© * “Apsorping gameplay.-. the best
vispals-and sound effects that
today’s technology offers.”
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Interactive Enemy A.L Your incredible 3D-rendered opponents possess
unique attributes that will tilt the balance of power. Intimidation is key

Resource Management Like No
Other. Manage your initial
population and scarce
resources and build a self-
sufficient, expanding colony.
Choose wisely from farms,
mines, factories, power plants,
R&D and military expansion lo
achieve final victory.
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as they hurl insults and carry out strategies that can mean your doom.
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While a peaceable victory is possible, war may he inevitable. Ia\S Wi Va'y /=
Deadlock takes you there in incredibly realistic detail. Engage

your opponents in a bitter struggle to destroy - or be destroyed.

Find out why Computer Gaming World called Deadlock “A solid RATING PENDING

multi-player gamefest.”

Call 1-800-245-7744 to order, or for more information.
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Your first look at...

lood & Manic

Fantasy and strategy in the Forgotten Realms

This wargame set in
the distant Utter East
makes up and follows
its own set of rules as
Interplay flexes its
Advanced Dungeons &
Dragons muscles for
the first time.

—Jason Bates
e 8
= UR INFORMATION

Game: Blo‘od“&‘Magic '

Developer: Tachyon

Publisher: Interplay, 17922 Fitch Avenue, Irvine, CA
92714; (714) 553-6655

Projected Price: TBA
Percentage Complete: 80%

Blood & Magic boasts beautiful graphics tailored
to each of its varied scenarios and an original and
addictive game design.

Whal's 50 special?

Blood & Magic takes a different approach to
strategy games that should prove to be exciting.
Instead of following the traditional route of
resource gathering, Blood & Magic has a whole
new set of rules. Rich and varied maps, magic
items, and innovative military units make this a
strong challenger to Warcraft Il.

Why should | care?

If you enjoy real-time strategy games — particu-
larly those in a fantasy setting — you'll love
Interplay’s Blood & Magic.

find when's it coming out?

August 1996

[N P GRYER Jue 1996

lood & Magic invites you
into a strange, mythic
world where powerful
magic-users duel for
control of fantastic king-
doms. It is a real-time
strategy game, like
Warcraft or Command &
Congquer, but Blood &
Magic plays much differ-
ently from those games, with its own
look and feel and its own charm.

Blood & Magic is the first title from
Interplay using their new Forgotten
Realms license, but if you are looking for
familiar places like EIminster,
Waterdeep and the other well-known
figures from TSR’s game

These Basal Golems are headed

towards an abandoned Mystical Site,
perhaps to create a Crypt or Temple. In their
natural, resting state, they revert to pyramids.

world, you might be dis-
appointed. Blood & Magic
takes place in a new part
of the Forgotten Realms
altogether, in a land called
the Utter East — and far NSRS
enough away so that its NohoLiTwie sYane
unusual rules and game SPELLI NON
design won't clash with
the larger AD&D universe.

And the rules are
unfamiliar, neither follow-
ing AD&D nor any of its
computer strategy rivals.
Whereas other games of
this sort — C&C, Warcraft,
Dune II, and the like —
have all involved gather-
ing resources to create
more units, Blood & Magic
takes a different approach.

Gameplay revolves around gather-
ing mana, the mystical energy used to
fashion your army. You gain mana from
your Basal Golems: strange, alchemical
creatures who relapse into an elemental
pyramid-shape when not moving or
attacking, slowly accumulating mana for
you no matter where they are.
Obviously, the more Golems you have,
the faster you can gather mana, and you
can position your mana-gatherers to
optimize your defense.

With your accumulated mana, you
can build more Golems on your
Bloodforge, which looks like a glowing,
marble slab, radiating strange magical
energy. You also use mana to create
new creatures and have them use their
special powers.

Golems can fight, explore the map,
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The Stone Golem is a powerful creature you can research
when you gain enough experience points.

or sit in their pyramidal form, collecting
mana for you. But you won't want to
use your Golems much for exploring or
fighting; for that, you need to build
more advanced creatures. This is
accomplished by sending a Basal Golem
to an existing structure — for example,
a barracks, temple, or crypt — and

then using mana to transform the
Golem into one of several dozen
advanced creatures: a wraith, ranger, or
dragon, for instance.

The creature-transforming struc-
tures are strategically important, and
they are located only on certain sites
within each scenario. Your enemy will
aggressively go after these sites, and
you should, too. If you destroy an
enemy structure on one of the magical
sites, you can then build your own
structure on that same site by trans-
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. Attractive, detailed graphics make up Blood & Magic's maps. The different terrain types

affect movement rates and combat bonuses.

forming four of your useful, ubiquitous
Golems into a building. But the enemy
will also be attacking your magical sites
— as well as your Bloodforge — so
you'll need to guard key intersections
with strong units.

All the different creatures in Blood
& Magic have different attack and
defense ratings, as well as some special
abilities — for example, clerics can heal
wounded creatures, while the wraith
can instill fear in enemy units, causing
them to flee. Both sides can select from
the same range of creatures — more
than two dozen in all — but you can
build only those creatures that you have
researched. You must also control the
right kind of site: for example, wraiths
can only be built at crypts.

In order to research a new crea-
ture type, you must have gained suffi-
cient experience points. Experience is
gained by finding magical items, defeat-
ing enemies, destroying buildings, mak-
ing Golems, and winning scenarios.

Your research carries over from
one battle to another, giving you more
creatures to choose from, even as the
scenarios in each campaign become
more challenging. Neutral creatures can
also be encountered, such as Snapping
Turtles and Trolls, who will attack both
you and the computer player alike if
they are not carefully avoided.

Surrounding the enemy’s Bloodforge

means the end is near. These troops
will be able to handle any new Golems that
appear, cutting off all reinforcements.
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CREATE YOUR MAGE

After completeing all the scenarios, you can create a cus-
tomized character to play in the random campaigns.

Magical items can also be discov-
ered on the game map, which provide
additional bonuses and powers to the
creature carrying them. To keep things
simple, creatures can only carry one
magic item at a time. Particularly useful
is the Teleport Tome — the creature
who’s using it can teleport to any
explored area on the map. This is a
great way to send in a powerful crea-
ture for a quick attack, and then with-
draw. Other items give attack and
defense bonuses, or offer healing. The
inclusion of magic items gives players
more of an incentive to explore the
mabp, as the items can be quite handy —
and, at times, vital.

Terrain features are more than just
obstacles; brambles and lava beds
cause damage to characters moving
across them, while much of the other
terrain is impassable, but can be
destroyed by fire or attacks. Certain
magic items will also allow a character
to cross otherwise impassable terrain,
such as the Drift Disc, which lets units
move freely across water. Other obsta-
cles — the monuments and buildings —
conceal magic items which can only be
found by breaking them open. Flying

creatures, although generally weaker
than their land-based counterparts, are
unhindered by most obstacles, and
make good scouts.

The game features a handy tuto-
rial, in case all of this stuff about
Golems and mana seems confusing -
and it is puzzling at first — but it is very
easy to grasp the fundamentals in a
short time.

The graphics are exceptionally lush
— Blood & Magic uses far more differ-
ent tile sets to represent terrain than
any other comparable game. The seven-
teen different terrain types — such as
obstacles, foliage, and walls — are rep-
resented by many different graphics on
every level, and the levels are wildly dif-
ferent and quite creative.

The reason for this variety was to
avoid some of the sameness of the
graphics seen in similar games. “It gives
each map an individual look,” said the
game’s producer, Bill Church, “We tried
to match the artwork with the stories.”

Some of the scenarios occur
indoors, within large
palaces replete with
fountains, tables, grand
stairwells, and balconies,
while others occur in
swamps, burning cities,
forests, and mountains,
complete with Rocs’
nests, graveyards, and
the like. There is tremen-
dous variety on the
game maps — both in
their look and in the way
they play.

In fact, each map is
a unique tile set, making
a map editor unlikely.
“The way our tile-
system works,” said
Church, “we can’t do
an editor.” Each of the
five stories has five
scenarios each, and Church estimates
40 to 60 hours of gameplay there. Each
story can be replayed from the oppos-
ing side, and there is also a random
campaign generator.

This is Interplay’s first game using
the Forgotten Realms license, probably
the most popular of the TSR worlds;
Interplay also has the rights to the
Planescape world. Beyond Blood &
Magic, the Utter East setting is open for
other TSR or Interplay products,
although no new games were planned
at press time.

After Blood & Magic will come
Descent to Undermountain, a 3D roleplay-
ing game using the Descent engine that is
still being readied for this fall, and Dragon
Dice, based on the the Forgotten Realms
dice game.

Current system requirements for
Blood & Magic are a double-speed
CD-ROM drive, a 486/33 (though a
486/66 is recommended) with a 256-
color display, and 8MB of RAM. The
game will be available for either
DOS or Win 95. There will also be sup-
port for modem, serial and two-player
network games. ;

BPCG
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ANDERSON,

I NEED A VOLUNTEER.

THAT TANK UP THE

ROAD? SOMEONE’S GOTTA

TAKE IT OUT.

I NEED SOMEONE I CAN
COURT ON. SOMEONE WHO’S B L g -

MAN ENOUGH TO RUN

THROUGH MACHINE-GUN FIRE

TO GET THE JOB DONE.

AND ANDERSON,
THERE COULD BE A MEDAL

IN IT FOR YA.



Anderson, Chuck. Sergeant. Leads 2nd Platoon’s Recon team. Probably gotta
wife back home. Damn good soldier. You give him.an order and he figures
out the best way to get the job done. So what’s he doing cowering behind
that bombed-out farmhouse?

Saving his own butt.

That’s what you should expect if you order him to do something crazy. In
Close Combat everything reacts like
it does on the battlefield, from
the ripping canvas hiss of the German
MG42 machine gun to the screams
of the men it hits. It all goes down
right in front of you. In real time.

So there’s no time to thumb through
the manual. You work your mouse like

Americans vs. Gexrmans:

Whioh side you a weapon. Point and click and boom,

L P

gonna take?

the shooting starts the second your
men step off Omaha Beach and it don’t let up ’til they’ve
taken Saint-L6. Troops, terrain, situations —if you want to get any
more accurate, you’ll have to shave your head.
Wanna go head to head with other military geniuses? All you
need is a TCP/IP connection. And guts. iac™ vs. Windows® 95:
Which side you

So look alive soldier; D-Day happens this July. gonna take?

Which means you don’t have much time to kill.

Microsoft

I WHERE DO YOU WANT TO GO TOD.—\Y7"I
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RS SR




NEWS « PREVIEWS ¢ BEHIND-THE-SCENES REPORTS

- major contenders on the Informa-
tion Highway: America Online,

- XBAND, CompuServe, and the

Total Entertainment Network.

Last month, we told you how

online services were set to change
the face of PC gaming; now here’s
the latest exciting news from four

Exclusive Duke!

TEN makes a big deal with Apogee

Other 3D Realms titles
included in the deal with TEN are
Shadow Warriors and Blood,
which will both use the same
engine found in Duke Nukem 3D,
and Prey, a new true 3D game
similar to Quake, which we pre-
viewed in last month’s Scoops!
section (the deal didn't include
Terminal Velocity, although it will
be available on TEN).

Other titles available on

he Total Entertainment Net-

work announced an impor-
tant agreement with Apogee
games, giving TEN the exclusive
online rights to all Apogee/3D
Realms titles for the next five
years. That means their great
multi-player games, including
Duke Nukem 30, won't be
playable on any other online ser-
vice. It's an excellent coup for
the startup network.

TEN will include the strategy
classics SimCity and Civilization,

: as well as Falcon 4.0, the sequel
to the wildly popular air combat
simulator from Spectrum
HoloByte. SimCity of course will
be modified to allow multiple
players on the same map, while
Civilization will appear as CivNet,
the recently released multi-
player version of the strategy

¢ classic from MicroProse.

This manhole will lead you into the
Total Entertainment Network’s web
site at http;//www.tenetwork.com.

Five Million PC Gamers?

New games coming to AOL

WHAT ARE THE OTHER GUYS UP T0? |

The Microsoft Network has just
passed the million-member mark,
but they've also overhauled their
interface. The new, web-based

poon Online, and Casino Poker
will be available to their sub-

AMERICA
4

It‘s certainly big news to
(rbme- siass | _ueQm

gamers if the world's largest

online service begins to offer B | fai s scribers. Six other titles from the service debuted on April 1, mark-
serious games online. With sev- | e | CnTERN | Edwenon ) online gaming experts at Kesmai ing a major shift away from propri-
eral million customers, a good [d L Software are also in the works etary, dial-up networks. And
percentage of whom are cer- e e ] although MSN software will still

— AOL plans to announce the

appear on every Windows 95 disc

tainly gamers, the established
online services are definitely a
ripe market for online gaming.
Although America Online
currently has some games, such
as the text-based Federation or
the venerable Neverwinter
Nights, they're not up to par with
the games coming online on
XBAND, MPath, and TEN, since

* traffic problems and other issues

|
|

Expect AOL to offer games soon.

prevent the kind of fast action
and quality graphics hard-core
gamers expect. Rather they've
been sort of an afterthought,
leaving serious gamers to
DWANGO, Kali or their modems.
But now AOL has
announced that Air Warrior, Har-

rest of the lineup at the Elec-
tronic Entertainment Expo, the
computer gaming industry’s
giant trade show.

Kesmai, for its part, has
had a good deal of experience in
the online arena — their Air
Warrioris currently available on
GEnie, and they're working with
Interactive Magic on an update
of that hugely popular game.

that ships, America Online has cut
a deal with Microsoft that will

include AOL software with new
copies of the operating system. If
you can't beat ‘em ..

Meanwhile, the Prodigy net-
work has announced a new Inter-

net access plan at the low rate of
$1 per hour. Called Access Net
Direct, the service is open to all
customers, not just those who
have Prodigy accounts

Iil PC GAMER June 1336



WOW!

CompuServe announces a new service

ushed out of the headlines by

Netscape-AOL-Microsoft
deals and the new online gaming
- networks like TEN and MPath,
CompuServe stepped back into the
. spotlight by offering a new online
service with a new look. The new
service is called WOW!, and one
of its best features is its price.

At less than twenty dollars a

. month, WOW! offers unlimited
. hours and access times, including
. Internet usage, making it hands-
. down the cheapest service yet for

‘A E

H o

Thersday January 25 5 ) ™
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)

o

WOW!'s interface takes advantage of Super VGA and

CD-ROM technology.

WA MEN

people who spend a lot of time
online. Each account can have six

: names with their own E-mail

addresses, and Internet access is
provided through a version of the
Microsoft Internet Explorer.

The service features two
distinct interfaces: one for kids
and one for adults, all part of the
drive to make WOW! friendlier
and more accessible to families
and consumers who recently pur-
chased computers.

For their safety, kids are pre-
vented from access-
ing the chat rooms,
and their E-mail is
routed through their
parents’ accounts
first. Kids are also
unable to shop
online, preventing
unexpected pur-

A\ chases from show-
ing up at the door.

While most of
the current online
services have rela-

tively light system requirements,
WOWI! needs 8 MB of RAM (16
MB is recommended) and Win-
dows 95. Potential users will also
need at least a 486 with a CD-
ROM drive, sound card, Super
VGA, and a 9600 baud or better
modem. This is a significant
increase over current standards
for major online services.

CompuServe has worked out
deals to provide quality family con-
tent to WOW! subscribers. Spe-
cific content providers include
Lycos, whose “cyberguide” is an
Internet search engine accessible
through the World Wide Web.

Also, Sports lllustrated For
Kids will provide sports-related
material for youngsters, and
National Geographic will let users
read a digital version of the maga-
zine, including visiting with mum-
mies and exploring the Andes.

To reserve a copy of Com-
puServe's WOW!, call (800) 9GET-
WOW. A Macintosh version is due
out this fall.

Internet Gaming ...

XBAND signs with id and begins beta testing

BAND, one of the three major

players in Internet gaming for
the PC, has moved into beta-test-
ing, the final stage before officially
going online. They have also
reached an agreement with id
Software to license Doom /I,
Hexen, and The Ultimate Doom. A
shareware of the original Doom
will also ship with the XBAND beta
CD (which is great news for those
three PC gamers who don't
already have Doom).

One of the key components
to XBAND's ability to provide
fast, reliable game connections
over the notoriously sluggish
Internet is their RAPID system,
which stands for Reduced-
latency And Predictable Internet
Delivery. RAPID’s proprietary
technology provides high-speed
connections between XBAND's
game servers and the local
Internet providers their sub-

. scribers log onto.

. tion is essential if

: gamers are going to be
. able to play action titles
. like Doom Il or Mech-

. XBAND. The XBAND
: service is owned and
: operated by Catapult

A rapid connec-

Warrior 2through

Entertainment, which
has already made a
mark providing dial-up,
multi-player gaming for owners
of the Sega Genesis and Super
Nintendo videogame systems,

: which gives them the advantage

of having more customer service
and billing experience than the

. other new services. The XBAND

PC network is a collaboration
between Intel and Catapult.

The id connection is also
important, although it is hardly an

¢ exclusive agreement — Doom

.{n\\:‘"

Doom Il from id software
will be one of the first games to invade the XBAND
multiplayer network.

N

in its all gory glory —

and its kin have been available
online via the DWANGO network
for some time, as well as inde-
pendently through the use of
shareware programs like Kali.
And news of the deal makes no
mention of Quake, id’s most
eagerly awaited title.

At press time, it was still
possible to register for a beta-
test account on the XBAND web
site at http.//www.xband.com.

UNDER
CONSTRUCTION

othing says Spring like
N the leathery feel of a
worn-out mitt, the crack of the
bat, and a cheering, beery
crowd sitting in the warm Sun-
day sun. Yes, we're talking
about baseball, the apple pie
of sports — and just in time for
Opening Day, a pair of new
computer baseball games are

ready to take the field.

) gy o e

Using a special motion-capture technique,
Acclaim has recorded the moves of White Sox
star Frank Thomas to create realistic gameplay.

Frank Thomas

‘Big Hurt’ Baseball
Frank Thomas earned the nick-
name ‘Big Hurt’ because he
really hurts the opposition
with his home run power, and
Acclaim Entertainment has
prepared Frank Thomas ‘Big
Hurt’ Baseball in honor of the
White Sox star. Features of the
game include 3D-rendered
graphics of the stadiums and a
complete roster of 1995 play-
ers and stats, tracked in
twenty-seven categories.

Tony LaRussa
Baseball 3:
1996 Edition

Another contender for the
pennant is the latest edition of
Stormfront’s venerable Tony
LaRussa Baseball. Although
LaRussa himself may have left
the Oakland A’s, he’s still on
Stormfront’s team, and this
installment features both 1995
and 1996 stats and players.
Other improvements over ear-
lier designs include an

Continued on page 47
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Run fast. Run smart. Stop and you're dead.

A sheriff's deputy is murdered.
You didn't see anything, but
the bad guys sheot first and
ask questions later. The cops
want you for the murder, and at
this point they seem like a
better option than...

Your legs feel like lead.Your
heart feels like it's going to pound
right out of your chest. Your lungs
are screaming for air. If you could
just get to the...

Truth. Innocence. They don’t
mean a thing if you're dead!
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ThrustMaster works on shuttle stick for NASA

ust how close to the real
thing are the joysticks
used by gamers on their

home PCs? Is it anything like
being in a real aircraft? Really?

Actually, the joysticks and
throttles used by flight sim enthu-
siasts can be quite sophisticated,
as the companies who manufac-
ture them have often also
worked in developing similar
controller technology for military
and commercial flight simulators.

A case in point is Thrust-
Master; not only are they a well-
known maker of over-the-
counter controllers for home
gaming, they have also worked
with such companies as General
Dynamics, McDonnell Douglas,
Northrop-Grumman, and other
defense firms.

ThrustMaster's latest con-
troller won't be available
in stores

But ThrustMaster’s lat-
est venture is literally out of this
world — they've been tapped by
Lockheed Martin to reproduce
the Rotational Hand Controller
(RHC) used in the space shuttle,
for training purposes.

The RHC features a three-
axis rotational grip for yaw, pitch,

it's for NASA. ; ‘

and roll control. It also features a
trigger switch, one button, and a
four-way “hat” switch similar to
those found on many high-end
PC joysticks.

“The enthusiasm we have
received from NASA has been
overwhelming,” said Bob Mar-
tin, ThrustMaster's vice presi-
dent of strategic planning.

“With the completion of
this contract, we have

been asked to participate in
supplying additional products
in support of Lockheed's prime
contract for NASA.”

ThrustMaster's version of

the RHC will be used for ground
training, as well as aboard actual
shuttles in space — not to con-
trol the craft, but for simulating
landings while in orbit.

Continued from page 45

enhanced interface, head-to-
head stats for pitchers versus
batters, and situational bat-
ting statistics that track how
well players perform with
runners in scoring position,
pinch-hitting, and in the late
innings. Veteran announcers
Mel Allan, Hank Greenwald,
and Lon Simmons are back,
and their announcing has
been enhanced to refer to
each player by name while
commenting.

© © © © © © © © © © O oo cicvvcrrnnranccnmiertstorsirsrssssssssssresssassssssetsesessssssessssssssssssstssssssssassssssssssssssssssssssssssssssssssessssss : E —: > |
Stormfront Studios has called Tony LaRussa

rebuilding their strength and cre-
ating a new Portal. So, deter-

back in to manage the latest installment of
Tony La Russa Baseball

More Warcraft!

Blizzard to ship expansion set

here's no ques-
tion that War-
craft ll: Tides of

. Darkness is one of the

. best PC games ever,

. having sold 500,000

: copies and garnered
PC Gamer's Game of

. the Year Award in its
first three months —
so it's hardly surpris-
ing they've
announced a new
expansion disc.

“We've been
overwhelmed by the
tremendous success
of Warcraft Il, and
since the game's release, we've

. been flooded with requests for

© an add-on disk,” said Allen
Adham, Blizzard Entertainment’s
president and founder.

Titled Warcraft Il: Beyond
the Dark Portal, the new disc will
feature two campaigns of twelve
missions each; one for the
Humans and one for the Orcs,

. plus brand-new animated
sequences. In addition, there are

Warcraft Il's popularity has driven Blizzard to release a scenario
disk, Beyond the Dark Portal.

: fifty new single-level maps, or

“PUDs,” to play, all developed by

: the Blizzard team.

The new campaigns take
place after the successful
destruction of the Orcish Dark
Portal in Tides of Darkness. The
Humans discover that destroying
the Portal hasn't destroyed the
Rift between the two worlds, and

© there's nothing to prevent the

war-mongering Orcs from

mined to put a stop to the Orcish
menace once and for all, the
Humans invade Azeroth, deter-
mined to eliminate every last Orc,
Goblin, and Troll.

The expansion
disc will feature a
brand new tile set
that will represent
the swamps of the
Orcish world.

Priced at around
830, it's great news
for gamers who fin-
ished Tides of Dark-
ness and are hunger-
ing for more single-
player action. Beyond
the Dark Portal should
be available as you
read this; for more
information, you can
contact Blizzard at
(800) 953-SNOW.

In other news, Blizzard has
finalized its acquisition of Condor,
the developer currently creating
Diablo for them. Renamed Blizzard
North, the Redwood City, Califor-
nia studio will continue to operate
independently from Blizzard.

Condor's previous work
includes Justice League and NFL
Quarterback Club, both published
by Acclaim.

Ironclads

Civil War buffs take note: due
out in July is Grolier's /ron-
clads, which puts you on the
bridge of the Merrimack or
the Monitor. Gameplay begins
with an “interactive introduc-
tion” to the Civil War, with the
use of full-motion video and
actors in historical costumes,
set against pre-rendered back-
grounds. Then you choose
which side to fight on, and
once battle is joined, you give
orders from the bridge, from a

first-person perspective.

Banzai Bugs!

A unique idea is behind Banzai
Bugs!, which is perhaps the
world's first flight sim/graphic
adventure. In Bugs!, you are an
agile insect, winging through a
pre-rendered cartoon house
with as much freedom of move-
ment as you'd have an aircraft
in a flight sim. The controls are

Continued on page 48
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Continued from paqe 47

simple, and you will have to
solve some simple puzzles, as
well as avoid such hazards as
bug spray, spider webs, and fly-

swatters. From Grolier Interac-

tive, it's due out in September.

(-

Surf and Destroy takes you on a whimsical
trip through Cyberspace

Surf and Destroy

For those who've found web-
surfing a bore and long to take a
chaingun to the next graphics-
heavy, “interactive” web page,
Grolier offers Surf and Destroy.

Continued on page 49

Build

our

PC pinball wizards can conjure their own tables

here are enough PC pinball
T programs out there to fill an

entire arcade, but true con-
noisseurs of the game are still on
a quest to find that perfect table.
Well, search no more, says 21st
Century Entertainment — now you
can design your own with their
new Pinball Construction Kit.

It's not surprising, in this
heyday of PC pinball games, that
one of the leading pinball devel-
opers would create a kit hear-
kening back to Stuart Smith’s
Pinball Construction Set, an early
eighties classic on the Apple II.
But 21st Century may have the
best track-record to tackle it;
among their games are the
excellent Pinball Fantasies; its
sequel, Pinball lllusions; and the
recent Pinball World.

To use the Kit, you choose
one of 64 basic layouts that con-
tain nothing but ramps, side
guards, and flippers. Then you
use the Table Editor to putin

ST L
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. MATING FENDING
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http://www.playmatestoys.com
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: freedom, you'll be

: want, and your finest

¢ over the Internet to
i anyone else who
:owns the Construc-

bumpers, ball traps,
and all the other tra-
ditional bells and
whistles wherever
you want ‘em.
Finally, you
become a multimedia
designer, choosing
background art,

kickers
6sub jec
2indie

: sound effects, and

music files to give
your new table its
theme. 21st Century
even plans to let you
import your own
graphics.

With this much

brooklands
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hairpin
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brooklands
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hairpin

able to play as many
different tables as you

creations can easily
be traded on disc or

These are just a few of the thematic bumpers you can

tion Kit. use in the Pinball Construction Kit.




Web Wagers

The next big controversy: Gambling on the Net

he idea that the Internet
Twill revolutionize business

is hardly new; in fact it's
been beaten half to death. It will
certainly impact gamers of all
types, including those who play
where business and gaming
really come together — gam-
blers, that is.

Yes, you can gamble on the
Internet, although its legality is
dubious and its security shaky;
we're betting it'll be taken up as
the next big target for quick-fix
politicians who thrive on attack-
ing the Internet. The technology

Gambling online is bound to become
controversial, once politicians and
the mainstream media get wind of it.
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exists — and more is
being developed —

. that'll let you set up

: an account on your
credit card and
wager on any num-
ber of casino games,

from roulette to
blackjack to bingo.

Already, a num-
ber of web sites exist
where you enter your
credit card number,
set up an account,
and begin gambling.

On many of these sites, the
legal issue is left up to the end

: user — some pages suggest you
contact your local law enforce-
ment agency to determine if
Internet betting is permissible in
your area.

One such service that's
getting ready to launch is the
AGN Players Club, which will pri-
marily feature bingo, tying users
directly into American Indian

The Online,

¢.)
Q&  Llotteries

Lotteries =
Lotteries ' ® “
4

Offshore Internet Casino, operated from the

Caribbean, can be found at http;//www.casino.org/cc.

bingo parlors through the Inter-
net. Subscribers can set up thier

. own debit accounts with AGN,
then a proxy service plays the
bingo cards, which the user can
watch on his or her screen as
each number is called.

AGN projects as many as
100,000 subscribers will sign up
within their first twelve months of
operation. For more information,
you can visit their web page at
http.//www.betnet.com.

EYEWITNESS

Continued from page 48 rrveeins

A comical graphic adventure
that sports a real-time 3D
engine, S&D challenges you to
adventure through a loose inter-
pretation of Cyberspace. The
Doom-style combat will be han-
dled with a light touch, as you
battle slime monsters, chattering
teeth, and dogbots.

In Collision, comp technol g
one step closer to the dream of Doom-style
movement in photorealistic settings.

Collision

The first live-action arcade
game using FastLANE technol-
ogy will be Collision, from Pow-

Continued on page 50
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What you fear, you will covet.

« Whatyou loathe, you will worship.

What you ravage, you will rule.

What you are, you will abandon.

o

\ .

-

The first net-capable, intergalactic, PC CD-ROM game of ultimate strategy.

. ~_You've Been warned.
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Continued from page 49

erhouse Entertainment. These
games, called "Moviegames,”
speed up video sequences and
let the player move seamlessly
from one video clip to the next
(most games that use full
motion video pause for long

loading times).

‘Hang On!

Force feedback is coming!

our typical joystick is a

fairly passive input

device; you move it, and it
sends commands to the com-
puter. While it is certainly more

. game-friendly than a keyboard,

some gamers have felt some-
thing was missing. But big
changes are in the works, just
another of the improvements to

: PC gaming coming about as a

result of the new game-devel-
oper interfaces from Microsoft.
The Directinput API for

5 Windows 95 lets the computer
: send data back to an input

dard for force feedback).
Force feedback means a
program can move and shake
a specially designed
joystick or other
controller in
response to
whatever’s hap-
pening in the
game. You've
probably already
seen something
similar in the
arcade, where a machine
moves or shakes as a
player takes damage.

ing joy-
stick!

That's one
mean-look-

gamers, it just means more fun.
Picture yourself playing NASCAR
Racing with a force-feedback
steering controller; you run off

. the track and across the dirt, and
the wheel shakes, becoming

more difficult to control — later in
the race, it develops a wicked
shimmy as your front-end gets
bashed out of alignment. In a
game like Duke Nukem 3D, the
effect could be even more vis-
ceral; imagine feeling the
kick of your shotgun
) through the joystick.
One of the leaders in
bringing force feedback
to the PC is Immersion
Corporation. Having
recently signed a deal
with CH Products, one of
the leading manufacturers of
PC game controllers, Immer-
sion is hoping to see products

B ememmm—— L r———— —-— =
A very early look at Gnarl Covet, a multi-
player roleplaying game being built specifi-
cally for the Internet.

using their force-feedback
technology in the stores by Christ-

For game developers,
force feedback is another tool for

¢ device, allowing for something
. known as force feedback (it's

Gnarl Covet

One of the most promising

games being developed for
the Internet is Gnarl Covet,
from newcomer Arckosian

Entertainment. First pre-

viewed at a European exposi-
tion earlier this year, it will be
one of the first of the vast,
multi-player roleplaying
games that we expect to hit
the Internet in 1997.

The game environment of
Gnarl Covet will be a dynamic,
real-time 3D world, with ren-
dered polygon actors and
interactive 3D objects.

Each player will create a
customized character, then
visit different worlds — each
world being a different server
on the Internet. There, you'll be
able to interact with the hun-
dreds of other players on the
server — fighting, exploring,
or simply socializing.

A public beta-test should
be available in the fall, but
don’t expect to play the full
retail version until early in the
second quarter of 1997. An
early preview will be seen at

E3, the annual trade show.

also possible under DOS, but
there’s no established DOS stan-

creating even more immersive,
realistic gaming experiences. For

mas. As these products come out,
we’'ll keep you informed.

Duke Takes the Gold

Interactive Magic sponsors Capitalism contest

apitalism is the most real-
istic, detailed business
sim on the market today,

¢ and one of the best economic

i games of all time, so it was nat-

: ural that it would attract interest
: at some of the nation’s top busi-

ness schools. Much as the mili-
tary is learning to use PC games
as training tools (see our April
1996 story on gaming and the mili-

© tary), business schools are

increasingly becoming aware of

. the benefits of a low-cost com-

puter simulation of business
activities and principles.

So Capitalism's publisher,
North Carolina-based Interactive
Magic, had no trouble arranging
their first “Business Bowl,” pit-
ting Duke University's School of
Business and the University of
North Carolina’s Kenan-Flagler
Business School. In this huge,
four-hour Capitalism battle, teams
of students from both schools

The sim title Capitalism has been put
to work in business schools.

competed to rack up the highest
score. When the smoke cleared
and the balance-sheets were
checked, Duke won the day.

The Duke students were
awarded a $500 check towards
their education and were given
the opportunity to donate $1,000
to their favorite charity. Now
Interactive Magic is hoping to
get Stanford involved.

Interactive Magic has also
been working with people in the
business education community
on ways to improve Capitalism in
anticipation of an eventual
updated version of the game. Not
surprisingly, one of the features
the students and professors most

Duke students won the price wars in I-Magic’s first Bus
Blue Devils the best Capitalism players are in the world?

55 Bowl. Are these requested was a network version

of the game.
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With the new ACCURA 288
DSVD Modem, you and a
friend can get into some real
gaming action. It's not just
playing the game, it's talking
the game too. Our new voice

28.800 bps-

Quarterdeck® InternetSuite2™ ($49 value)

The Top Or
YOUR LINGS
AND RUN YOUR

gaming modem allows YOU  -Papyrus NASCAR Racing CD-ROM ($75 value)-WebTalk™
to talk and transmit data ($69 value)-Smartcom™ Message Center($99 value) &
Simul[aneously during a Single VoiceView™ Talkshop software
phone call so that the two of you can challenge each other fender to
fender. Right now, our ACCURA Gaming Modem comes bundled
with the high-performance experience-Papyrus™ NASCAR® Racing
(875 retail value). Authentic conditions. Crisp detail. And two-way
playing for the ultimate challenge. Plus, you're getting a 28.8k bps
ACCURA modem that's fast, reliable, easy to set up and easy to use.
All the benefits you need to make online gaming an adventure
you'll never forget.
For a FREE CD highlighting your ACCURA
Online Adventure, call 800-463-4259. For .
product information, call Hayes Fax Response | VoiceView
at 800-HAYES-FX and select document 979._Tav<s»e™

Bist Buppy
INTO ThE WALL
AT TRy 4.

Sounns LIKE
Fun, Hon?

B s, and ACCURA and Smartcom are trademarks of Hayes Microcomputer Products, Inc. Papyrus™ and
arks of Papyrus Design Group, Inc. NASCAR Racing is officially licensed by NASCAR® Other trademarks and registration marks are those of their respective companies.

“See You Next
WeEk, Sueker.”

“On, #3@!+.”

The Inventor
OF The PG Modem.
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The Fantastic Four

New CD changers handle four discs

hat will they think of
next? How about a
CD-ROM drive that can

hold more than one CD at a time
in the space of a normal drive?

It's not a new idea; after all, audio :

CD players have handled multiple
discs for years now.

No sooner said than done:
the latest trend in multimedia is

Using technology developed for Alpine car stereos, the Alps
Changer quadruples your CD-ROM drives without taking any

extra space

yielding CD-ROM drives that can
handle four CDs at a time without
taking up the extra space that
earlier CD changers required.

Alps Electric has introduced
their Alps 4X Internal CD-ROM
Changer. The Changer fits in any
standard 5.25" PC drive bay, but it
has an extra-large tray that

. accepts a cartridge designed for

four CDs.

You can
choose to have
your system
treat the
Changer as a
single drive; a
button on the
drive makes it
simple to switch
manually from
one CD to the
next. Alternately,
you can map the

Lock On!

British magazine targets PC pilots

s PC gaming has become

big business, a whole
: slew of specialized
. newsletters and magazines have
. appeared. One of the best of
. these is a little bimonthly maga-
: zine from England.

Enemy Lock On! concen-

: trates exclusively on military flight :

simulations, catering to a small
but fanatical audience of hard-

: core air warriors who will gladly
spend hundreds of dollars for the
newest and best air combat
games and hardware.

The issues are relatively

. brief — under 20 pages — but
there are virtually no advertise-
ments, and ELO's articles cover
nothing but combat flight sims,
with tips, reviews, previews,
interviews, and comprehensive

. strategies every two months.

Recent issues of the maga-
zine included articles on how to

. land and refuel your jet in EF2000,

. a preview of Advanced Tactical

. Fighters and Back to Baghdad,

- Digifal Integration’s F16

: arate drives — D:,
: example.

. lation is rel-
: atively simple, and
© the drive’s manual is concise but
: thorough. The Changer will work

: under DOS, Windows 3.1, and

¢ Windows 95, and it can be

. mounted horizontally or vertically.

T Hardware Do-Brict
i T gun I

Enemy Lock On! magazine is geared
toward fans of hard-core combat
flight sims like ATF, Back to
Baghdad, and EF2000.

and articles on Silent Thunder,
. Red Baron II, and others.

It's definitely worth a look

for the serious flight sim fan. Six

i issues of Enemy Lock On! cost

i $32.50. For more information, visit
. http://www.elo.com./elomag/ on
: the World Wide Web, or give

. them a call at (800) 477-SIMS.

Changer as four sep-
E: F., and G:, for

Instal-

Another entrant into the
multi-disc CD-ROM market comes
from Addonics. Their PCD4x4 CD-
ROM drive is portable, designed
primarily for notebook computers.

. It connects to any standard or
. enhanced parallel printer port,
: and it allows transparent printer

pass-through, so you can use

. your printer even when the CD-
: ROM drive is in use.

The PCD4x4 comes with its

The PCD4x4 from
Addonics lets you
access four CDs from a
notebook PC

own power supply, and it
doesn’t use caddies or a
cartridge.

Although most games don’t

¢ really require you to change CDs :
: often enough to make a multi-disc :

drive a necessity, they're a nifty

: convenience. It's also a nice way
. to load several audio CDs at a

: time, so you'll have plenty of

. music for those marathon ses-

. sions with your word processor

or spreadsheet.
The Alps Changer is

. expected to retail for around $300.
. For more information on the

: Changer, contact Alps Electric at
© (408) 432-6000. The 4x4 has a sug-
¢ gested retail price of $450, and its
¢ manufacturer can be reached at

: (800) 787-8580.

The PC Gamer Playlist

he full version of Descent Il

showed up at the PC Gamer
offices recently, at about the same
time as a new 21" monitor. Now
there’s a recipe for Gaming Good-
ness! Unfortunately, we didn't get
much use out of it, thanks to an
experiment Dan called “homemade
Virtual Reality.” Throwing a blanket

over himself and the mighty monitor,

he descended into a 3D hell, endur-
ing 48 straight hours of Descent II.
When he emerged, he informed us

that he was no longer our editor, but

Danbot R49, a robotic overmind bent
on world domination. Oh, well —
it's nothing that hasn’t happened
before around here.

1. Descent ll/interplay — Every-

body (especially Dan)

© 2. Duke Nukem 3D/3D Realms —

Everybody

3. Warcraft ll/Blizzard — Joe,

Lisa, Jason

4. Terra Nova/Looking Glass —

Todd, Dan, Mike

5. EarthSiege 2/Sierra — Dan,

Joe, Todd
6. NBA Live '96/EA Sports —
Joe, Mike

: 7. NFL Quarterback Club

‘96/Acclaim — Mike, Robin
8. C&C: The Covert Operations/

Westwood Studios —

Dean, Mike

9. The Beast Within/Sierra —

Dan, Mike

: 10. Dip & Twiddle IIt The Final

Dip/DipCo — Dean, Lisa

Descent Ilhas taken everybody at PC Gamer headquarters by storm
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“THIS TRULY IS THE VANGUARD
OF THE NEXT GENERATION OF
ELECTRONIC ENTERTAINMENT.
42 gUuT OF 5 STARS.”

— CoMPUTER GAMING WORLD

WHAT ARE YOL

“0ORIGIN‘S LATEST SCIENCE
FICTION SPECTACULAR IS EVEN
MORE IMPRESSIVE THAN ITS
PREDECESSOR.”

— PC GAMER
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f Neww Hope

By Jason Bates

X-Wing, TIE Fighter, and Dark Forces were three of the most

popular games of the last few years — and not just because of their
ties to the Star Wars legend. Now, X-Wing vs. TIE Fighter and Jedi
Knight are set to pit good against evil — and gamer against gamer.

t's hard to think of a bad game
that bears the LucasArts name.
Even the Rebel Assault titles
lightweight, flashy twitch-games
at heart — are among the best of
their kind. And the other Star
Wars titles, X-Wing, TIE Fighter,
and Dark Forces, are three of the
best games ever made for the PC.

The few complaints gamers could
muster aboul those three hits had one
common denominator: Where’s the
multi-player support? When Dark
Forces came oul, it was easily the best
Doom-style game since Doom itself,
but it lacked one key ingredient that
helped make Doom so popular —

o9 PCGAMER June 1996

deathmatch play. And as for X-Wing
and TIE Fighter — well, who wouldn’t
want to take part in a head-to-head
battle between the Rebellion and the
evil Empire?

Strangely, LucasArts has done no
multi-player games before now. That's
partially because of LucasArts’
biggest secret: the mega-successful
game company has never really been
on the cutting edge of computer gam-
ing technology. Instead, they've gen-
erally been content to let other com-
panies show what can be done in a
game — then they come along and
show everyone how it should be done.

“We’ve never taken the stance

that we have to be the first to be the
best,” said Steve Dauterman,
LucasArts” director of production.
“Our feeling is that once the market is
there, let’s take the good aspects of
that market and make them even bet-
ter. We feel like we've certainly done
that with games like Dark Forces, X-
Wing, and TIE Fighter.”

But good things come to those
who wait. LucasArts has two new Star
Wars titles in the works, giving us the
biggest news since, well, back when a
few Rebels took out the Death Star.

I'he first is X-Wing vs. TIE
Fighter. Savor that title for a moment.
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Now picture completely revamped, high-
resolution graphics. See yourself playing
as either the Rebels or the Imperials, then
choose to play alone or with friends
across a modem orona network. Imagine
not just individual missions, but whole
campaigns designed specifically for multi-
player teams.

And if you were head-honcho-for-a-
day at LucasArts, just what would you do
to improve on Dark Forces? Add a true
3D engine and multi-player mode,
maybe? Throw in special powers with the
Force, and add light sabers? LucasArts is
doing all that, as Kyle Katarn returns in
Jedi Knight: Dark Forces II.

No, you're not dreaming.

\-Wing vs. TIE Fighter

No one knows more about the flight
mechanics of the Star Wars spacecraft
than Larry Holland and his team of
designers at Totally Games. Now a sep-
arate company from LucasArts, Holland
and his crew have worked very closely
with LucasArts for years, going all the
way back to Battlehawks 1942 in 1988.
After three very successful World
War Two air combat titles, they turned
around and did X-Wing and TIE Fighter.
Their experience simulating World War
Two fighter combat was a natural asset
for working in the Star Wars universe,
since George Lucas used World War
Two fighter movies like Battle of Britain
as a model for the exciting dogfights he
wanted to depict in Star Wars.

I o
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Although X-
Wing vs. TIE Fighter
will be Holland’s firsi
multi-player design,
head-to-head play has
always been a dream
of his.

“We game devel-
opers are core game
players,” he said.
“We've always wanted to
create the ultimate game
for ourselves, and we
always felt that a multi-player
game would be the most excit-
ing.

«personally, I've been thinking
about it probably since Battlehawks 1942,
Holland said, “and started thinking about it
more seriously when 1 did Their Finest

Hour. It's kind of the obvious expression of than X-Wing.

what a great game could be.” But Holland says the changes we'll see
Unfortunately, back in those days, © in X-Wing vs. TIE Fighter will represent
multi-player gaming was an idea ahead an even bigger leap forward.

of its time — and ahead of the technol- «“What we call our flight engine,
ogy available to most gamers. Since the combat experience, is going

then, though, the evolution of computer through a really cool evolution,”
technology has made possible many Holland said. “We're going to do high-
things designers have been itching t0 do res, texture maps, awesome lighting
for years. Fast modems, Pentium pro- effects — sort of another generation of
cessors, and office networks have cre- visual technology.”

ated a cauldron of gaming potential that In addition to the amazing detail
developers have only begun to explore. you can see in the screen shots we

managed to get our hands on, the
. . . exciting visuals will include explosions
‘muena‘ L‘uht a“ﬂ Mﬂulc and lasers that cast light and shadows
on the ships and light up the inside of
In terms of gameplay and graphic qual- your cockpit.
ity, TIE Fighter was significantly better And you won’t have to pause the
game to access your in-flight map,
damage control system, or message log
__ unlike in X-Wing and TIE Fighter,
these features will be available right
there on your cockpit display. High-res-
olution graphics make this possible, but
multi-player action makes it a necessity,
Holland said.

“\We can’t cause one player to stop
time to look at his stuff, and force
everyone else to pause,” he explained.

But the most impressive graphics
will be seen in the ships themselves.
“There will be no doubt that you're
looking at an X-Wing,” said Holland.
“The TIE Fighters had such a unique sil-
houette that they were instantly recog-
nizable, and the players could use their
imaginations, sort of filling in the
details, textures and such. In this one,
the imagination will be helped a lot
more by the actual images.”

“To me, [the fighters] look like
physical models,” said Wayne Cline, the
product manager for X-Wing vs. TIE
Fighter. “Most people will look at them
and say ‘Oh, this must be from a cut-
scene or something,” but it’s not. It's
what you will see in flight.”

Another possibility is live chatter
between players; using a standard
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brother inevitably spewed? And that movie where the girl’s head spun totally around?
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Introducing Silent Thunder: A10 Tank Killer Il. 24 action-packed missions take you through Central America,
the Middle East and Korea in one of the most devastating ground attack planes ever created. Huge explosions
and texture-mapped terrain reduce other flight sims to twisted wreckage. See why PC Gamer Magazine says
“The terrain graphics are unquestionably some of the the best ever seen in a flight sim.” And yes, they are
real screen shots. Even the big one!
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sound card and microphone, players
would be able to communicate with
their teammates and rivals.

“We’re exploring voice communi-
cations over the network. When most
people play network games in the
office, they've got the speaker phones
on in a conference call — which is a
great use of company resources,” Hol-
land said, laughing.

But most gamers don’t have easy
access to an office network, so what
about voice support over the modem?
Holland said some kind of low-grade
communication might be feasible with
the fastest, 28.8Kbps modems.

“That’s obviously the hardest
technology hurdle,” he said. “We'll
try it on network first, and then go
into modems.”

With dozens of complex, texture-
mapped spacecraft zooming around,
the question of 3D graphic accelerators
is bound to come up. But the new game
is being optimized to run without them.

“We've been somewhat disap-
pointed by the slowness with which
they have entered the marketplace,”
said Holland. He’d like to see a 3D card
in every gamer’s home machine, but
they won't be necessary for X-Wing vs.
TIE Fighter.

“We believe our current technol-
ogy is going to work really well on
almost all the machines out there,”
Holland said. “The only ones that
might have some problems would be
the 486s, but certainly by next Christ-
mas the Pentium is going to have the
lion’s share of the market.

“And our technology is always
tuned to be really fast,” he said. “We
always go for speed and fluidity of
graphics over lots of colors or lots of
polygons or textures, because we
always felt that how fast the game
moved was the most important thing.”

“Certainly on a Pentium it will run
very smoothly,” Holland said. “Right
now, the product is geared to use
DirectDraw under Win 95, and we
hope that Win 95 will have taken over
completely by then, so we can be a
Win 95 product only. It’s a good plat-
form to run on.”

Holland and company aren’t
spending a lot of time or resources on
cut-scenes or full-motion video for X-
Wing vs. TIE Fighter. Instead, the story
will be told the way it was in the first
two games, through mission briefings,
radio chatter during missions, and the
occasional, brief animation or video.

“We're not trying to compete with
the Origin bunch, who do wonderful
movies and make great products in the
Wing Commander series,” Holland said.
“We have certain resources and energy,
and we’d rather put them into the
actual game combat, rather than doing

COVER STORY

JEDI KNIGHT
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Like Dark Forces, Jedi Knight will be distinguished from
similar action titles because of its rich use of story.

Because the game is still in the very early stages of development, there aren’t any actual
game screens available yet. The cutscene shown here gives a sense of the game’s scope.
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a lot of film production and all that sort
of stuff.”

But if the new game lacks Holly-
wood-style video sequences, it’ll cer-
tainly have film-quality sound. Lucas-
Arts” games have alv had top-notch
sound effects, and that’s one area of X-
Wing vs. TIE Fighter that won't need
much tinkering.

“It’s kind of hard to top what we
have,” said Holland, “and we’ll prob-
ably be using that as a base. We obvi-
ously don’t want to change the sound of
a TIE Fighter flying by, or a laser; those
are sort of classic sounds everybody

knows. But we’ll be adding a few cool,
little things.”

Mulfi-Player Now!

Even if it were just another single-
player game, X-Wing vs. TIE Fighter
would be something to look forward to.
And if the designers just tacked on the
usual head-to-head support, they’d
probably be in the running for Game of
the Year. But this is LucasArts we're
talking about; this company doesn’t do
anything halfway. And what Holland

THEN AND Now
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X-Wing: 1993

TIE Fighter: 1994
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IMPROVEMENT

X-Wing: 1996

TIE Fighter: 1996

and his team have planned for fans of
multi-player games is truly exciting.

For starters, there will be a host of
options to choose from. If you just want
to get in and have a free-for-all, you'll
be able to. Or you could opt to fly with
one or more wingmen against a bunch
of computer-controlled ships. But head-
to-head and cooperative action are just
the tip of the asteroid.

“I think we do need to offer a real
variety of quick, short, very simple
battles, everyone against each other,”
Holland said. “They’re just continuous
experiences, kind of like Descent,
where you just get in there, get killed,
come back with another ship, and go at
it again.”

But that kind of play is an almost
an afterthought in X-Wing TIE
Fighter; where the game will really
shine, Holland said, is in team-vs.-team
mode, with missions and plots specifi-
cally designed for multiple players.

“We want to offer some real story
as to what’s happening, some real rea-
son for being in the action,” he said.
Like the single-player missions in the
previous Star Wars sims, multi-player
battles can have boarding actions, cap-
ture operations, and escort duties going
on around you, and victory will depend
not on destroying the opponent, but on
actually completing the mission.

“One of the things that we're really
trying to emphasize is that we’re not
Just facing everybody off to see who
gets the most kills, but that they are
actually team members who are tryi
to accomplish something together,
said Holland.

An example of how such a mission
could work: If there were three players
on the Rebel side, one player in an A-
Wing might have to go out first and
identify a key enemy freighter, then
another player in a Y-Wing would have
to go in and disable the freighter while
a third player in an X-Wing covered the
other guys. Meanwhile, the Imperial
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DEATHMATCH IN THE OLD WEST

players are trying to stop the Rebels.
“Each of the players in the mission
has a different role to play,” Cline said,
“and if they fail in their roles — if they
decide they just want to go out and get
the most kKills — they may lose the mis-
sion because they left their post.”
But Holland and his team at Totally
Games aren'’t just talking about design-
ing individual missions for multi-player
mode; they plan to create entire multi-
player campaigns.
“There’s a couple ways were
doing that,” said Holland. “One is what
I would call a series or match play: You
choose the Rebel Alliance or the Imperi-
als, and you stay on that side through
the entire series. It's sort of like a
hockey series or a basketball series,
where it’s the best out of seven or the
best out of five. Each of the games or
/ engagements in that series is different,
: but they’re tied together by a story and
some consequences following from one
to the other.”

The advantage to this design,
besides giving added depth to multi-
player games, is that if one side’s pilots
lose the first engagement, they’ll have
several more chances to regroup and
retake the lead, rather than getting
hopelessly behind in some mammoth,
two-hour deathmatch. In other words,
you could lose a couple of battles and
still win the war.

“I personally enjoy it more, playing
cooperatively against other people,
whether it’s two-on-two, or three-on-
three,” said Holland. In network play, X-
Wing vs. TIE Fighter will support at
least eight players, and possibly as
many as sixteen.

“It’s just a great game experience
and social experience,” he said, “the
Outlaw, a new first-person shooter using the origi- type of activity we grew up with,
nal Dark Forces engine, will make generous use of \;/hcther it’s playing baseball together
Full Throttle-style animation to advance the plot. or playing arm_\; men together — it’s got

that kind of group dynamic. It’s sort of
the Holy Grail for us, and it’s just won-
derful to finally get to that point where
it’s feasible and possible.”

50 Who Gers Stuck
With The TIE Fighter?

Obviously, developing a multi-player
game this complex — while being faith-
ful to the design of the earlier titles, is
quite a challenge. For starters, the ships
on the two sides are not evenly
matched: many of the Imperial ships
lack the defensive shields found on all
Rebel fighters, and the TIE Fighter is
notoriously fragile.

“We're actually trying to balance it
by putting some of the earlier [Rebel]
craft in there, like the Z-95 Headhunter,
which shows up in TIE Fighter,” Hol-
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Outlaw is a tribute to spaghetti westerns and Clint Eastwood movies — it is one of a rare
breed of computer games set in the 0ld West, and the first with a true 3D engine.
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land said. The T-Wing and the R-41
Starchaser, which also appeared in TIE
Fighter, will be added to the Rebel side
as well, as counterparts to the Empire’s
weaker ships.

The fact that X-Wing and TIE
Fighter were originally designed for a
single player against a number of com-
puter-controlled ships also creates diffi-
culties for the desingers.

“A player wants to be able to sur-
vive when he’s flying,” Holland said.
“He doesn’t want to get out there and
die in five seconds. But he also likes to
get a lot of kills.”

In the original games, a good
player could rack up twenty or more
kills in one mission, because the com-

puter opponents could only do so much.

But if you're flying against other human

PC GAMER June 1336

pilots,
scoring kills
becomes
much more
difficult, and
simply surviv-
ing will be an
achievement.

“It’s really
tricky,” said Holland,

“balancing the survivability

quotient and the kill-ability

quotient. But we have to balance

this riqht to make the game satisfying.
“Ultimately, the game’s experience,

at a very core level, is flying around and

shooting ships, blowing TIE fighters

apart and seeing the pieces blow up.

We can’t take that away by making it

utterly impossible to shoot anybody

down. But with human players in those

craft, you don’t want to shoot them

down with one shot.”

One possible solution is to have
multiple craft under the control of one
player. You'd be able to give them
orders, just like you did with your wing-
men in the earlier games, and if your
main ship was destroyed, you'd be
transferred to your number two ship,
and so on.

Gamers partial to the Dark Side
should note that the missile boat and
TIE Defender will not make an appear-
ance, although the TIE Advanced prob-
ably will.

“The TIE Advanced is a good bal-
ance for the other side’s high end — the

A- Winq — so that craft will probably be
there,” Holland explained. “But the TIE
Defender and missile boat, we’ll keep in
the storehouse for another version
down the road.”

A Gameplay Tune-up

LucasArts first experimented with
multi-player concepts a year ago, using
the TIE Fighter game as a foundation.
What they found was that gameplay
became vastly different when it was
humans dogfighting each other, and
that subtle changes in flight dynamics,
shield recharging levels, and laser
strengths were in order. But none of
the changes will be really dramatic.

“We don’t want to change any of
the basic systems and have things act
differently, because we believe our core
audience will be X-Wing and TIE
Fighter players,” Holland said. “But
we're looking at adjusting them in
appropriate ways to make the game
more balanced.”

One example of this subtle tweak-
ing is the way they’ve changed the turn
rates of the various fighters. In TIE
Fighter and X-Wing, the turn rates vary
from one fighter to the next, but each
ship’s rate remains the same no matter
what speed it’s traveling at. This leads
to a situation where stopping d dd in
space, then rotating and firin 3
ally a good tactic. In multi-player mode,
this would discourage fast-moving dog-
fights; everyone could put their backs
againsl the big, orbiting containers and
lie in wait for the enemy. So the X-Wing
vs. TIE Fighter team has made the turn
rate a function of speed; the faster you
go, the faster you can turn, while fight-
ers that aren’t moving won’t be able to
turn much at all.

LucasArts hopes to have X- [
vs. TIE Fighter ready by this Christmas,
but anyone familiar with LucasArts’
development cycles knows that’s hardly
set in stone; this is one game publisher
that never rushes a product out the
door. Still, no matter when it comes out,
this one will be worth the wait.

BCG




A Unigque Idea?

Well, not exactly unique. But Interactive Magic chairman, Major “Wild Bill” Stealey,
co-founder and former chairman, CEO, and chief play tester of MicroProse Software,
and game designer extraordinaire, Arnold Hendrick*, loved designing and playing M1
Tank Platoon® ...

This time the6 have even more great ideasl?

COMING SOON FROM INTERACTIVE MAGIC...

iM1A2 Abrams

America’s main battle tank with more fun, and excitement than ever!

Q@ coume

published by

For More Information Call:
(919) 461-0722 usa P Bl 340

www.imagicgames.com Research Triangle Park,NC 27709

* Arnold Hendrick, now chief game designer of Interactive Magic, was the game designer of the award winning products M1 Tank Platoon®, Gunship®, F-19 Stealth Fighter®
and more. MicroProse Software, M1 Tank Platoon, Gunship, and F-19 Stealth Fighter are registered trademarks of MicroProse Software, Inc. and Spectrum Holobyte, Inc.
Interactive Magic is not affiliated with MicroProse Software, Inc. or Spectrum Holobyte, Inc.
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Microsoft

[\\’HERE DO YOU WANT TO GO TOD/\Vﬂ

You play games like a natural born gamer.
Enveloped in digital optical technology,

you fire with the accuracy of an eagle

packing high powered binoculars.

Every minuscule move you make is

transmitted quickly down the line of fire.

Every handle rotation, a new twisted
SideWinder™3D Pro gamer viewpoint.

You and the joystick are one.

And this is one joystick that never begs for mercy,
as its optical tracking system has no moving parts

to grind or molest.
MT I ‘! I E; Bullets curse when they miss, listen.
It’s a phenomenon known only by those who choose

a joystick that needs no re=calibration

and tracks you at the speed of light.

This is the jet black void of the gaming experience.
This is the SideWinder 3D Pro joystick, compatible
with all MS=-DOS®=based and Windows®95=based ganmes,
the elder of the SideWinder joystick family.

All the dexterity of a gaming demigod is yours to
call upon, and with one finger you vent retribution

on every shiny dark destructive heart.

©1995 liicrosort Corporation. all rights reserved. iilcrosoit, WS-105 and Windows are registered trmdemarks and SideWinder and #kere Jo Jou #ant To Go

Today? mre trademarks ol Microsoit Corporation.
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YOUR ULTIMATE GUIDE TO NEW GAME RELEASES

Computer Game Survivor’'s Guide

e all know that
PCs aren’t the
easiest comput-
ers in the world
to use. They
require a cer-
tain level of know-how, so roll up your
sleeves and let’s get gaming! But, wait,

: before you do, it will help to familiarize

: yourself with this useful glossary of com-
mon computer terms.

: alpha: An early, working copy of a pro-
gram, prone to crashes. See “beta.”

: autoexec.bat: Hell in a very small file.

: beta: An early, working copy of a pro-

: gram, prone to crashes, and shrink-

: wrapped for retail. See “bug patch.”

: boot disk: The virus-laden floppy you just

left in someone’s disk drive. “Oh don’t

worry, it’s only my boot disk.”

bug patch: Modifies existing programs by

changing current bugs into new ones.

: See “upgrade.”

: config.sys: See autoexec.bat.

CD-ROM: A high-tech drink coaster.

edutainment: Games that are neither

entertaining nor educational, sold to

guilty parents.

end user: Someone less computer literate

than you are.

hard drive: Getting from Fairbanks to

Portland in December.

general protection fault: When your

Trojan lets you down.

hardware manual: 24 pages of Korean
limericks printed upside down.

interactive movie: Although a lot like tele-
vision, you actually must sit much closer
to the screen in order for it to work.
jumpers: Impossibly small pieces of plastic
that end-users are supposed to use as
manually configured circuit-breakers.
Macintosh: Expensive computers lacking
both good games and disk-eject buttons.
platform shooter: A window-washer with
a high-powered rifle.

Plug and Play: Plug it in and start playing
right away. Also known as Nintendo.
printer: An evil leech that hooks onto your
PC and demands a constant supply of
fresh ink and paper. Never try to feed one
an envelope.

RAM: Like money, there’s never enough
to go around.

roleplaying game: A group of people
gather together, create their own charac-
ters, and share adventures. In computer
terms, a lone user playing a premade
character in a predetermined storyline
through a cumbersome interface.
shareware: When Mom makes you share
your games with your little brother. Yuck!
simulation: Too boring to be called a
game, but too inaccurate to be educa-
tional, hence it “simulates” both.

tech support number: A direct line to a
company’s voice mail system.

upgrade: A shrink-wrapped bug patch,
often an early working version. See “alpha.”

Hardware Requirements

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

THE PC GAMER RATINGS SYSTEM

100%-90% CLASSIC

Not many games can earn a rating over 90%,
and even fewer can approach the magic 100.
Anything that we rate over 90% is an instant
classic — a game that's truly significant in both
content and design, and one that we'd
recommend without reservation to anyone
interested in PC gaming

89%-80% EXCELLENT

These are excellent games. Anything that
scores in this range is well worth your atten-
tion, though it may not make any significant
advances over its rivals. Also, some genuine
benchmark games of decidedly specialist taste
will fall into this area — it may be the best 7th
Cavalry simulation on the market, but not all of
us want to relive Little Bighorn

79%-70% VERY GOOD

These are pretty good games, which we would
recommend to fans of the particular genre

although it’s a safe bet that there are probably
better games out there.

69%-60% GOOD

A reasonable, above-average game. It may be
worth buying, but probably has a few significant
flaws that keep it from earning a higher rating.

59%-50% FAIR

Very ordinary games. Not completely worthless,
but not a very good way to spend your gaming
dollar, either

49%-40% BELOW AVERAGE

Poor quality. Only a few, slightly redeeming
features keep them from falling into the abyss
of the next category.

39%-0% DON'T BOTHER

Just terrible games — and the lower you go,
the worse they get. Avoid these titles like the
Plague — and don’t say we didn’t warn you!

PC Gamer
Edlfors

Choice ;,,‘\
fwards ==

Each and every month, we honor the best
games we see — those earning 88% or
above — with our coveted Editors’ Choice
award. It's not easy to earn the Editors’
Choice, and there are a lot of excellent
games that fall just short of the honor. So
when you see the PC Gamer Editors’ Choice
logo on a game at your local software shop,
you can bet it's among the best of the best.

ADVANCED
TACTICAL FIGHTERS

DESCENT Il

SPYCRAFT:
THE GREAT GAME

Y
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With its ultra-modern jets, the debut
title from Jane's Combat Simulations

is a missile-head’'s dream.

Required We Recommend

Some of them, like the F-117A

Double-speed Quad-speed stealth fighter, have seen real-
CD-ROM drive;  |CD-ROM drive; e i
486DX2/66; 8BMB Pentium 90; 61MB EFM, are experimental jets

RAM; 29MB hard-
drive space; Super
VGA,; supported
sound card.

hard-drive space;
local-bus Super
VGA,; Joystick;
Modem

barely off the drawing boards —
and the XF-32 ASTOVL is
purely hypothetical, a combina-
tion of a few different designs
for the Advanced Short Take-
Off/Vertical Landing fighter that
could replace the F/A-18 Hornet
early next century. It's pretty
heady stuff for aficionados of
cutting-edge war machines.

Air combat sim veterans will
immediately see similarities
between ATF and U.S. Navy
Fighters, EA’s big sim from 1994.
That’s because ATF was built on
the USNF engine, and the design-
ers made no major effort to hide
that fact. The graphic style is the same, the
menu system is the same — you'll even see
some familiar faces when it comes time to
choose your pilot’s portrait.

That’s not a bad thing. It would've
been nice if ATF didn’t have such a famil-
iar feel to it, especially since it’s the first
offering from the new Jane’s line, and it

f you can’t get enough of TV shows
like The Discovery Channel’s
“Wings,” if you drool over those
oversized books with titles like
Modern Combat Aircraft, then the
first title in Electronic Arts’ new line
of hard-core combat simulations was
made for you.

Created with the assistance of
Jane’s Information Group, the leg-
endary British publisher responsible
for Jane’s All the World’s Aircraft and
Jane’s Defence Weekly, Advanced
Tactical Fighters focuses on seven of
the hottest high-tech jets in the world, all
simulated with beautiful, high-resolution
graphics and painstaking flight models.

Jane’s Incredible Planes

Advanced Tactical Fighters has a lot going for it, but the best thing about this sim is
the variety of incredible jets it lets you fly. And these aren’t just different graphics
slapped on the same flight model; each plane has its own unique qualities that come
into play in the game. Check ‘em out:

P el e | |

B-2 SPIRIT: The amaz

Information Central: In the cockpit of an F-22, you track a
Chinese Fantan while keeping an eye on your tail, your
engines, your radar cross-section, and more.

deals with such cutting-edge aircraft, but
it hardly feels dated. USNF was a very
good sim, and the biggest complaint
gamers made about it — that its detailed,
high-res graphics meant it required a
really fast machine to run smoothly — is
not quite the drawback it used to be, with
Pentium chips so much more common in
gamers’ systems. Plus, the use of U.S.
Navy Fighters as a foundation means you
also get to fly some old friends from
USNF and its Marine Fighters add-on, like
the AC-130 Spectre; the Tomcat; the
Hornet; the Sea Harrier and Harrier Il
Plus; the Russian Freestyle; and the Su-33
Flanker. That’s a grand total of 14 very
different planes you can take for a spin.
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ingly expensive and contro-
versial stealth homber. If its
performance in ATFis any
indication of its real-world
capabilities, it's worth the
money. A new cockpit
mstrument in the game

tra your radar cross
section, providing ample
proof that the hig bomber is
less visible to enemy radar
than much smaller fighters.

¢ F-117A: The legendary

stealth fighter still doesn’t

i have an official name,
i although it's known unoffi
¢ cially as the Night Hawk.

One attack run over a heav
ily defended enemy instal-
lation, leaving confused
interceptors and mi

i crews in your wake
: you'll see why it was s

popular in the opening days
of the Gulf War

: air-superiority hql
: capable of "supercruise,”
¢ which means it can do

Mach 1.58 without afterburn
ers (and just under Mach 2

¢ with afterburners), qiving it

amazing range and speed
Nozzles that direct engine

¢ thrust up and down greatly
: Increase its maneuverability,

and a stealthy design makes

¢ ithard to spot on radar.

: RAFALE C: France may

¢ not be known as a techno-

: logical hotbed, but the

¢ French military’s hottest

: fighter is nothing to sneeze
at; it's fast and highly

i maneuverable. It's also

: versatile; it comes in inter-
ceptor, multi-role, and

¢ reconnaissance flavors,
and it’s capable of carrier

: operations

f X-29 FSW: The FSW

: stands for the X-29's

: Forward Swept Wing, a

¢ design that sometimes

: makes it look like it's flying
: backwards
: incredible agility and stabil-

and gives it

ity. The jet’s radical shape

: makes it much easier to
¢ control stalls, which means

it's much more responsive

¢ in low-speed and high
: angle-of-attack maneuvers.
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Advanced Tactical Fighters has the same high-res, texture-mapped 3D graphics that made U.S.

1 Navy Fighters so attractive.

And ATF has the same full-featured mis-
sion builders that gave its predecessor so
much replay value.

And in all fairness, ATF isn’t just
U.S. Navy Fighters with seven new
planes. For starters, the flight models
seem more realistic in ATF. Of course,
only a handful of test-pilots could tell you

: just how realistically the planes respond
— and if they did, they might have to kill
you — but they feel right. At the very
least, each of the planes definitely han-
dles differently from all the others. The
X-29, with its rigid, forward-swept wing,
is almost dangerously responsive; the F-
22 breaks the sound barrier (beats the
hell out of it, in fact) without afterburn-
ers; and the XF-31 EFM can make some
amazing moves in what’s known as post-
stall maneuvering.

Multi-player nuts will be happy to
know ATF has network, modem, and
serial-link options that’ll come in handy
if you want to fly against — or in cooper-
ation with — other living, breathing
pilots. And the computerized opponents
are no slouches, either; they’re pretty

sharp, and when they’re in the more
advanced fighters, they actually appear
to use their planes’ special abilities.
There’s some nifty multimedia con-
tent, too, and it’s not just random stuff the
designers happened
to get their hands
on. For each of the
seven featured
planes, there are sev-
eral sharp photos;
cockpit and cutaway
views; a detailed
description; and
quality, full-screen
video clips detailing
the plane’s produc-
tion history, control
surfaces, and special
maneuvers — all of it
drawn from the

Mission accomplished. On the ground, the
visual detail is as impressive as in the air.

AIRCRAFY SELECTION

.-
5 .-

Decisions, decisions — U.S. Navy Fighters
veterans will be in familiar territory with
ATFs clean, friendly interface.

mission and fail once (or twice, or three
times, etc.) to figure out what's really
expected of you, then you fly it again to
win. This damages the illusion that you're
a real pilot fighting a real war.

And even when it’s perfectly clear
what your mission is, ATF can be amaz-
ingly tough. It's one thing for this kind of
game to be hard for realism’s sake — it is
a simulation, after all — but ATF seems
unrealistically difficult. For instance,
would two F-22s really be expected to go
out by themselves and destroy a pair of
cargo ships defended by two guided mis-
sile cruisers and several top fighters?

— Of course, there are
ways to lower the dif-
ficulty of the game; a
“Cheat” menu lets
you select from 14
different options at
any time. But most of
those options are
designed to make it
easier for you to fly
the plane and kill the
enemy — the only
way to make it harder
for the enemy to kill
you is to become
completely invulnera-

extensive Jane’s
database. Also included are pictures and
descriptions of all the other planes,
weapons, ships, and ground targets that
appear in the game. It’s a missile-head’s
dream; take away the excellent flight sim-
ulation, and it would still put some
multimedia air-combat references
to shame.

There’s just one significant
problem with ATF: it’s hard. At
times, frustratingly hard. ATF has
the same problem that USNF and
Marine Fighters had: in many
missions, it’s not enough to take
the recommended plane and the

XF-31 EFM: The XF-31
has “paddles” that can
divert the thrust from its
single engine in any direc-
tion, making it almost
absurdly maneuverable. An
experimental plane, the
EFM can also break the
“stall barrier,” which
means it's capable of
maneuvering even after
going helow stall speed
and losing lift

i XF-32 ASTOVL: ATFs
¢ XF-32is actually a hypo-

: thetical plane, a combina-
i tion of several designs

: competing for the chance
¢ to replace the Navy's

: and Marines’ Hornets in

: 2015. With its short takeoff
i and vertical landing capa-
¢ hility, coupled with speed
: and agility, it would be

: ideal for 21st-century car-

rier operations

recommended weapons and fol-
low the recommended waypoints;
instead, the missions often feel
like puzzles, challenging you to
figure out what you're really sup-
posed to do, and in what order.
Are the enemy F-5s mentioned in
the mission briefing the real
threat, or should you concentrate
your fire on the F-16s no one told
you about?

The result is that, with many of
the missions, you go through a
cycle of trial-and-error: You fly the

ble, which is more
help than most experienced PC pilots are
going to want. There really should be an
option to make the enemy pilots just a
little less aggressive, or to reduce the
effectiveness of their weapons a bit.

Still, the difficulty problem is just
about the only flaw in ATF, and the
game has far too much going for it to be
ruined by that. It’s a solid, good-looking
sim with a lot of variety and some really
nice trimmings. If this debut product is
any indication, the Jane’s Combat
Simulations line is something sim fans
can really be excited about.

— Dan Bennett
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too tough; hardware requirements are still
pretty steep

Beautiful
graphics; lots of
high-tech planes to
fly; high replay value.

With its good looks, variety,
and playability, ATFbelongs in every air combat
fan’s collection
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Spectm m
HoloByte.

http://www.holobyte.com

Visit your local retailer or
call 24 hours: 1-800-695-GAME
(U.S. and Canada)
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Real F1 cars.

Real drivers.
Real teams.
Real tracks.

A\
(RS Licensed by FOCA to Fuji Television. ©1996 Spectrum HoloByte, Inc. All rights reserved Spectrum HoloByte is a registered trademark
Awrses of Spectrum HoloByte, Inc. All other trademarks are the property of their respective holders. Call 1-800-771-3772 for information on Game Ratings.
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fenegade 2

Category: Action i
Developer: Midnight Software
Publisher: SSI, 675 Almanor .
201, Sunnyval
-~ (408) 7.

Required VR ELGTTIEN T lems that detract from

Double-speed
CD-ROM drive;
486DX50; 8MB
RAM; SVGA; Mouse

Quad-speed
CD-ROM drive;
Pentium; 16MB
RAM; Modem;
Supported sound
card; Joystick

SSI's troubled space combat simulation

the overall experience
in a big way.

You start the
game shortly after the
events of Renegade
(you can even import
your character from
the original game, if
you happened to save

little more than a year ago,
SSI threw their hats into the
space combat ring with
Renegade: The Battle for
Jacob’s Star, hoping to take
on such heavy hitters as
Origin’s classic Wing
Commander series and
LucasArts’ Star Wars-
inspired simulations. While
it had a lot going for it — it
was based on the FASA
Renegade Legions series of
pen-and-paper strategy
games and featured incredible Super
VGA graphics — Renegade fell short of
the mark, hampered by a number of
oversights, design flaws, and disas-
trously long load times. The graphics
were superb and the combat furious,
but there were just too many flaws to
recommend it to all but the most dedi-
cated science fiction fan.

With their follow-up title,
Renegade 2: The Return to Jacob’s Star,
SSI has remedied some of these prob-
lems and added a number of attractive
new features, like a built-in mission edi-
tor and multi-player options. But
Renegade 2 still gets derailed by prob-

True to the rules of the Renegade Legions pen-and-
paper games, you'll need to watch your wingmen's
statistics regarding important combat abilities.

it), and the action
begins with you command-
ing a small force in hot
pursuit of the enemy. Your
job will be to select wing-
men based on their experi-
ence, match them with the
appropriate fighter craft
for each mission’s objec-
tives, then lead your wing
into battle.

After being briefed
on the current mission,
you’ll wade through no
fewer than eleven screens

returns with some exciting new features,

but it still has problems.

Once you're in the heat of combat, you'll be treated to spectacular SVGA
graphics. Unfortunately, the confusing radar and unreliable wingman
controls hamper the enjoyment.

in order to match pilots
and ships to the mission. You’'ll need to
repeat the process after difficult mis-
sions, replacing damaged ships with
operational ones and inexperienced or
fatigued pilots with new ones. While I
appreciate the variety of wingmen and
the ability to choose which fighters to
send on a mission, the process is cum-
bersome at best.

In the cockpit, getting your bear-
ings takes a lot of getting used to, due
in no small part to the confusing radar
display. The radar is comprised of a
three-dimensional grid which repre-
sents the mission area and uses colored
indicators to highlight enemy fighters,
friendly units, and waypoints. Vertical
lines that connect targets to the
grid indicate whether they're
above or below your own fighter.
To say the least, it’s not the sort of
at-a-glance targeting system you’'d
expect in a state-of-the-art, far-
future fighter craft.

Another problem left over
from Renegade lies in the poorly
implemented wingman controls.
In order to give the game a strate-
gic feel, your wingmen typically
don’t act on their own, leaving
you to order them to attack. But
even when you’ve managed to
issue orders to each pilot, they
rarely respond properly to spe-
cific commands (attack my target,
go here, etc.) and only half-heart-

........... edly obey more general ones.

On the positive side, however,
Renegade 2 is a visual treat, with tons of
painstakingly rendered ships, explo-
sions and nebulae. And fortunately, the
notoriously long load times that accom-
panied the start of every mission in
Renegade have been shortened, with
CD-ROM access times down to a brisk
20 seconds or less.

More pluses in Renegade 2 are the
built-in mission editor and multi-player
features, which offer a way to bypass
the confusion of the regular missions
and computer-controlled wingmen and
enjoy some gorgeous space combat
with your friends. But if you're limited
to playing Renegade 2 as a single-player
game and don’t care to take the time to
create your own missions, you'll want
to stick with TIE Fighter or the Wing
Commander games.

—Todd Vaughn
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interface, poor

wingman control, and not enough mission variety.

Attractive
SVGA graphics,
multi-player features.

A nice game if you're looking
for some multi-player space combat action, but a
forgettable single-player experience
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Virfual Snooker

Like many things from across the pond,

We Recommend
486/66; Super VGA;

Supported sound
card

Required
Double-speed
CD-ROM drive;
486/33; 8MB RAM;
Mouse

hen Interplay’s Virtual
Pool was released, it was
immediately touted as
one of the most realistic
simulations ever made
(never mind that it was
about pool). It wasn’t
because of flashy graph-
ics, amazing sound
effects, or any of the trap-
pings that get so many
other games noticed;
Virtual Pool was, quite
simply, a really good sim-
ulation of what it was like to pick up a
cue and play pool.

Now the folks at Interplay have
taken that same game engine and turned
their attention to another great billiards
game, snooker. While it may not be
familiar to most U.S. players, snooker
offers enough challenge to make it an
instant winner
with any pool
fan who takes
the time to learn
its quirks.

But it will
take some time.
To say U.S.
audiences are
unfamiliar with
snooker is a bit
of an under-
statement; a
quick poll of the
office revealed
that only about
ten percent
. knew how the
game was played — and 80 percent of
them came here from England. Like
most English pastimes, snooker is a
game that has a boatload of rules, many
of which seem arbitrary, and most of
which you don’t need to learn before
you play the game.

Unlike the standard 15-ball game
most pool players recognize, snooker
populates the table with 21 balls, 15 of

The tutorial will walk you
through basic, advanced, and
professional techniques for
clearing the table at the pub.
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snooker is a bit odd — but this new sim

makes it accessible and entertaining.
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Although it's a little confusing at first, snooker isn’t as tricky as you might think, and it's a nice

variation for pool buffs.

which are red. These 15 are set up in
the familiar triangle pattern at one
end of the table. The other six balls are
each a different color (yellow, green,
brown, blue, pink, and black), and each
has its own specific location on the
table (fortunately, the computer handles
all the setup work).

During a turn, the player must sink
a red ball, then one of the colored balls,
then another red, and so on. Each time
one of the colored balls is knocked in, it
is returned to its original location until
all of the red balls have been removed
from play. For each one of the reds you
pocket, you get one point; each of the
other colors has its own specific value (2
for yellow, 3 for green, 4 for brown, 5
for blue, 6 for pink, and 7 for black). The
object of the game is to outscore your
opponent before all of the balls go in. It
sounds confusing (and I'm only giving
the basics here), but Virtual Snooker
makes the actual gameplay simple.

And once you've got the basics
down, Virtual Snooker is as impressive
and intuitive as Virtual Pool. From the
satisfying crack! of that first break, to the
thunk when you pocket a ball, Virtual
Snooker is a blast. The controls use the
same simple mouse and keyboard com-
binations that were used in Virtual Pool,
and you'll find that everything from posi-
tioning the cue to zooming and panning
the view is just a click away. Graphics

and sound both follow the same less-is-
more philosophy of Virtual Pool, and
while they are certainly satisfactory, it
would’ve been nice to see some
improvement. There’s a tutorial that
leads you through the basics of the
game, from the break to the proper
order in which the final balls must be :
dropped. There are also a few video clips :
of snooker techniques, but nothing that  :
really makes much of a difference; in the
end, it’s the gameplay that shines.
Thanks to the strangeness of the
game it simulates, Virtual Snooker proba- :
bly isn’t going to appeal to the same :
wide audience that Virtual Pool did —
not here in the States, anyhow. But dedi-
cated pool aficionados and Virtual Pool
fans will want to add this excellent game
to their collection. :
—Trent C. Ward

m GAMER FINAL VERDICT

A great
' -

simulation of a fan-
tastic pool chal-
kes a while; minimalist

lenge
Getting
down the basics

sounds and music

A ball-breaking good time for

pool fans everywhere
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The War College". . the most sophisticated, most successful — ® Solid modeled 3D battlefields, units and unit frontages.

military battle simulator, brought to you by the award » Hundreds of pages of on-line interactive historical and

winning authors of - The Universal Military Simulator biographical documentation.

I & II - the best-selling computer wargame of all time! o Basic disk includes the battles of: Pharsalus, Antietam,
Austerlitz and Tannenberg.

The War College defines “cutting edge” technology in e Change dozens of variables that the computer uses to

computer war gaming with artificial intelligence routines calculate combat, movement, morale, range of artillery

recognized as “the world’s best!” fire, effectiveness of musketry fire and melee combat.

Interested? Visit your local retailer or call 1-800-GAMETEK.
Visit our new GameTek Web Site at http:/www.gametek.com

GAMETEK

1995 Intergalactic Development, Inc. The War College is a trademark of GameTek (FL), Inc. pevelopment,
2999 Northeast 191st Street, Suite 500, Aventura, Florida 33180 USA. Incorporated
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“...fast-paced, complex and challenging..."
| -Next Generation

DESTRUCTION.

“It gives the same satisfaction that
Crusader: No Remorse did, you basically
lay to waste anything and everything
around you." -Strategy Plus

MULTI-PLAYER.
Bl L =R

“If you liked Origin's Crusader: No
Remorse, and wished it had multi-player
support, you're in luck with Total
Mayhem." -PC Entertainment

FREE DEMO at
www.domark.com or
our Forum on AOL,
keyword Domark.

« Product Igformation Numbeml05 ‘&\ "
i / £



Jescent |

Category: Action
Developer: Parallax

Publisher: Interplay Productions, 17922
Fitch Ave., Irvine, CA 92714
(800) 969-4263
Required
Double-speed

We Recommend
Pentium; 16MB

CD-ROM drive; RAM; Supported
486DX/50; 8MB sound card;
RAM; 25MB hard- | Joystick

drive space; Super
VGA

here are a couple of things
you can generally count on : ?
when dealing with sequels: LR

number following it, and 2)

This sequel explodes onto the
scene with more new features

than you can shake a stick at.

1) The title usually has a . M Along with the game's new SVGA graphics, you'll find spectacular animated cutscenes in between
missions. The scenes are a great improvement over Descenf's chunky animated sequence:

It’s little more than a remod-
eled version of the original
product (take X-COM: Terror
From the Deep, for example).
But in the case of Descent II,
only one of these examples
hold true, since it boasts
such an impressive range of
improvements that it’s
almost like a new game.

Even though it was marketed as a
Doom-killer, Descent was much more
than a first-person shooter in a new
environment; it was a whole new way
of looking at the genre, providing
gamers with an unprecedented 360
degrees of control, fast-paced action,
and truly innovative level design.
Descent II delivers those same thrills,
but in exciting — and sometimes subtle
— new ways.

Let’s start with the most obvious
improvements. For Descent II, Parallax
has enhanced the graphics with three
gorgeous, high-resolution Super VGA
modes, and they’ve replaced Descent’s
chunky animated sequences with beau-
tiful, 3D-rendered cutscenes that are
actually worth watching. You'll need a
little more hardware muscle to get the
new graphics running smoothly, but on
a Pentium, the 640x480 mode runs quite
smoothly and looks great. Other options
include the top-of-the line 800x600
mode and support for 3D accelerator
cards using the S3 Virge chip. The
robots are more lifelike, the environ-
ments are rich with color and detail —
and while great graphics still don’t have
much to do with gameplay, you can’t
help but grin a little when you get your

=

q With so many more deadly robots, you'll probably see this death scene more often than you like.
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NEW IN TWO

The sheer number of new features and
enhancements in Descent Il are enough to
bring a smile to any committed Descent fan,
with the expected improvements in
weapons and graphics well at the top of the
list. But a few new features are genuine sur-
prises. Here's one we especially like, and
another we’d like to see toasted.

GUIDEBOT

This angular little fel-

low is the perfect com-

panion for those who

found Descenf's convo-

luted mazes a little too disorienting. The
guidebot will lead you to the nearest key or
help you find your way to the exit after
roasting the central power core. But what's
really cool is that you can order the guide-
bot to do more than that; when times get
rough, you can send the guide-bot to find
power-ups.

THIEF-BOT

The thief-bot is the guide-

bot's evil twin. These

annoying little critters catch you when
you're least expecting it and steal weapons
and power-ups, then scurry away in a burst
of speed.

The best defense against a thief-bot is a
good, stealthy offense. By luring the thief-bot
into an dead end (a room without secret pas-
sages or access doors to other rooms), you'll
be able to corner the little rascal and blast
him to bits. They're very tough to kill, but if
you can manage to put an end to them, you'll
be able to recover the goodies they stole.




Keeping out of sight is your best defense;
sideslip around a corner, squeeze off a few
shots, then slip back behind cover.

first glimpse at the improvement.

While some designers would’ve
been happy to stop at improving the
graphics, Parallax didn’t leave any stone
unturned in making Descent II a sequel
worth playing. Gamers who found the
more diabolical levels of Descent a little
too disorienting will be happy to know
that the new game features a clever lit-
tle robot who can lend a helping hand if
you get hopelessly lost. This little guy,
called a guidebot, helps you find your
way around, leading you through corri-
dors to the nearest power-up or inven-
tory item, locating keys and enemy
robots, and pointing you towards the
exit when the mine you’re in is about to
blow. If you’d rather take your chances
and explore on your own, the guidebot
will even leave you alone.

There are more new robots than
we’ve got room to mention here; most
are variations on Descent’s original cast
of baddies, but there are a few truly
unique and frightening ones as well.
There are missile-firing juggernauts
that, when destroyed, break apart into
smaller, deadlier, missile-launching
shards; and a flying power-plant
that tries to cook your ship from the
inside out with a jolt of high-voltage
energy. There are countless others, in
all shapes and sizes — so many, in fact,
that after a few levels, you’ll find that

Descent Il is a lot tougher than its predecessor; most of the regu-
lar robots in the new game could probably whip the end-level

‘bots in the original Descent.

R e e

This bad boy may resemble a teddy bear, but those razor-sharp claws can rip through your ship like Yogi
through a picnic basket.

just keeping track of the ones you really
need to watch out for can become a full-
time occupation.

If those badass ‘bots start to get
you down, you can always take on a
friend or two. Descent II's multi-player
features are another improvement over
the original; now you can disallow cer-
tain weapon types, let additional players
to join a game in progress, and even
monitor your opponents by placing map
markers throughout the level. These lit-
tle additions, don’t mean much if you
stick to the single-player missions, but if
you haven’t experienced a truly thrilling
multi-player experience, you haven't
tried multi-player Descent II.

Like Doom II, Descent Il is substan-
tially harder than its predecessor — too
hard, in fact, on all but the easiest diffi-
culty settings. For example, you’ll have
to face a monstrous boss robot on the
fourth level, usually before you've dis-
covered any of the really effective
weapons. As much as I enjoyed the
game, having to resort to
saves every other minute
was a little frustrating.
(For a little help with
Descent II from your
friends at PC Gamer,
check out this month’s
Strategy Central.)

GAMER ‘Anar veroicr
As a whole, though, [E
these are just minor Great new =
flaws in an otherwise weapons, features, I

- . o
enjoyable package. and graphics.
Descent Il is a great new Too many

Forget about backtracking the same level due
to lack of light, now you'll be able to illumi-
nate the mysteries of those dreary mineshafts
with Descent II's headlight.

experience, with superb labyrinthine and

graphics, helpful new fea- claustrophobic levels; very, very tough.

tures, and improved multi- If you thought the original
player features that will no Descent was a walk in the park, you'll meet your
doubt keep it in the spot- match in Descent I/ — but stick with it, and you'll

light for a while. enjoy the ride.

................... —Todd Vaughn @ S + s ssesosscss
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A multi-layered gaming éxperience with more animation than a e

The only authorized

interactive murder

feature film! State-of-the-art 3D graphics combined with rich { mystery based on

1940’'s-style cel animation! An intuitive interface with functional

map, radio, telephone, and a dynam

et Interactive, a division of Simon & Schuster, Inc

- Y 9% Raymond Chandler’s

ic casebook. legendary detective.

To order, call 1-800- 910 0099 visit your local software dealer or mail coupon
and check or money order for $39.95 and $4.95 shipping / handling plus M
sales tax to:

Simon & Schuster Interactive
sales tax c/o Starpak

PO. Box 1230

Greeley, CO 80631
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anellshock

in a nice twist on the first-person craze,

Double-speed
CD-ROM drive;
486/33; 8MB RAM;
Super VGA; Mouse

Quad-speed
CD-ROM drive;

sound card;
Joystick

Pentium; Supported

ShellShock delivers a gut-wrenching shoot-

‘em-up wrapped in 100 tons of armor.

Required U CRICUOTINTETT B tribal war in Muwanda.

Regardless of location,
though, you'll be incredibly
outnumbered and out-
gunned as various tanks,
helicopters, and gunboats
pepper you with fire.
Fortunately, your enemies
like to leave boxes lying
around that you can pick

hellShock is proof that a game
doesn’t have to be ground-
breaking to be fun. Liberally
borrowing ideas from the
arcade classic Battlezone,
Origin’s Privateer and Wing
Commander games, and the
old PC game Stellar 7,
ShellShock serves up a familiar
mix of action-oriented gaming.
And, for the most part, the
results are good.

You begin the game
as a brand-new member of
Da Wardenz, five guys who formed an
elite tank commando unit after being
abandoned by the U.S. government dur-
ing a peacekeeping mission in eastern
Europe. Apparently, you've done some-
thing to impress these guys, since they've
put you in control of an M-13 Predator
battle tank outfitted with an armor-pierc-
ing cannon, a chain gun, and depleted
uranium armor (which actually sounds
like a bad idea, but what the hell).

The missions you're given are very
loosely based on real-world events. In
the first, for instance, you have to
destroy a host of tanks that have encir-
cled a city in a hot-spot called Mostvia
Vatska and are preventing the delivery
of humanitarian aid; the second time out,
you must intervene in a bloody inter-

The Pen, home to Da Wardenz. From here,
you can outfit your tank, ask your buddies
for advice, or head into the briefing room for
the next mission.

up and bring back to the Pen
(Da Wardenz” headquarters),
which will earn you cash to buy
vehicle upgrades like extra
armor, chain-gun coolant, a
targeting computer, an
improved reloading mecha-
nism, better engine and tracks,
and even surface-to-air missiles.
Despite the sometimes

Don’t be tempted to slow down and take out these gun-
boats. They're armed only with chain-guns, but as you line
up to take your shot, you'll be a sitting duck for the enemy’s
more powerful ground forces.

blurry quality of the VGA graph-

ics, gameplay is pretty intense: The first
time an enemy shell headed straight at
my tank, I actually swayed in my seat,

trying to dodge it — that kind of involun-

tary reaction is always a good sign. The
feeling of being there extends to the
game’s environment, too; you can take
advantage of obstacles, hiding behind
buildings and swinging your turret
around on an enemy before darting out
and opening fire. And while buying
equipment for your tank with the loot
you've picked up on the battleground
seems a little out of synch with the story
line, it does add a little strategic element
to the action.

But like most things in life,
ShellShock has a few flaws. The first
drawback is the crude joystick support. I
appreciate being able to use a four-but-
ton gamepad to drive, fire, change
weapons, and call up a tactical map, but
amazingly, there’s no way to rotate the
turret if you choose a joystick or
gamepad as the control method — an
oversight that could have been easily
remedied by letting you use a
keyboard/joystick combo, or by support-
ing rudder pedals or the hat switch on
higher-end flight sticks.

But the troubles don’t end there.
There are only four save-game slots,
none of which can be named —
and each one contains specific info on
stuff like the control devices and back-
ground music you've chosen. That
means if you change your input method
and load a game you've saved, and
you'll have to go back and change all
your settings again. Another annoyance
is the voice-over dialog you hear during
combat; your teammate, D-Tour, chat-

Payback time! ShellShock may not boast the
world's greatest graphics, but who cares
when you're busy pulverizing everything in
sight with high-explosive fire?

ters away with warnings and congratu-
lations, but there’s no way to shut him
up after you’ve heard “Eat that, sucker!”
for the 25th time.

In spite of these problems, though, I
find myself coming back to ShellShock —
partly because the missions are tough
and I want to prove I can beat ‘em, but
mainly because things in the game blow
up so well. If that sounds up your alley,
give this one a try. ‘

— Steve Poole

[EGAMER FINAL VERDICT § ‘

Plenty of - : |
stuff to destroy; net- I. \

work support gives
it good replay value.

Poor joy-
stick support; limited weaponry; too few save-
game slots; and annoying in-game chatter

Not the slickest game, but it has
enough strategy and action to make it worth a look




Fanfasy General

.0..........5
— Looking for something different? Try waging
— war with Skeleton Slingers, Steam-Guns, E

and Flying Snakes — you might just like it.

Required We Recommend
Double-speed Quad-speed
CD-ROM drive; CD-ROM drive;
386/40MHz; 8BMB 486/50MHz;

RAM; Super VGA; |Supported sound
DOS 5.0 or higher; |card
Mouse

hat you get in Fantasy
General is exactly what
you might expect from
looking at the box: the
Panzer General engine
decked out in full Tolkien-
esque regalia. I know
there are probably some
die-hard grognards out
there who look upon this
sort of thing as heresy, but
it’s their loss (Warlords,
which is basically the
same kind of game,
. encountered considerable resistance
¢ when it first appeared, until wargamers
: realized how much fun it was).
The game’s premise is a cliché, of

course (what work of high fantasy isnt,
. these days?): the evil Shadowlord has
¢ conquered the world of Aer, and the
: gamer, assuming the role of would-be
i liberator, must raise an army, complete
: with powerful heroes and spell-casters,
: to overthrow this evil empire by winning

control of Aer’s five continents.
: As was the case in Panzer General,
. your starting units become core forces
: which can, with upgrades in equipment
: and magical powers, become elite legions.
. As you win strategic locations from the
: Shadowlord’s hosts, you'll uncover caches

= sl PRI 4 s £

M Each of the leaders has special attributes;
2 Mordra the Sorceress can summon two ran-
dom magical units before each battle.

one hex of a friendly city), or they may be destroyed before they can gain experience points.

1 Remember to withdraw your hard-hit units for rest and replacements (move them back to within

of treasure, which can be allocated toward
research and development.

Winning control of the first conti-
nent is not difficult: you have the advan-
tage of surprise, and the forces of evil are
disorganized. Thereafter, you'll encounter
increasingly powerful and numerous
enemy forces. Each continent has differ-
ing terrain and objectives, so you'll need
to adapt your tactics accordingly.

Occasionally, mighty heroes will
appear and join your ranks, as will bod-
ies of local militia, grateful to be liber-
ated (and initially good for little but can-
non-fodder); and eventually you'll dis-
cover an engineer who'll give you the
ability to develop mechanized units. SSI's
designers have come up with a mar-
velous array of unit types, including
some Jules Verne-inspired flying devices
and siege engines that can hurl plague
germs into enemy cities.

Though it doesn’t have network or
modem support for multiple players,
there’s a customized battle generator
called the Arena, where you can create
your own character, choose the number
of turns, build whatever kind of exotic
army takes your fancy, and play by E-
mail against human opponents.

Call it “wargaming lite” if you want

to; in truth, that’s probably right on the
money. Fantasy General doesn’t have
the strategic depth of Warlords II, nor
does it come close to the sheer cut-
throat exuberance of the Warcraft
games; but even so, it’s easy to learn
and great fun to play.

Overall, Fantasy General is a nice
indication that SSI is actively pursuing
the notion of expanding their wargame
line to include more than just historical
battles. It may not please every grognard :
on the block, but then again, with a little
nudge in the right direction, they just
might find themselves having fun. I
know I did. :
— William R. Trotter :

m GAMER FINAL VERDICT

Slick; col
7 -
B I.

orful; easy to sink
Is I, occasional lock-ups

into; lots of exotic
units and spells

It lacks
the depth of W

necessitate frequ

It's not the best fantasy

out there, but it’s still a terrific diversion
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—PC GAMER

BEST MULTI-PLAYER came

—PC GAMER

#1 BEST-SELLING

NEwW RELEASE

—SouRcE: PC DAaTA, JANUARY 1996

...ThHE BEST STRATEGY ”~
GAME oF ALL TIME

—NEXT GENERATION

#1 COMPUTER GAMING WORL‘

READER’S POL

—COMPUTER GAMING
MARCH 1996

e

IT KICKS ASS

—PC GAMER

“IT'S THE REASON WE
DON'T HAVE SEX ANYMORE!"

—ACTUAL QUOTE FROM
THE WIFE OF A TECH
SUPPORT CALLER

EXPANSION SET

g Now AVAILABLE!
,‘.‘.‘.“.‘.‘ﬁ*‘:.‘:.; WARCRAFT II- p
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> Available ot retailers nationwide. 800-953-SNOW
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tartnsiege

Sierra puts a new face on an old

— -

We Recommend

Pentium; 16MB
CD-ROM drive; RAM; Joystick;
486/66; 8MB RAM; | Supported sound
Windows 95; SVGA,; | card

Mouse

Required
Double-speed

n late 1994, Sierra released their
first-ever battling-robot game,
Metaltech: EarthSiege, giving
MechWarrior fans an unexpected
break during the long wait for a
sequel to the Activision game.
Although it was just one of many
similar titles on the market at the
time, (Iron Assault, Ultrabots),
EarthSiege didn’t dilute the experi-
ence with arcade action or simpli-
fied gameplay; instead, it delivered

a thrilling and demanding simula-

tion that managed to create a
believable look and feel for far-future
battle in massive, manned robots.

Set in a post-apocalyptic future,
EarthSiege drew on some dark science-
: fiction tropes for its plot. As in the
: Terminator films (and many other works
:of science fiction), the basic theme of
EarthSiege was the emergence of intelli-
gent machines and their desire to wipe
out humanity. Known as cybrids (a name
apparently lifted from Dan Simmons’
Hyperion novels), these massive war
machines were originally developed by
humans for defense and combat, and
they ultimately turned on their masters
with predictably deadly results. The
cybrids were supposedly destroyed at
the end of the original game, but in

[P rew| saw | wearos | moas | een | awoev | e | resson |
TITTTs S
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is tricky, so do what any good commander
would do — keep the good stuff for yourself.

j 1 Matching the right pilot with the right HERC
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Most missions are down-and-dirty firefights with the cybrid forces. Here, you're teaching one of

1 these evil ‘bots a lesson in humanity.

EarthSiege 2, they have regrouped on a
secret lunar base under the watchful eye
of Prometheus — the thinking machine
that began the war on mankind — and
have begun launching a final, huge
offensive to wipe the remaining human
resistance of the face of the Earth.

That's the story, and while it’s little
more than an excuse to stomp around
in a really big robot and blow things up,
EarthSiege 2 manages to carry its dark,
moody feel throughout the game while
still providing kick-in-the-teeth action
at every turn.

You begin as a new squad leader in
charge of three wingmen, with only a
handful of weapons, a few types of
HERCs (the manned version of the
cybrid), and limited resources at your
disposal. After receiving a quick mission
briefing, you'll outfit your team, strap
yourself into a 100-ton walking arsenal,
and jump into defense and strike mis-
sions against the cybrid forces in a series
of five campaigns.

As soon as you reach the first mis-
sion, you'll notice there’s a striking dif-
ference between the original EarthSiege
and the sequel. In the high-resolution,
Super VGA mode, you'll see detailed,
texture-mapped terrain and structures,
replacing the flat-shaded landscapes and

field when you take control of the Razor, the
first flying ‘HERC in the resistence arsenal.

1 You'll have a bird’s-eye view of the battle-

polygon mountains of EarthSiege. And,
unlike the original, in EarthSiege 2 those
mountains aren’t just obstacles to plot a
course around; you’ll actually be able to
bound over hills and down into valleys,
using the terrain to your advantage.
Each of the five campaign settings has
its own distinct look: stark, lifeless plains;
cracked earth oozing molten lava; lunar
landscapes; and a bleak, nuclear-winter
setting.

The HERCs and cybrids have
received some sharp texture-maps as
well, giving them a menacing new look,




The most obvious improvement over the original EarthSiege is the incredible texture-mapping on

the terrain and HERCs.

Giving the Razor I

In EarthSiege 2, you'll soon encounter
the Razor Class HERC, which takes the
role of recon aircraft and fast-attack
vehicle for the human resistance forces.
Since these flying HERCs aren’t as heav-
ily armored as their earth-borne counter-
parts and can’t carry as many weapons,
it takes a little extra planning before and
during the missions to get the best

results. Here are a few tried-and-true
tips to help you deal death from above.

Arming for success

Unlike the slow-and-steady weapons plat-
form of an Apocalypse or Ogre HERC, the
Razor is a fast-moving craft, which means
getting a direct hit on your target can be
quite a challenge. Novice pilots will find
that chainguns are good for hosing down
enemy ‘bots at nearly any distance, while
active-radar homing missiles pack a deadly
punch at close range. Stay away from
energy weapons, since their slow recharge
time means multiple passes to score a kill.

Slow ‘em down

Since striking a deadly blow to enemy forces
takes quite a bit of practice from the air,
order your wingmen to attack troublesome
cybrid units to keep them from advancing
onto critical mission points or taking pot-
shots at your fragile flying machine. Once
they're softened up sufficiently, you'll have
little trouble finishing them off.

Vectored thrusters on!

In keeping with its cutting-edge technology,
the Razor comes equipped with vectored
thrust engine ports that allow the craft to
maneuver left and right while remaining level
with the horizon. By using these thrusters,
you can avoid the last-minute overcompensa-
tion that throws you off target; just line up on
the target vertically, then use the thrusters to
position the crosshairs on the enemy.

The resistance commander doesn't like to mince words;
you'll get the briefings for your missions short and sweet

and like it, mister!

with insignia, weapons, and battle-dam-
age rendered in loving detail. But these
gorgeous graphics do come at a price. In
order to get the most out of those SVGA
graphics, you'll need at least a Pentium
90 with 16MB RAM.

On the battlefield, though, you
probably won'’t have time to enjoy the
scenery; the action is fast and furious,
and short, dramatic firefights with the
cybrids punctuate every mission.
Fortunately, mission difficulty — a sore
spot in the original EarthSiege — has
been toned down just a touch, giving
players of just about any skill level a
chance at success. It would’ve been nice
to see more variety in the types of mis-
sions EarthSiege 2 offers, but Mech-
Warrior 2 fans who were disappointed
with the small number of missions in that
game’s initial release will find there are
nearly twice as many in EarthSiege 2.

There’s also a lot more to the game
than just blindly shooting at cybrids and
watching them explode. Each time
you're sent on a mission, you'll use pre-
cious resources from the human resis-
tance. In order to keep a steady flow of
weapons and resources coming in, you'll
need to be subtle about how you take
down those cybrid forces. By focusing
your fire on the legs of a cybrid rather
than its body, for example, you'll leave
behind a lot more scrap to salvage
(which translates into more raw materi-
als for the resistance), and enough
weapons to make up for those you lost
in battle. On the other hand, if you con-

tinually hammer those ‘bots until they're
nothing but ashes, you'll soon find you
don’t even have enough scrap to repair
your existing HERCs.

EarthSiege 2 demands a fine bal-
ance between action, tactical finesse, and
skill, and it’s a welcome change from
simply blowing things up. You'll also
need to make crucial decisions about
what to build. As the game progresses,
you'll be able to build newer and better

¢ HERC S, but will you risk your surplus of

scrap by building a HERC that
provides only marginally

better performance, or do you
hold out, repairing what you
have until significantly bigger
and better HERCs can be
brought on line?

The control interface for these

big ‘bots hasn’t changed much
from the original game, but it
already worked well enough.

The sheer number of controls is
daunting at first; you'll need to
control the direction and speed
of your HERC; rotate and elevate :
the turret; manage your :
weapons systems and shields;

and communicate with your
wingmen. But the combination
of keyboard and joystick controls :
shouldn’t take more than a train- :
ing missions to get a handleon.

While the improvements in graphics :
are wonderful, one disappointment is the :
lack of new HERC types. You'll find a
couple of new ground-based units that
provide only modest improvements over
the old ones, and a new flying craft called :
the Razor. While an air attack craft
would seem like a great way to add a lit-
tle variety to the limited mission types,
the potential is only half realized. The
Razor is crippled by sluggish, unrespon-
sive controls and a limited weapons pay-
load. After flying the Razor in a training
mission and one regular mission, I never
bothered with it again.

Still, despite a few lingering prob-
lems from the first game, (your wingmen
still wander into your line of fire, for
instance) and a few missed opportunities
(like the Razor), EarthSiege 2 packs
enough punch to put it within shooting
distance of MechWarrior 2. And with big
guns like these, you basically can’t lose.
— Todd Vaughn :

ﬁi GAMER FINAL VERDICT

Superh
SVGA graphics and l
music, Iols ol mis-

Complex controls, steep system require
ments, and a lack of variety in missions

No matter how you look at it,
EarthSiege 2is an all-around good time
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The Dame Was Loaded is about lust, danger, diamonds, deceit. And it's about time. Finally, 40's film

noir and full-screen video make their debut on PC and Mac CD-ROM. You're Scott Anger — a skirt-

fg,
5 f chasing, wise-cracking, piece-packing LA P.I. — here to unravel a plot with more curves than the
WAl
‘ H enticing young widow. The trick is to gamble for clues and work to one of 9 gripping climaxes.
T Remember, this dame could make you filthy rich. Or just make you dead.
To order call 1-800-883-3767. Visit our Web Site at http://www.philipsmedia.com/media/games -
= PHILIPS

©1996 Philips Media, Inc. All rights reserved.
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Fast Arfack

Category: Simulation
Developer: Software Sorcery
Pubhshor: Sierra, 3380 146th Place S.E.,

‘Suite 300, Bellevue, WA 98007

(800) 757-7707

Required VN UL ments into a working
game of substantial

Double-speed
CD-ROM drive; 486;
8MB RAM; SVGA,;
Mouse

Quad-speed
CD-ROM drive;
Pentium; 16MB
RAM; Supported
sound card.

Although it's still not perfect, Fast Attack

emerges as the best modern-day submarine

depth. Fast Attack puts
you inside a Los Angeles
class nuclear attack sub,
with all its systems for
waging war at your fin-
gertips. The backbone of
the U.S. submarine fleet,
the LA is the best the

f all the tools of war, the
nuclear attack submarine is
the most sophisticated killing
machine ever devised. It lurks
unseen beneath the surface of
the ocean, ready to unleash a
deadly payload of nuclear
weapons at an instant’s notice.
Its power lies in its stealth: it
can sneak into an enemy bat-
tle group, do its damage, and
vanish without a trace. You'd
have to look all the way back
to MicroProse’s Red Storm
Rising to find a modern sub game with
any level of depth and complexity, but
now there’s Fast Attack, designed by the
Sea Rogue creators at Software Sorcery.
When it was first released, Sea Rogue
showed promise, but their follow-up
products, both
Jutland and Aegis:
Guardian of the Fleet,
missed the mark.
Both games delivered
a great feel and many
promising elements,
but were ultimately
dragged down by lots
of little mistakes. This,
to a much lesser
degree, is the case
with Fast Attack.

In overall
design, I can’t think of
another game that so
smoothly integrates
so many complex ele-

Using the sophisticated

ting panel, you can refine the fire control
solution to pinpoint accuracy.

Navy has to offer short
of the $1 billion Seawolf. It
handles a variety of roles
deftly, and it packs one hel-
luva punch (and some LA
boats you'll command are
later, refitted models, which
means they come with verti-
cal launch tubes stocked with
various Tomahawk models).
Fast Attack gives you
just about everything you
need to assess your envi-

simulation in recent memory.

M= TN E ][ Tine ronatn
The sonar velocity profile takes readings of surrounding water tempera-
ture, allowing you hide beneath the thermal layers.

ronment and locate your
target. From a central screen designed to
look like a command center, you have
access to numerous sensors and war sta-
tions. For example, you'll have access to
the sonar screen, the heart of any attack
sub, and a minor gem of programming
genius: incredibly complex, yet easy to
grasp and operate. Since submarines
can’t rely on visual identification or
radar when sub-
merged, they must
gather information
on targets by sound,
and these sounds
are captured by
sonar arrays. These
are converted into a
graphic depiction on
a display in the
sonar suite. Contacts
can then be tagged
and identified for
type, bearing, direc-
tion, and speed.

The sonar sec-
tion gives readouts
for SVP Mode (Sonar

controls of the plot-

A Harpoon anti-ship missile closes in on its target...and scores a hit. Super animations highlight every action in Fast Attack.

The passive Sonar Waterfall Display shows sonar
1 contacts and lets you tag and designate each.

Velocity Profile), which gauges the varia-
tions in water temperature, also known as
thermals, that help hide a sub. Mine track-
ing and active sonar round out a beauti-
fully designed set of tools for finding and
classifying contacts. Once the sonar oper-
ator tags contacts, you can go to the war
book to read up on its properties.
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through the icon bar on the bottom of the screen.

1 All important functions are linked through the central command center, but they can also be accessed

This information is fed into the
other central part of Fast Attack: fire
control. By using knobs to adjust range,
bearing, and speed on the fire control
computer, you can calculate the fire solu-
tion to feed into the torpedoes.
Switching modes, you can track torpe-
does once fired, and, if they're still
attached to the guidance wire, feed new
target data to them. Another tool, the
plotting table, performs a similar func-
tion in a different way, and with a higher
degree of refinement. Like the sonar dis-
plays, fire control is also superbly han-
dled, although I couldn’t help thinking
new users might have benefited from an
auto-plotting feature that would let the
game’s artificial intelligence handle arm-
ing the torpedoes. Doing it manually can
be very tricky and very challenging.

Once a fire solution is set, you go
over to the launch console and load up
either the standard Mark 48 torpedo or
the UGM-84 Harpoon anti-ship missile.
Again, in a bid for realism, loading a tor-
pedo takes real time — and then you
have to designate a target, warm it up,

The Los Angeles

With 62 subs built or under construction, the
Los Angeles Class is the world's largest
series of nuclear submarines. The first came
off the line at Newport News back in 1974,
and was intended as an answer to the Soviet's
Victor class attack subs.

The LA runs 360 feet in length overall,
displacing almost 7 tons when submerged. It
features one nuclear reactor that drives two
steam turbines, providing speeds over 30 knots
submerged. The standard weapon is the Mark
48 torpedo, launched from one of four 21-inch
tubes. Harpoon anti-ship missiles and

PC GAMER June 1336

Some Los Angeles-class subs have vertical launch tubes
for deploying Tomahawk missiles against surface targets.

flood the torpedo tubes, open the tubes,
arm the torp, and then you can fire. If
there is a flaw in the handling of torpe-
does, it lies in the inability to set running
depth: an often important factor in scor-
ing a kill, and a curious omission for

Class Submarine

¢ Tomahawk cruise-missiles can also be

i launched from these tubes. In models intro-

i duced in 1986, known as the Improved Los

: Angeles Class, 12 vertical launch tubes have

: been installed in the space previously used for
i ballast tanks, to handle additional Tomahawks.
: The LA hoats feature a wide array of

: sonar sensors, including bow-mounted,

: towed, and mine detection, as well as sur-

i face-search radar. While it's second only to

i the Seawolf among U.S. subs, it is believed to
: still fall behind Russian designs in terms of

: speed and quietness.

face contacts from your sub’s database.

1 Gather detailed information about your sur-

such an otherwise accurate sim.

A radio room (complete with towed
antenna); area of operations maps; navi-
gational helm; and periscope round out
the engine, and all are extremely well
designed. One small gripe with naviga-
tion is the lack of waypoints that would let
you set a path and just have the helms-
man automatically follow it. These ele-
ments are all very realistic and very well-
integrated into a smoothly working game.

Now we come to the problems. The
first is easily fixable: there is no in-game
save feature. This is a real pain in a game
where missions can take two hours, and
the reason given (so gamers won'’t cheat)
is nonsense. Second, there is an artifi-
cially imposed time limit on
each mission, usually two
hours. Trust me, when your
TLAMs are on the way to their
objectives and you're kicked
out because of the time limit,
you’ll wanna kill someone.

A more serious problem,
however, is the artificial intelli-
gence. The enemy ships and
subs seem to be commanded
by cooks who suddenly found
themselves in charge of a ship.
And unless you wander into
certain dangerous areas, you
may find that it’s smooth sail-
ing throughout much of Fast
Attack. This isn’t an Al that
actively hunts you down.

Still, there’s simply too
much that was done well here
to discount Fast Attack. Numerous mis-
sions in a variety of LA-Class subs
spread all over the globe, make for some
terrific gameplay. Right out of the box,
after an hour of play, Fast Attack had me
believing it was the best sub game ever.
Further play changed my opinion, but
it’s still a damned fine piece of work in
many respects.

— T. Liam McDonald

m GAMER FINAL VERDICT

8 79"

design provides a
you-are-there
feeling; smoothly
integrates the

numerous complex elements into a working
game of substantial depth.

Milquetoast enemies; no way to save a
game in progress; mission time limit.
It's flawed, but Fast Attack is
still the best nuclear sub game in many moons.
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DISTRIBUTION

Reserved for the best!

The first Affiliated Label Program in the interactive software industry.
Providing distribution solutions for today’s market.
Reserved for publishers serious about growing their companies.
Distributing outstanding products worldwide.

Look for products with this [JtigH at retailers near you.
JISTRIBE

http://www.ea.com/afflabel.html

Electronic Arts is a registered trademark, and Electronic Arts Affiliated Labels name and logo are trademarks of Electronic Arts.
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Silent Thunder

Category: Action
Developer: Sierra

Publisher: Sierra, 3380 146th Place S.E.,

Suite 300, Bellevue, WA 98007 and sluggish flight controls.
Cheei L
Required Lk cstsimulation in

Windows 95;
Double-speed
CD-ROM drive;
486DX/66; 8MB
RAM; SVGA; Mouse

Pentium; 16MB

sound card;
Joystick

RAM; Supported

The long-awaited sequel to A-10 Tank Killer

comes in low and slow with marginal realism

Dynamix’s critically
acclaimed Aces Series.
Unfortunately, that’s not
what Silent Thunder
delivers; this is more of
an arcade game mas-
querading as a sim. If
you know that going in,
you might enjoy it; but

espite the leaps and bounds
made in air combat simula-
tions over the years, it seems
that honest-to-goodness
shoot-"em-ups are falling by
the wayside. It’s not that
games like ATF or EF2000
aren’t impressive or realistic
— or even fun — it’s simply
that they’re dominated by
jets, usually top-of-the-line
fighters and interceptors.
The action is dramatic
enough, but it’s long-range
drama. More often than not, you won’t
even see your adversary close-up;
instead, you’ll target a blip on the radar,
lock in your missiles, and wait and
watch as the smoke trail connects with
the target. That’s part of the reason the
A-10 is so intriguing.

The A-10 Thunderbolt Il isn’t a long-
range interceptor or fighter; hell, it
doesn’t even break the sound barrier.
Instead, the Thunderbolt was designed for
in-your-face attacks — knocking out
armor and leveling buildings at close
range. This is one of the most feared and
lethal aircraft in the world, and it could be
the basis for a great computer simulation.

And that’s what Sierra says Silent
Thunder: A-10 Tank Killer II is — the lat-

identify any threats in the area. Reconn-
aissance info is updated during the mission.

1 The map makes it easy to find your target and

armor. That can be fun, but because you

hard-core sim fans
are bound to find it frustrat-
ingly condescending.

As pilot Jack “Loud-
mouth” Haggart, the hero
of Silent Thunder, you hold
the fate of the free world in
your hands as you pilot
your A-10 through three of
the world’s potential hot
spots: Colombia, the
Persian Gulf, and Korea.
You can fight individual
battles, or sign up for a
campaign that will have you dealing
destruction around the globe.

Since the A-10 is designed to fly
low and slow, you'll spend the bulk of
your missions supporting friendly
forces by knocking out tanks and other

AVENGER AMMO: 1388
cHarr:a?
FLARES: 27

The damage and ordnance screen gives you a quick picture of your jet's
status. The A-10 can carry an enormous number and variety of weapons.

have to fly low, you're an easy target
for anti-aircraft missiles. To survive,
you'll have to destroy threats quickly, or
duck behind mountains and use chaff
and flares to dodge enemy missiles. The
A-10 is tough, with a titanium tub sur-
rounding the pilot and heavy armor

While on the hunt for drug-laden gunboats on a Colombian river, you'll notice that the terrain
graphics are the some of the best you'll find in a flight sim.
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FRONT VIEW

HEADING 312"
LOCATION: F8
TARGET BEARING 91"

RADAR ALY 419 FT

SPEED 285 KTS

WEAPON: MAVERICK

DISTANCE: 13 KM

An enemy missile finds its target. The A-10 can take a lot of punishment, but you don’t want to have to
bail out at 200 feet.

protecting the twin turbofan engines,
but if you get careless, you're going
down. And since you're flying at 200
feet, bailing out is not an option.

It would be a real challenge if Silent
Thunder were the least bit realistic, but it
isn’t. The high-resolution, Super VGA
graphics are outstanding, to be sure —
but apparently they left no room for the
details gamers have come to expect from
a simulation. For a start, the flight model
is a joke. In Silent Thunder, the big, lum-
bering attack jet is suddenly a wonder of
aviation; it can sustain an inverted climb

with ease; kick the rudders, and it spins
around like a top on a turntable; bank
hard to the left or right, and you'll see no
loss of lift or altitude. Silent Thunder
defies all the laws of physics (and of good
simulations) — until you get to the game’s
effective altitude ceiling, that is; then
you’ll suddenly stall out and fall for a sec-
ond or two before nimbly recovering.

On top of all that, control in Silent
Thunder is sluggish; whether it’s a
problem with the game’s code, or the
sim’s only concession to realism, it can
be really frustrating. Even the most

Warthog Warrior

roughly the size and

irst designed and
F built in the late

1970s, the A-10
Thunderbolt Il filled the
much-needed role of
close air support attack
aircraft, giving ground
troops increased protec-
tion by destroying enemy
tanks and other armor.
The plane’s massive
weapons loadout also
makes it effective against
large land targets such as
buildings and bridges.

Known affection-
ately as the Warthog by
its pilots, the A-10 earned
the nickname “silent thunder” from Iraqi
troops, who often didn’t hear the plane’s quiet
turbofan engines until it was too late.
The jet's primary weapon is the Avenger,

a seven-barrel 30mm cannon that fires
depleted-uranium armor-piercing shells at a
rate of 70 rounds per second. The Avenger —
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Though it was designed nearly 20
years ago, the A-10 is unmatched in its
ability to provide close ground support
with deadly accuracy.

weight of a 1970 Cadillac
— is capable of destroy-
ing main battle tanks
with a single burst.

The plane is outfitted
with nine ordnance sta-
tions under its wings,
capable of carrying
17,000 pounds of
weaponry, including
Maverick air-to-ground
missiles and Sidewinder
air-to-air missiles. In
addition, the A-10 can
carry an assortment of
unguided weapons,
including Hydra rockets,

i cluster bombs, and napalm bombs.

Built with redundant structural parts, the

: A-10is as tough as it is lethal. It's designed to
¢ fly with one engine and half a wing blown off.

The pilot is protected by a bathtub of titanium
armor around the cockpit

When enter a mission you'll be able to
choose your weapons loadout from four pre-
sets or create a customized configuration.

With the vehicle preview feature, you'll be
able to get information potential targets as
well as potential hazards.

experienced PC pilots will probably find
themselves weaving uncontrollably until
they get accustomed to the bizarre
delay between input from the joystick
and the jet’s response.

Still, if you can live with the mushy
controls and lack of realism, you might
find some entertainment value in Silent
Thunder. The missions are tactically
interesting and varied. On one sortie,
you’'ll be gunning for tanks as you sup-
port an assault on an enemy air base.
Next, you'll be ordered to take out a
bridge with heavy bombs. And the
threats are non-stop; you’ll be continu-
ously dodging anti-aircraft fire and deal-
ing with an occasional surprise, such as
a deadly helicopter gunship.

As an action game in the same cate-
gory as Descent or Terminal Velocity,
Silent Thunder isn’t too bad. But crowds
of simulation fans who expect more from
Dynamix are bound to buy this game
with the belief that they're getting
another excellent sim in the tradition of
Red Baron, Aces of the Pacific, and Aces
Over Europe — and they’re going to be
sorely disappointed.

— Lee Buchanan

m GAMER FINAL VERDICT
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terrain graphics;
lots of action.

Grossly
inaccurate flight

model; sluggish controls; and no printed manual.
Ground-based targets can be very difficult to

locate in some terrain

As an action game, Silent
Thunder's all right; as a simulation, it's a bust.
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Eiger's HeadOn DSVD Fax/Modem is the ultimate

on-line interactive game experience. Now you can
simultaneously talk and play games via your HeadOn modem on a single
phone line. Yell, scream, taunt or lie - all while playing your favorite game,

all via your fax/modem, all at one time.

Includes full versions of Wand M

HeadON V.34 DSVD Fax Modem
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Technology Made Easy, Performance Made Affordable (800) OK-EIGER
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Yon're a crazy, disturbed individnal

who wowld rather play

childish games againhst real people

than nse your fime produnciively.

You're sick. You khow i4.

And youn re just like ns.

Introducing

Mplayer

THE FIRST ON-LINE CLUB WHERE YOU CAN PLAY FAST-ACTION,
MULTIPLAYER PC GAMES OVER THE INTERNET.

For a free Mplayer Games (D. visit

E-mail: info@mplayer.com
Mpath Interactive 10455-A Bandley Drive, Cupertino, CA 95014

@1996 Mpam. M_a;h, Mplayer and Wanna Play are trademarks of Mpath Interactive.
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Required

We Recommend

Double-speed CD-ROM | 486/75 or faster; 16MB
drive; 486/66MHz 8MB | RAM; 27MB HD

RAM; IMB HD space; | space; Win 95;
Win3.1; SVGAMouse | Supported sound card

* aiming lines turned on.
Still, if you set aside
those shortcomings for a
moment and take Pool
Champion at face value, it's
actually pretty entertain-
ing. For starters, there’s a
good variety of billiard
. games — Eight Ball, Nine
Ball, Ten Ball, Fifteen Ball,
14.1 Continuous, and
Rotation — and as you

mode, you'll need to become
skilled at all of them.

tive, making it necessary to turn on the aiming lines for all

play through the adventure You can only aim your shots from this overhead perspec-
but the simplest shots.

amers who buy Pool Champion
expecting to find a rival to
Interplay’s award-winning bil-
liards simulation, Virtual Pool,
are setting themselves up for a
disappointment. This isn’t a next-
generation pool sim; instead,
Pool Champion is an adventure
game that just happens to be
about pool. There are no modem or net-
work options for multiple players, and
unlike Virtual Pool’s free-floating views
for aiming and shooting, the only per-
spective available when positioning the
pool cue and lining up a shot in Pool
Champion is a fixed overhead view that
is almost worthless without the game’s

Starting with only 50 bucks,
you've got to hustle up enough dough to
get to Las Vegas for the National Nine
Ball tourney. That means playing — and
betting against — a slew of opponents in
places like Dave’s Chopper Club and
Matt’s Billiard Hall, as well as choosing
when to pay for lessons or a better cue to
improve your game. As you make your
way through the game, your opponents
get tougher, the games more diverse and
specialized. You'll need a lot of practice if
you're going to win the cash.

Once you get used to the quirks of
the interface, the gameplay is fairly realis-
tic and challenging, but what really gives
Pool Champion a flavor all its own is the
need to learn new games and beat a
series of increasingly skilled opponents.
Pool Champion certainly doesn’t

have what it takes to challenge Virtual
Pool, but if you'd like something a little
less demanding than a simulation and lit-
tle more thoughtful than the average
arcade game, it’s worth checking out.

— Steve Poole

m GAMER FINAL VERDICT
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adventure mode
keeps it interesting
Stilted
dialogue; an
It's no Virtual Pool, but it's
well worth a look

arcade-style interface
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Double-speed Quad-speed
CD-ROM drive; CD-ROM drive;
486DX2/66; 8BMB Supported sound
RAM; 4MB hard card
drive space; DOS

5.0+; IMB VESA
SVGA

hile the promise of true
interactive movies is
finally beginning to
bear fruit, there’s no
denying that even the best
of them still leave a lot to
be desired in the game-
play department.
D, an unsettling
new adventure from
Acclaim, tries to strike a
balance between movie
and game and succeeds —
partially — despite being
almost totally linear and brief beyond
belief. It’s got the alluring atmosphere
of Myst, the macabre mise-en-scene of
The 7th Guest, and the captivating
creepiness of the first Alone in the Dark.
The game begins shortly after the
well-respected Dr. Richter Harris has
slaughtered a number of innocent peo-
ple and taken several others hostage at
the Los Angeles hospital where he

The 3D rendered characters of D can display a startling range of emo-
tions. Here Laura steadies herself as she explores the darkness.

As a short and engaging interactive movie,

D serves up some pretty good scares, but

this adventure is as brief as its name.

serves as director. His daughter Laura
arrives, a shocked witness to a scene of
carnage ripped from the pages of a
Clive Barker novel. As she passes
through the corpse-laden corridors, a
weird, liquid portal appears and pulls
her through to the grotesque other-
world of her mad father’s mind.

Using only six keys (the four cur-
sor keys for movement, the I key for
inventory and the spacebar for action),
you guide Laura through this twisted
mind-castle with only two hours to
solve the riddle of your father’s mad-
ness before the portal back to reality
closes forever.

Fortunately, D isn’t filled with the
bloated, full-motion video porridge of
Ripper or the inert, abstract puzzles of
The 11th Hour. Everything has been
modeled and rendered in 3D, including
Laura, and these characters are full of
surprising nuance, displaying a range of
facial expressions that are unheard of in
this form. The music and sound effects
are moody and effective, and while the
graphics aren’t as sharp as you might
like, the storytelling and direction are
truly impressive.

But there’s a downside: Those two
hours I mentioned — that’s real time;
the clock is ticking. And — incredibly —
there’s no way to save a game so you
can second-guess sticky situations. On
one hand, this helps the gameplay play
itself out as a seamless story. On the
other, it’s aggravating to run out of time
and have to start all
over again.

Then again,
there aren’t any really
sticky situations.

The puzzles you
encounter are rudi-
mentary, to say the
least. Whenever you
find a locked door,
you can be sure the
key is only a room or
two away. And
despite some pretty
good scares, you're
never in danger of
losing your life until
the very end.

Although there
will probably be a
thing or two you
didn’t see your first
time through, the
only real reason to
play D a second time
(aside from wallow-
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most of tension-filled moments. You can
expect potential danger behind every door.

1 Like any good horror movie, D makes the

In D, keeping your head about you is harder
than you might think, as you'll encounter all
manner of blood-thirsty villians.

ing in its weirdness) is to see the ending
you didn’t select. However, since every-
thing up to the ending will play almost
exactly the way it did the first time, you
probably won’t want to; what was grip-
ping the first time through becomes
tedious the second.

D is a nice blend of interaction and
storytelling, creepy and weird to be
sure, and a good example of what the
phrase “interactive movie” can mean.
But the brief gameplay and linear
nature only serve to point out that
we’ve still got a long way to go before
the those two words combine into
something enjoyable.

— Scott Wolf

IE GAMER FINAL VERDICT
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paced, compelling,
and genuinely
creepy

The game
is too linear, too simple, too short; there's very lit-
tle replay value

D is fair entertainment — for
about two hours
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STAR CUNT

“Best game I've ever
been in!" Harika, Alien

"Visually rich—

'l

a captivating sequel!

Fred Ford and Paul Reiche IlI,

Designers — Star Control and
Star Controll Il
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THE FATE OF A THOUSAND WORLDS IS IN YOUR HANDS...AGAIN.

Created by Legend Entertainment
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ADVENTURE GAME OF THE YEAR

“LEGEND HAS PULLED OFF A
STUNNING ACHIEVEMENT THAT
WILL SET THE STANDARD IN =
ADVENTURE GAMING FOR
YEARS TO COME.”"™

- COMPUTER GAME REVIEW, T996
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Total Immersion Full-motion .video,
seamless, smooth-scrolling 3D, and
layered sound effects with music.

Dazzling Virtual World Explore a
vast alien civilization, align"a wormhole,
and decide the fate of mankind.

Nonstop Adventure Salvage o
crippled starship, encounter and survive
dramatic battles in deep space.

Get your copy of Mission Critical at these fine retailers:
Babbages Best Buy Computer Gity CompUSA Egghead Electronics Boutique  Fry’s Electronics Media Play  Software Etc.




#OUTSTANDING AND SUSPENSEFULL...
| | " BEAUTIFUL VISUALS AND
E— | THOUGHT-PROVOKING PLOT.”

- PC GAMER, 1996

“A MUST-HAVE FOR
STAR TREK FANS!"”

- STRATEGY PLUS, 1996

“ENGROSSING.”

- USA TODAY, 1996

“IF YOU MISS THIS GAME,
Y.OU WILL MISS ONE OF THE BEST
ADVENTURES OF THIS DECADE.”

- COMPUTER GAME REVIEW, 1996
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Silent Hunfer

Category: Simulation
Developer: Aeon Electronic Entertainment
Pnbﬂshcr $8I, 675 Almanor Ave.,

lite 201, Sunnyvale,
CA 94086-2901 (408) 737-3800  ................

Required We Recommend . targets hundreds of miles away.

SSIi finally surfaces with the

best WWII submarine sim yet

Double-speed Quad-speed : Subn::r.\’r\llirlci v};ag Tvr:/(:i]how;ef;ir, éhe
CD-ROM drive; CD-ROM drive; e Bintted rariee of thets 5he’ dlas.
X ge of their subs’ elec
486/66; DOS 5.0 or | Pentium; 16MB tric batteries, and submerged to
higher; Mouse RAM; Supported periscope depth only to attack. Visual
sound card contact was essential, and the crude
radar and sonar equipment meant plain
old eyeball sighting and some quick
math was required to guide a torpedo

to its target. Submarines rarely hunted

eeevee other subs as they do now. It was a
whole different ball game. :
ince their earliest implemen- The seat-of-the-pants style of naval Score a hit on your target, and you're rewarded
tations, submarines have . operations necessary in WWII has : with a glorious view of it going down.
always been the quiet killers, translated into some great games: @@= | e
lurking just beneath the Wolfpack, Aces of the Deep, and Silent . of an American submariner in the
surface of the sea and Service II all managed to capture the . Pacific theater, from December of 1941
unleashing a devastating look and feel of manning one of these : to the end of the war in 1945. A wide
attack. But the way they deal @ WWII subs. Now, Aeon and SSI have range of boat types are available, from
destruction has changed given us Silent Hunter, the best WWII the primitive S-Class with five torpedo
vastly in the past fifty years. sub sim yet. With careful attention to tubes, 12 torpedoes, and a poky surface
Modern nuclear attack subs  : detail, super graphics, and a complex, speed of 14 knots, to the ubiquitous
stay submerged for long yet easily understood, set of controls, Gato family (10 tubes, 24 torpedoes, 20
periods of time — up to sev- Silent Hunter is a blast to play whether knots). You captain these boats in a
eral months — almost never you're a hard-core sub buff, or just an variety of missions, including cus-
cruise on the surface, attack action gaming fan looking for some- tomized warship, convoy, and patrol
without visual contact, and can fire thing out of the norm. missions, or over an entire career. A
accurately from great depths at surface Silent Hunter puts you in the role large selection of historical missions

puts you in some of the most famous
submarine encounters of the war.

You command your sub with a
variety of tools, the most important
being the Torpedo Data Computer. This
device takes the estimated speed and
course of the target ship (either entered
automatically or by you if set to man-
ual), compares it to the sub’s course and
bearing, and sends this data to the tor-
pedo’s gyroscope. When a good firing
solution is ready, a press of a button
sends the torpedo on its way.

These controls — as well as helm
controls for depth, speed, and steering
— are always a mouse-click away from
the bridge, periscope, or command cen-
ter. The whole design is very well-inte-
grated, and leaves you free to concen-
trate on setting up a good approach to
your target. Crude surface and air-
search radar are available in some later
versions of the subs, but most contacts
will be made by sight and called down
to you by the spotter.

A map system similar to that in
Great Naval Battles makes setting way-
points for long hauls or setting up
attacks a breeze. You can zoom from
the widest angle, where vessels appear
as dots, down to a tight view that dis-
WWII hero “Bud” Gruner, who was an adviser to the game's developers, narrates a tour of a sub and a . plays small representations of individual

multimedia history of his encounters with Japanese warships. - ships. The name of the game is tonnage,
.................. and it’s your duty to send as many ships
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uring the early days of WWII, American
= sub commanders faced down over-

whelming odds as they began their
push against enemy naval forces. But it's a
little-known fact that one of the higgest prob-
lems these commanders would face wasn't
enemy destroyers, it was the flawed design of
U.S.-made torpedoes (called “fish” by the
men of the Silent Service). Edward Beach
(author of Run Silent, Run Deep) called the
failure to produce adequate torpedoes scan-
dalous, and blamed it on poor prewar testing
and bad manufacturing. When Silent Hunter
is set for full realism, these problems will be
yours, too, particularly in 1942 and 1943.

World War Two-era torpedoes were, in
many ways, quite advanced for their day.
When setting up an attack, the Torpedo Data
Computer officer was constantly making
adjustments on the TDC for the range, speed,
and bearing of the target. Wires led straight
from the TDC to the torpedo in the tube, feed-
ing a constant stream of directional data into
the fish’s gyroscope. The torpedo was fed this
data until it was launched, when the wires
disconnected, leaving the gyroscope at its
final setting. The fish would go straight for a
short run, then the gyroscope would force it
to turn to the heading it was set for (and,
hopefully, toward a ship).

Two types of detonators were tried in
the war: impact and magnetic. Impact detona-
tion is self-explanatory, but TR
magnetic detonation is more T
complex. It's based on the
principle that a moving ship
gives off a magnetic field.

When the magnetic detona-
tors detected this field, they
would set off the torpedo. In
practice, it didn’t work very
well. The detonators either
fired too soon, or not at all.
Add other problems, like
inaccurate depth running,
and a disproportionate num-
ber of premature detonations
and outright duds, and you
have a sticky situation.

Not until the electri-
cally powered Mark 18 tor-
pedo was introduced did
submariners have a reliable
weapon. It was slower than
its predecessors (topping out
at about 30 knots), but it had
better depth stability and left
no telltale wake to alert
ships of its presence or its
source. You won't see these
bahies until late 1943,
though, so you stand a risk
of serious firing problems :
early in gameplay. The best bet is to fire at
ranges between 500 and 1500 yards, and pray.

The deck gun can often finish off a weakened ship, but this can prove risky since many merchant

ships have deck guns too.

flying the Rising Sun to the bottom as
possible. Freighters, troop carriers,
destroyers, battleships, and even air-
craft carriers are your targets, and they
fight back with a
vengeance. The combi-
nation of aircraft and
destroyers make for
some tough runs, and
they’ll swarm around
you the instant you start
to attack. More mission
variations (such as
reconnaissance and res-
cue operations) would
be welcome, but these
are being promised for
an add-on disk.

SSI has rounded
out this package with a
superb documentary
section featuring video,
narration, and a sub
tour from consultant
and American sub ace
William Gruner. Gruner
is the backbone of this
title, lending accuracy
and authenticity to the
whole package. His
comments are the
highlight of the game’s
manual, and make for
great reading.

SSI, Aeon, and
Gruner have crafted a
completely entertaining simulation, with
enough difficulty and realism settings to
attract everyone from novices to the
hard-core crowd. Silent Hunter brings

The primitive air and surface search radar
systems often provide only bearing or dis-
tance data for contacts.

to life one of the most exciting and dan-
gerous aspects of the war, and although
a chance to play as the Japanese (and
use those Long Lance torpedoes) would
have been nice, this is still the best sub-
marine game in town.

—T. Liam McDonald

[Ii GAMER FINAL VERDICT

Slick =
graphics, great
- -
gameplay, realistic
control

You can't
play from the other side. Not enough diversity in
lh(! missions

Simply a blast for anyone,
from the dabbler to the true submarine buff
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We Recommend

Requured
Double-speed Quad-speed
CD-ROM drive; 486/ | CD-ROM drive;
66MHz; 8MB RAM; | Pentium; 16MB
DOS 5.0 or higher; |RAM
SVGA; Mouse;
Sound Blaster or
compatible

separated from his twin
sister Constance during a
storm that sank their ship.
Rescued by some friendly
porpoises (human new-
comers to Dinotopia are
often called
“Dolphinbacks”), he
wakes up on a beach in
an unknown land.

ack in 1992, I was Christmas-
shopping for my youngest
nephew (a very bright kid

of ten who had just devel-
oped an interest in science
fiction and fantasy), when my
attention was caught by an
oversized book called

After poking around
the shipwreck for some useful
inventory items (there’s a big
oyster shell down the beach
— use the crowbar on it, and
take a pearl while you're at it),
you'll set off to explore this
exotic land of talking reptiles
and Tolkienesque humans in
hopes of finding Constance,
who might also have washed

Dinotopia. Intrigued by its
premise of a land where
humans and dinosaurs lived

up safely on its shores.
After first visiting the
hatchery, where a kindly

Theona, the granny-lady who lives in the hatchery, will give you a
grammar book, enabling you to speak Dinotopian. Do not lose or trade
this book, or you'll be unable to understand anything said to you!

side by side, | opened it at
random and beheld Waterfall
City for the first time.

My jaw dropped: it was a fantasy
city so magnificent, so dramatic in its
concept, so vividly rendered by
artist James Gurney’s technique, that I
could almost feel the mist, almost hear
the leathery creak of flying saurians’
wings as they wheeled above the thun-
dering cascades.

I bought the book for my nephew
(who loved it), and bought one for myself
as well. Gurney’s artwork, simultane-
ously powerful and whimsical, kicked my
sense of wonder into high gear and, like
more than a million readers, I became a
confirmed Dinotopian.

Now, with a little help from Turner
Interactive, this intriguing world makes
the transition to the PC, where the gamer
assumes the role of 17-year-old Nathan,

play just the right tune on the thumb piano.
The correct sequence of notes is 1,34556,78.

W‘I’omhm,nﬂlm

granny-lady will give you a
grammar book that lets you speak and
read Dinotopian (the saurian alphabet is
fascinating — cuneiform letters made
from stylized claw-marks); and you'll
meet Kurfut and Zooker, two squabbling
stegosaurs whose wagon will serve to
transport you around Dinotopia until you
pass the Aerial Challenge and bond with
your own “skybax.”

A clean, mostly transparent, inter-
face makes the adventure easy to play.
A hand icon and a claw-print icon gov-
ern object-handling and movement; left-
click on the screen, and Nathan will
move where you indicate (unless some-
thing’s in his way). There’s a scrolling
inventory window, a small strategic
map of Dinotopia, a save/load button,
and a few specialized icons whose pur-
pose will become clear in context.
That’s it; easy as pie.

Full-screen reproductions of
Gurney’s original art set the graphic
standard for the game, which is lush and
richly textured. There’s some very
charming and appropriate background
music, and the human actors are quite
good in their small character roles.

But it’s the dinosaurs that steal the
show. Combining 3D animations with
animatronic puppets, the game presents
a truly marvelous array of saurian char-
acters, each with its own distinct person-
ality and quirks. Your companion
throughout most of the quest is a garru-
lous little parrot-like Dimorphodon
named Atrik, who faithfully tags along,
occasionally giving useful advice, but

Treetown is one of the prettiest locations in the game.
To find Maggie, just keep following the catwalks
until you find a ladder going down.

mostly just chattering away boastfully. I
grew quite fond of him as we explored
the ten distinct environments that com-
prise the main story line.

While the game is basically linear —
wherever you go, it seems Constance is
only a step or two ahead of you — you
can explore freely. If you choose a certain
course of action and happen to overlook
some location or character you need to
visit in order to succeed, you'll sooner or
later encounter a character who'll tip you
off to what you've missed.

Much of Dinotopia’s delight lies in
its myriad colorful details, not all of
which must be examined in order to fin-
ish the game, but most are interesting
enough in and of themselves to warrant

PC GAMER June 1336 |E



Tips from the

TROTTERSAURUS

Pick a Card!

In Pumice Town (the only city you can visit
at the start of your quest), you'll encounter
Onno, a card-shark who runs a deceptively
simple game called Treble. She has two
items to wager that you must win:
Constance's locket and a metal hinge. To
play a game, you must stake something from
your own inventory. The order of the cards is
supposedly randomized, but the initial deal
usually favors Onno. It's very easy to loose
your whole inventory and only win one of
the two objects you need

It is absolutely imperative that you
save your game before trying your luck at
Treble. You must win both the locket and the

hinge and st/// have something to trade with
Bracho the mastodon when you reach his
shop in the Alpine region: he has a watch
that you must have to finish the game

By saving and replaying — it may take
you two dozen tries to win two hands
against your canny opponent — you'll even
tually win the items you need and still have
a few items in your inventory

Curing Magaie's Sore Throal

Waterfall City in all its splendor. Dinotopia’s lush graphics do a good job of complementing
Gurney'’s original paintings.

the Temple Ruins: if you don’t
position the claw-shaped cur-
sor on just the right stepping
stone, the game kicks Nathan

In beautiful Treetown, you'll find a giant
Brachiosaur who needs some medicine. The
first ingredient, fireweed, is found on the
shore of a lake due south of the spot where
you parked Thundra, your skybax; it looks like
a red oak leal. While you're there, look for a
bucket just lying on the ground (picking it up
1s, apparently, the event-trigger that makes a
tree-tap appear on a tree just above Thundra)

back outside, and finding the
right stone is a fairly irritating
business of trial and error.

A few such minor blem-
ishes, however, do not detract
from the game’s overall appeal.
The designers have obviously
worked very hard to capture
the look and feel of Gurney’s

The other ingredient, Noolu moss, is unfortu
nately protected by a horde of hornets
Locate the tree-tap, click on it, and it will fill
with sap. The hornets will swarm to the sap
Follow their path and you'll find the moss,
which is a green splotch easily visible on
the tree trunk

Take the ingredients to Maggie's loca
tion, where you'll find a beaker. Put the fire
weed on the beaker first, followed by the
moss. The beaker will turn purple. Click on
it and use it on Atrik, who'll fly down
Maggie’s throat with the soothing elixir.

In gratitude, Maggie will then give you
a prism, which you'll need to solve the sun-
dial puzzle in Taron's house in the desert

fantasy world, and for the most

part they have succeeded.
Dinotopia is a family

L4 o 2 N | game in the best sense: chal-

S z S lenging enough for all but the

Spend some time in erh_ll.Cm. even after you've visited the . ., jaded adult players,

Hall of Knowledge, the Musicians Inn, and the Greenhouse: the refreshingly non-violent, and

streets teem with colorful and interesting diversions. sure to appeal to pre-teen kids

of both sexes, even those who
prefer to spend their hours playing the
latest punch-and-kick videogames.

Dinotopia beautifully presents a

vast and exotic world and invites us to
immerse ourselves in its wonders.
Except for occasional periods of
tedium (and what adventure of this
scale doesn’t have its slack moments?), |
thoroughly enjoyed my visit.

Dinotopia a bit too breezy, in fact, and
those looking for chop-the-orcs blood-
sport will not find it here. This is, after
all, a utopia, and — while not every crit-
ter you meet is as friendly as Atrik or
Aunt Maggie — you’ll never find your-
self in one of those sudden-bloody-
death situations.

Mostly, the game is well-paced;
whatever path you take in wandering — William R. Trotter
from place to place, you’ll make slow
but steady progress toward the climac-
tic reunion with Constance in the fabled

World Beneath. IIH GAMER FINAL VERDICT

There are some episodes that don't Lush B 9 1

hold up to the level of the others. Nathan’s graphics; delightful,
trek up Blackshear mountain to visit the creative details;
Tibetan mystic, Levko Gambo, becomes compelling, non-

Some episodes out-stay their welcome;
occasionally tricky movement controls may
cause frustration

your attention. In Waterfall City, for
example, you'll see street musicians,
cavorting clowns, game-playing children,
and all manner of ordinary citizens
(human and saurian) just going about
their business; and once you’ve accom-
plished the required puzzle-solving in the
Savannah region, you'll want to spend
some time watching the antics of the
Dragonfly Troubadours. Every location
has its share of imaginative little extras,
added for the sake of atmosphere or sim-
ply for the sake of fun.

The puzzles and challenges all lie
within the easy-to-moderate range;
together with the game’s essential gen-
tle spirit and lack of violence, they make
for a game that adults and kids can play
together. Veteran players may find

PC GAMER June 1336

very tedious, even if you avoid the chutes- violent, story.
and-ladders hazard of the slippery ice
crevasses (step into one, and you'll slide
back almost to your starting place). And
there are several places in the game
where mouse-control of Nathan’s move-
ments is annoyingly twitchy. Watch out,
in particular, for the tunnel entrance at
the end of the maze-like jungle path near

A handsome CD-ROM adapta-
tion of a fantasy classic, and definitely a game
for the whole family to share and enjoy.




UP IN THE HEAVENS,
ALL HELL'S ABOUT TO BREAK LOOSE.

From the creators of Master of Orion, Computer Gaming World’s
1994 Premier Award winner, comes the sequel you've been waiting for.

‘Banished from Orion, a xenophobic race lurks in
the darkness. You prayed they would never
return. But now, in the deepest reaches of outer
space they plan their revenge. Introducing
~ MASTER OF ORION™II. Discover new technology.

Command detailed tactical combat. Come face

S AR

BATTLE

AT

to face with new alien creatures. Use the multi-
player feature to challenge friends over a local
area network, go head-to-head via modem, or
compete in a hot seat game. Whatever you do,

. lead your team cautiously. Because you must

master the ultimate evil before it masters you.

ANTARES™

For IBM-PC & Compatibles on CD-ROM.

**rall 1.9NN. 7712772 far Infarmatian on Game Ratinoe

1-800-879-PLAY.

http://www.microprose.com

1006 MicraProce Software Inc All rialite recerved
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"4 AN EVER CHANGING GOTHIC WORLD
> BROUGHT TO LIFE IN SVGA

*4 ExcLusivery For WIN 95

Vengeance, power, intellect and magic, these are the tools you will need to
battle the Lord of Evil, Diablo. Embark if you dare upon a dark and sinister
quest that will pull you into the very depths of hell itself...and beyond.
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TEST YOUR METTLE!
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Comiing in- Sei)t_embcr!'

An accurate, riveting first-person

simulation of the Civil War battle between the
Monitor and the Merrimack, America’s first
clash of Ironclad warships.

You're captain of the Merrimack, the Confeder:
gamble on future technology: a seemingly indestructible
ironclad warship. Union gunim bounceﬁ
harmlessly off your metal sides. You've rammed and
sunk the wooden warship Cumberland; the Congress
W is scorching the late afternoon sky. The waters of
Hampton Roads are littered with bodies and debris.
You're bearing down on the ailing Minnesota for
your third kill of the day.

Hidden in the shadows of the foundering Minnesota
is the Union’s version of an ironclad, the Monitor.
Smaller and more maneuverable, but with less
gunpower, your nemesis awaits. Your epic appointment
s about to begin. The greatest naval battle of the Civil View From The Monitor

War: the worlds first clash of two IRONCLADS.
These exciting features put you right in the middle of the action! G

. s " . ¢ GROLIER INTERACTIVE INC.
e Historical detail enriched by e Full 3-D reconstruction of both

actual logs, notes and letters ships based on original blueprints Grolier Interactive Inc. Danbury, CT 06816

. (203) 797-3530. Internet: http://www.grolier.com
ated from Live actors in accurate period
lly accurate maps and charts costume

» Multiple modes of play Simple, uncomplicated interface



Batman Forever

Category: Arcade
Developer: Probe Entertainment
Publisher: Acclaim Entertainment,

1 Acclaim Plaza, Glen Cove,
NY 11542-2777 (516) 656-5000

Required
Double-speed CD-

33MHz; 8BMB RAM;

We Recommend

Quad-speed CD-
ROM drive; 486DX/ |ROM drive; 486DX2/
66MHz; Supported

35MB hard-drive space | sound card; Gamepad

tment of punches, kicks, and
special weapons of your choos-
ing. Throughout the eight
excruciating levels, you'll find
power-ups, uncover secret pas-
sages, and stumble across traps.
To make things more interest-
ing, you'll have to figure out
which special tools to use to

Now, there’s no problem
with the basic concept; most

Forever, but pulling off the special moves necessary to

advance past certain obstacles. There are plenty of cool weapons to use in Batman
activate them in the heat of battle can be pretty frustrating.

of us have played and enjoyed
plenty of platform games, like
Blackthorne or Flashback. It's just

hether you're a fan of the
Batman movies or not, when it
comes to Acclaim’s Batman
Forever it won'’t really matter:
Even the most rabid follower
of the Dark Knight's
escapades won't be able to
stomach the pointless, frus-
trating gameplay and ho-hum
graphics in this tired beat-"em-up.

For a game that boasts a block-
buster title, the action here is about as
yawn-inducing as it gets. Playing as either
Batman or Robin (or both, in two-player
mode), you move from screen to screen,
mopping up baddies with the usual assor-

that Batman Forever doesn’t even
come close to being half as satisfying. It
looks as if it were made about three or
four years ago, and it doesn’t play much
better, Just like in age-old videogames
like Double Dragon, once you've beaten
the villains, they fall to the ground, begin
blinking, then simply vanish. Worse still
are the controls. You can’t make Batman
or Robin run; the best they can hustle up
is a steady (and unintentionally funny)
power-walk. The character animations
are the product of motion-capture tech-
nology, but they're jerky and unconvinc-
ing, and the interface is a downright
clumsy affair, forcing you to execute spe-
cial moves just to use a weapon, rather
than simply letting you choose one and
press a punch or kick button. It took me

five minutes just to figure out the grap-
pling hook!

Avid Batman fans might want to
pick up this game to make sure their col-
lection is complete, but if it’s fighting
action you're after — or even mindless
diversion — you're better off looking
somewhere else.

— Steve Poole

mGAMER FINAL VERDICT

Lots of dif-

ferent gadgets to use. /
s
Clumsy

interface makes

using those gadgets

a real pain; gameplay is stupefyingly unoriginal
It's all been done before, and

done much better. For Batman completists only.

bearheads

Category: Arcade

Developer: R/GA Interactive

Publisher: Philips Media, Inc., 10960
Wilshir

lvd,, 7th Fir,, Los Angeles,

CA 90024 (310) 444-6500

Required

Double-speed
CD-ROM drive;
486/33; 8MB

sound card

We Recommend
486/66; Supported

to the other side
scores you a
point, and twen-
ty-one points
wins the game.
As you send

% your pieces
across the
screen, the com-
puter does the
same, trying to
block your
movement and
score before
you do.

emember those plastic wind-up
toys you had as a kid — the
kind that would hobble around
for a few seconds, then fall
apart? Oddly enough, they've
found a home in Gearheads, a
computer game from Philips
Media that brings fast action
and strategy together in one
entertaining package.

The concept for Gearheads is
deceptively simple — and at first glance,
a little bewildering. You begin the game
with a toybox full of wind-up critters
that you must send across a playing
field. Each toy that successfully crosses

But it’s not
as simple at it sounds.
Each of the twelve

The battlefields of Gearheads can quickly
become crowded with toys. Here is a clas-
sic situation — a drove of dozers trying to
muscle past a wall of immobile hens.

scores. But if he’s
got a huge wall of
bulldozers and
robots plodding
towards you, you'll
want to set up a wall
of long-lasting, near-
ly immobile hens to
block your side of
the screen. It’s all a
matter of timing and
good strategy.

The game is
cute, fun, and really
easy to learn. And
even though it
might seem to be
geared just toward

toys in your box has

its own unique abilities, and this is the
basis for the game’s subtle strategy ele-
ment. Some toys, like Ziggy the Bug,
can dart across the screen quickly, yet
are easily stopped by any obstacle; oth-
ers, like the dreaded Bulldozer, can
plow through anything, but require a
lot of winding to get up and going.
Choosing just the right mix of toys to
fill your toybox, and deciding when and
how to deploy them, can be a real chal-
lenge. For example, if your opponent
leaves several rows open, you could
wind up a bunch of fast bugs really
quickly and send them across for easy

""""" kids, the perceptive
gamer will find some real gaming good-
ness hidden in Gearheads.

— Jason Bates

[{4GAMER Anar veroicr
It's a fun =
and catchy game 75 /.
It can get
old quickly, so it's best taken in small doses.

built around a
It's a simple little game
that doesn’t take itself too seriously.

e
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Required We Recommend

Double-speed 486DX2/66;
CD-ROM drive; Supported sound
486DX/33; 8MB card
RAM; VGA; 10MB
hard-drive space;
DOS 5.0 or higher

L N N N N

ot since Monty Python

spoofed themselves in the
off-Kilter Monty Python’s
Complete Waste of Time has
there been a computer pro-
gram with such a twisted
and distinctively British
sense of humor. Kingdom O”
Magic is a quirky graphic
adventure that simply oozes
dark humor and takes play-
ers on a wild ride through a
mystical, and often nonsensi-
cal, journey through a
strange fantasy world.

At the start of the game, players
cast themselves as either the male lizard
hero, Thidney, or the buxom vixen,
Shah-ron, then choose from one of
three different quests in the Kingdom.
Trying to complete the quests means
traveling throughout the land, visiting
105 different locations and meeting
dozens of demented characters, includ-
ing a sadistic granny, an unforgiving,
stone-faced Gorgon, and same pretty
unhappy gingerbread men.

Your choice of character determines
how you’ll solve the puzzles you

nguumu Magic

Here’'s a Pythonesque adventure that blends

traditional puzzling and roleplaying into one

bizarre good time.

you can watch as
his ponderous
weight causes the
pier under him to
collapse. The puz-
zles range from
easy to moderately
hard, and they
reflect the game’s
twisted sense of
humor.

Still, as
funny as it is,
Kingdom does
have its faxhngs

The interface is almost as strange as the
game itself; the odd-looking wheel at the
right gives you control over who your char-
acter talks with or fights.

encounter; Thidney may solve a particu-
lar problem by beating some poor sod’s
head into the dirt, while Shah-ron might
distract that same person by offering him
a quick assignation in the alley. Even if
you repeatedly choose the same charac-
ter, the game promises never to be the
same adventure twice, as characters
interact with one another, get into fights,
— and offer a wealth of

Halk fo [The (Very) Publics Vaile®

The Greatft Casfern Road

One look at this screen is worth a thousand words, and a chuckle or
two if you've got the least bit of appreciation for British humor.

different responses
based on how you
approach them.

What really
makes Kingdom work
are the odd settings
and witty dialogue.
Fans of British humor
will get more than a
few chuckles as the
infectious humor
starts to work its
magic. Insult the
granny’s dye-job, and
she’ll wither you with
threats that would put
the Marquis DeSade
off his feed. Tempt an
unfriendly cop with a
------------------ box of donuts, and

with blocky edges and unsubtle wlors
for many of the backgrounds and char-
acters. Basically, if you're looking for a
more twisted version of LucasArts’ Full
Throttle, this is not it. The wit is here, but
the visual quality isn’t.

Another shortcoming lies in the
game’s roleplaying element. Most of the
time, you’ll progress as you would in a
graphic adventure — but you’ll also have
to watch your health level, build up spell-
casting points, and accumulate gold.
These touches of micromanagement feel
tacked-on, they detract from the game’s
otherwise simple entertainment.

Then there’s the combat system, a
frustrating real-time affair. Players will
find themselves reliving fight scenes
repeatedly because they didn’t right-
click the mouse at the proper moment
and the enemy was able to deal a fatal
blow. And be warned, fights are not
something you can plan for. Enemies
will jump you at any time, any place. So
save early, and save often.

Despite its weak points, though,
there are plenty of reasons to recom-
mend Kingdom O’ Magic. This is not
some cookie-cutter game; this is the dark
comedy of graphic adventures — weird,
wacky and a bottom-line good time. :

—Brett Jones

m GAMER 'Enar verbicr
Funny dia- o
logue; the unexpected 7] I
-
Non-linear
gameplay can leave you lost; the need for lots of

is the only thing you
can count on.
backtracking makes it tedious at times

This quirky adventure has
comedic flair. If you like off-beat games, pick it up.
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A CRASH COURSE IN OFFENSIVE DRIVING . .

When OMNICORP moved in and turned Hema Cify info @ prison,  furned info a bunch of FREAKS! Next Hhing you know you're
life on the streers furned BRUTAL. Then they started pumpin™  hooked up with rebels and end up toasfin’ the Hydergine
Hyderaine 344 into the water supply. Plant and half the cify . . .

The bacteria present in the water was so bad that it murated  Now you've gof the codes fo get outta this stinkin* hole . .
the Hydergine 344 into @ deadly virus. The people of Hemo  and it's only the beginning!

‘ ,*~.“ ~ | i - '_ ,»-’gl‘ |
i il

— ;_! — L N———

LA mGAME

Interested? Visit our local refailer or call 1.800.GAMETEH. E"”"”S'

VISIT OUR NEW WEB SITE AT: . 9
http://www.gametek.com .Q il I(

TO DOWNLOAD A FREE DEMO. —T WY
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[ar Trek: D59 - Harbinger

‘Category: Graphic Adventure
Developer: Stormfront Studios
Publisher: Viacom New Media,
1515 Broadway, New York,
NY 10036 (800) 469-2539

Required We Recommend

486/66; 8MB RAM; | Pentium; 16MB
Double-speed RAM; Quad-speed
CD-ROM drive; CD-ROM drive
10MB free hard disk

space; DOS 5.0+,

Compatible sound
card; Mouse

t's no secret that “Deep Space Nine”
didn’t quite live up to expectations
when it debuted on television. “DS9”
didn’t “boldly go where no one has
gone before,” because it was a set on
a stationary space station. There
weren’t many exciting explorations
or meetings with strange life forms;
for the most part, you were left
watching the comings and goings of
the crew, who seemed familiar and,
at times, wooden. Still, Trek fans
stuck it out, hoping that it would get
better as it went along.

That's pretty much the same feeling

Deep Space Nine — Harbinger inspires.
You start out full of hope that it'll be good,

ing. Not only are you lost, but the pesky
drones keep taking pot shots at you.

1 This maze on the Citadel is very exasperat-
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Not even a good story line and a little help

from the Bajoran Prophets can save Sisko

and Co. from the wormhole of bad gaming.

and end up not even
wanting to finish it. Set
in the familiar world of
the series, DS9 holds
the promise of interact-
ing with characters
from the show and
puzzling your way
through the mysteries
of the galaxy. But, right
from the start, you're
bound to be disap-
pointed, thanks to a
sloppy mix of abstract
puzzles and uninspired
arcade sequences.

The game casts
you as a Tirrion dele-

who barely survived an
attack by unmanned

gate named Bannik, T After Ambassador Karrig is murdered, you go on the hunt for the

Sy e

killer. It's a good thing you had a phaser handy when you happened
upon this Blue Lykotian trying to kill Odo.

alien drones just before
arriving on the nearly empty station (DS9
has been evacuated due to a plasma
storm — a contrived excuse for the ster-
ile, deserted feel of your surroundings).
Before you can catch your breath, the
drones attack DS9, and youre unceremo-
niously dumped into the first of many
tedious and pointless arcade sequences.
As in Rebel Assault Il or The Hive, you'll
merely point and click your mouse-driven
crosshairs as the drones float in and out
of your field of view. Like all rail-shooters,
these sequences get pretty old pretty fast,
and they’re a real pain in the wrist.

Once the drones are taken care of,
the game takes on some semblance of a
traditional adventure as Capt. Sisko
orders you to find Ambassador Karrig,
the man you're assisting in talks with the
Scythian race. Incredibly, Sisko doesn’t
offer you directions to Karrig’s quarters,
and when you access the station’s com-
puter for help, it politely tells you,
“Ambassador Karrig is located in
the Habitat Ring.” So there you
are, stuck without a map in an
unfamiliar space station filled with
labyrinthine corridors, and you
can’t contact the crew for help.

Needless to say, wandering
around takes up a healthy portion
of the game. After a lot of trial
and error, you'll eventually run
into Quark, DS9’s profiteering
Ferengi bartender, and Rasmus, a
Bajoran who has some interest-
ing ideas about the cause of the
plasma storm. She thinks it’s a
sign from the Prophets of bad
things to come — and, lo and
behold, when you finally find the

ambassador, he’s been murdered.

With a murder to solve, you'd think
that the game would begin to show some
direction, but you’'d be disappointed.
You'll wander around to talk with the
Scythians, Odo and other characters,
then find yourself engaged in more
arcade-style phaser shoot-outs. You'll go
through the wormhole to destroy the
Citadel, the alien factory where the killer
drones are being produced, and endure
even more irritating arcade sequences.
You'll solve a few 7th Guest-style puzzles
that consist of pushing buttons and align-
ing puzzle pieces; it's none too challeng-
ing, and none too interesting.

With a little thought, DS9 —
Harbinger could have been an entertaining
graphic adventure or shooter — just
replace the pointless puzzles with chal-
lenges that actually make sense in the
game world, or replace the mindless
arcade sequences with some more interac-
tive action. Instead, DS9 — Harbinger
seems to rely on the Star Trek name to pull
it through — and that just doesn’t cut it.

—Lisa M. Howie
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Good
E 81.
There's not

story line, sharp
much gaming going on; annoying arcade sequences

graphics; full-
speech from TV cast.
and uninventive puzzles add nothing to experience.

A good license only counts for
so much; if a game isn't fun to play, what's the point?
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INTERACTIVE MAGIC PRESENTS
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[n Civilization® and SimCity®, you got a taste of playing God.

T g™ e

17

And it was good.

Now you're ready to be God. Now you're ready for Destiny.

You make all the decisions that affect your destiny.
You control the development of mankind -- from Stone Age to Space Age.

And ultimately, you determine the fate of the entire universe.

In the tradition of the great strategy games that came before it, Destiny puts you in
charge. But unlike any God game you've ever played, or even seen before, Destiny
allows you to walk among your

subjects in a 3-D world. Now you
can strategize like a real general

-- hide your troops behind a hill

and take the enemy by surprise!

With Destiny, you don’t have to

play a full campaign. Choose

from multiple scenarios with

both military and scientific

victory options. Pit yourself against

a highly intuitive Al operating

under Win ‘95® or compete via

network or modem.

Product Information Number 122 INTERACTIVE TECHNOLOGIES LTD

Look for the DESTINY Demo! PC CD-ROM

www.imagicgames.com INTERACTIVE

To order call: 1-800-789-1534 (North America only) MAGIC

Civilization is a registered trademark of MicroProse. SimCtiy is a registered trademark of Maxis. Win ‘95 is a registered trademark of Microsoft Corp.
© 1996 Interactive Magic. All rights reserved.



Rauyman

Category: Arcade
Developer: Ubi Soft Entertainment

Publisher: Ubi Soft Ltd., Bridge House, n
~ Creek Rd., Hampton Court,

reek
‘Surrey KT8 9BE

Required

Double-speed
CD-ROM drive;
486/33; 4AMB RAM;
VGA

card; Gamepad

We Recommend

486/66; BMB RAM;
Supported sound

Betilla the Fairy and stolen the
Great Protoon from a peaceful
world. As a result, the small elec-
toons that used to happily circle the
Great Protoon are scattered over
the world, captured by the minions
of Mr. Dark. Your job? You guessed
it: free the electoons and make your
way to Mr. Dark’s lair to rescue the
Great Protoon and restore universal
harmony. It may sound like a quan-
tum physicist’s nightmare, but it’s
entertaining stuff.

There are a lot of nice touches
throughout, from the variety of

f you're the least bit familiar with the
console videogame market, you may
already know about Ubi Soft’s
Rayman. This side-scrolling action
game falls into the same category
populated by Nintendo’s Mario,
Sega’s Sonic the Hedgehog, and
Shiny Entertainment’s Earthworm
Jim; it puts a cute (and marketable)
action hero in the middle of intensive
shooting, bashing, and jumping action.
And it looks like this little guy can hold
his own with the best of them.

Like most games of its type,
Rayman is a little thin on story, but in
this case, the plot’s worth a mention.
The mysterious Mr. Dark has defeated

Rayman’s powers and the ability to
choose which level you'll visit next, to
cartoon-quality animations that bring it
all to life. Each level is unique, ranging
from traditional side-scrolling scenes to
vertical climbs. And unlike other games
that force you to try countless times to
finish the same level, Rayman lets you
choose your path from a variety
options. Helpful, since you often have to
go back with powers you receive later
in the game to recover all of the lost
electoons, which means more challenge
in a familiar setting.

On the surface, Rayman looks a lit-
tle like a children’s game, but the color-
ful, cartoonish style of the animation
will please players of any age. And,
unlike many recent games of this type,
there’s no violence. The enemies are

With its colorful characters and arcade action,
Rayman will be a hit with kids of all ages.

simply booted off the screen, not
destroyed, and Rayman always has a
happy grin on his face, even when fac-
ing overwhelming odds.

If you're an adult who's fond of
platform arcade titles, or if you have a
kid you need to wean off of Doom, this
is definitely the game to get.

Michael Wolf

precise play control.
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Great ani- B 3./
challenging at high

mation; lots of variety;

levels; chances to save can be few and far between.
Rayman is undoubtedly one of

the best arcade-style games for the PC.

'l don't want to read
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DOCTOR
NEVER USE A BOOT DISK AGAIN.

Look familiar? You bought your PC. You paid extra for all that important RAM. Now your new games say, "INSUFFICIENT MEMORY!" Wrong!

the. manua

You have plenty of memory -- it just needs to be configured properly. You have three choices; study your DOS manual for two days, try to
make a boot disk that works, OR BUY THE GAME DOCTOR AND START PLAYING IN TWO MINUTES!

EASY TO INSTALL

Type ‘install' and you're done. The Game Doctor scans your system for information
about your hardware and uses it to build effective startup files.

COMPLETELY AUTOMATIC

After The Game Doctor is installed, every time you start your computer you will be presented with a menu of configuration choices (e.g.

Windows, DOS, Games, or Custom).

You just pick the configuration that fits what you want to do and you 're set!

INCLUDES CUSTOM CONFIGURATION BUILDER

The Game Doctor's custom configuration builder has easy switches which allow you to construct your own configurations. These custom
configurations can automatically launch programs right from startup -- all you do is pick the item from a menu!

EEU. onty 610,95  ORDERNOW!: 1-800-556-6674

P.O. Box 611764
Port Huron, Michigan + $2.50 S&H
Product Information Number 111

48061-1764
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If other arcade racing games have been

putting you to sleep, this game may be

Required We Recommend [
Double-speed Quad-speed :

CD-ROM drive; CD-ROM drive;
486DX2/66; 8BMB Pentium; 16MB

RAM; 28MB hard- |RAM;

drive space; VGA | Joystick/Steering
Wheel; Supported
sound card

n the past year, we've seen the
number of arcade-style driving
games for the PC go from a modest
trickle to an outright flood. From
the motorsports madness of Need
for Speed and Screamer to the
futuristic shoot-"em-up action of
Hi-Octane and WipeOut, there’s
been a little something to satisfy
just about every lead-footed gamer.
But how can a new game stand out
from this crowd? Interplay’s
Whiplash tries to carve itself a new
niche by providing more than the
usual foot-to-the-floor driving.
Whiplash offers you eight different
cars and a total of sixteen tracks to test
your racer’s edge, but the big difference
between Whiplash and its rivals is in the
tracks” design. Instead of the (relatively)
safe and sane courses you’ll find in Need
for Speed, the tracks in Whiplash are
filled with stomach-churning loops,
ramps that hurl you into the sky or send

M This typical scene proves that Whiplash is certainly not a game for players who get airsick

vyour wake-up call.

you into a mid-air
barrel roll, and JH
corkscrews that chal-
lenge you to keep your
tires on the road.
These tracks are
just plain fun. They
deliver a convincing
edge-of-your-seat feel-
ing; it’s like being
inside the tiny car on
one of those crazy Hot
Wheels tracks you
played with as a kid.
But jumps and loops
aren’t the only things
you'll have to watch
out for. Crash into a

N

TIME OO0 3794
BEST 00

INFRONT I LA
BEHIND: 1= = o=

wall, or get “nudged” 1 In high-res mode, this game is certainly a looker. However, for the

too hard by another

best feeling of speed and control, low-res is the way to go.

car, and your own
vehicle won't run quite as fast. Take
enough damage, and you'llgo up in a
ball of flame. You can damage other
cars, too — ram them when they’re
smoking, and you're likely to take ‘em
out of the race. This can make a big
difference in your strategy — do you
keep going and hope to keep your
position, or stop by the pits for a pre-
cious few seconds to repair damage
and gain the speed you'll need to pass
the opposition? Of course, if your car
gets destroyed, it’s not the end of the
race — true to arcade form, you've got
three cars to trash before you're tossed
out of the race.
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Naturally, this kind of competition
is even more fun with your buddies, and
Whiplash supports network play with as
many as 16 gamers. Any spots not filled
by other players are computer con-
trolled, so you'll always have a full cast.

In its high-resolution Super VGA
mode, Whiplash is beautiful, but with all
the textures and details turned on, the
game slows almost to a standstill. Even
on a Pentium 133, you might find your-
self gearing down to standard VGA to
get the kind of control you'll need on the
tougher tracks. In a game clearly
designed to be played in SVGA — and
where the illusion of speed counts for
everything — it’s a big disappointment.

Still, the challenging racing, death-
defying stunts, and multi-player action
go a long way toward making up for
that. If you're searching for a good
arcade racer, and Need for Speed or
Screamer don’t give you the death-
defying thrills they used to, look no fur-
ther. Even if you own those games, this
one’s a keeper. :
— Michael Wolf :

[ GAMER ‘Anar veroicr
Varied, .I.

challenging, fun
tracks; beautiful
high-res graphics;
network play

Too slow in high-res; control is some-
times jumpy

If you're a fan of arcade rac-

ing, you definitely want to pick up Whiplash




Now Available
for Windows 95

Featuring

“A must have 5 New Locations
for real and

virtual pilots
alike.”
-Computer Gaming World

“The sensation
of flight
is incredible.”

-Strategy Plus
“Its a quantum
;Fa ::eyonld tthe
i simulators "
ogn the market g(;he ne;v
today.” /o gu
-Private Pilot _of flight ;
simulators.
-Popular Mechanics

Multiple cockpit views
including 360° VR mode.

.

“It’s the - losest
thing to real flight
I’'ve ever seen.”

—~Mike Goulian
U.S. National 1995
Aerobatic Champion

Super realistic flight
modeling for smooth
and fluid flight.

For: Windows® 95 Operating
System. Pentium®g0 or higher, 8
MB of RAM, 12 MB of Windows® 95
Virtual Memory,32 MB of hard drive
space, 2x CD-ROM drive, SVGA Video
640x480, 256-color, and a 100%
Windows® 95 compatible sound
card. 100% Windows® 95 co

ble joy stick, control yokes ar

pedals
i

Fly five of the WO

Fly over photorealistic

Artificially Intelligent Flight

Instructor teaches you to scenery-the best high-performance alrera
fly dare-devil aerobatics. of any flight sim. Decathion, Extra 300S,
Grob G-103, Pitts S-2B,
Sukhoi SU-31.
A Looking Glass
Technologies
Production
i
Available in maijor retail oL er direct (800) 360-7455 ne

©1996 Looking Glass Technologies, Inc.. Combridge MA. Flight Unlimited, Looking Glass and the distinctive logos are trademarks of Looking Glass Technologies, Inc
Pentium is a trademark of the Intel Corporation. Microsoft, Windows and the Windows logo are registered frademarks of Microsoft Corporation. Al rights reserved.
Full support for a variety of peripherais including control yokes, joysticks, rudder pedais.

Product Information Number 129 http://www.lglass.com
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Network
Compatible
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spucraft: The Greaf b

Category: Adventure

Developer: Activision

Publisher: Activision; 11601 Wilshire Blvd.,

Suite 1000, Los Angeles,
CA 90025 (310) 473-9200

Required

Double-speed
CD-ROM drive;
486/66; 8MB RAM;
30MB hard-drive
space; 16-bit SVGA;
Mouse; Sound Blas-
ter or compatible

RAM; Internet

We Recommend
Pentium; 16 MB

access and World
Wide Web browser

This big-budget adventure weaves [ ” / l’ ”
a thrilling story of international

actors. Spread over three
CD-ROMs, the video
sequences give you a
first-person view of the
dangerous world your
character lives and works
in. Some of them are
interactive, with dialog
trees that let you choose
the direction a conversa-

ssassination, murder, investi-
gation, interrogation, torture:
they're all part of the “great
game” of espionage. But jug-
gling all those elements — all
while developing a good story
— is a tall order, especially in
a PC game that offers a
decent amount of interaction.

So Activision
invested more than $4 million
and enlisted an impressive
array of advisers (like former
CIA director William Colby,
KGB Major General Oleg Kalugin, and
spy novelist James Adams) to lend
Spycraft: The Great Game a realistic and
compelling background and an air of
authenticity. The result is an unusual,
intriguing offering that — once it hooks
you — won't let you go.

Spycraft combines some very
impressive production values with
unusual puzzles to create a completely
original gaming experience. Although
the entire game depends heavily on full-
motion video, Spycraft is a cut above
what you’ve come to expect from most
FMV games. Every scene has been pro-
fessionally shot and features a cast of
recognizable and talented character

T James Karen (Poltergeist and Nixon) plays

Warhurst, your boss at the CIA, and often con-
tacts you through video E-mail.

tion will take. And, best of all,
the video is not the main
point of the game.

Spycraft's gameplay
revolves around the investiga-
tion of several interrelated
plots. You take on the role of
CIA agent Thorne, faced with
investigating a rogue CIA
agent’s murder of a Russian

intrigue with you in the hot-seat.

s

RecEV

presidential candidate.
There’s much more to this
story, which winds its way

Using the mix-and-match tools in the identikit to identify your target,
you'll learn the assassin is a former CIA operative.

through international politics,
the Russian mob, stolen nuclear
weapons, and...well, best to let
you discover. It’s enough to say this is
one of the best-executed stories I've come
across in a game — due in no small part,
I'm sure, to the fact that a professional
writer was involved in its creation.

As you get deeper, Spycraft really
shines, although it may not seem like
much at first. A tepid, Mad Dog MacCree-
style video shooting gallery is one of the
first interactive sequences you'll
encounter, and doesn’t exactly inspire
confidence that you're playing a complex,
sophisticated adventure game.

But if you take your lumps in the
field, you'll eventually get access to a
number of investigative tools that will
help you beat some very interesting puz-
zles. These include the Kennedy
Assassination tools for plotting bullet
trajectories; an identikit for creating
composite portraits of suspect; image
enhancement; sound analysis; code anal-
ysis; and more. Hell, there’s even an
interrogation room where you can tor-
ture a suspect to get information, if
you've got the stomach for it. You use
these tools to analyze evidence and
uncover the path of the suspect.

Unlike the lame puzzles that get
sprinkled about most FMV adventures
(slide the tiles to unscramble a picture;
unlock a door by rolling a ball through a
maze), Spycraft’s puzzles are actually
related to the game’s story, and they give
you a great sense of accomplishment.
Gathering and reporting on this data is
done with a palmtop computer that lets

you send and receive E-mail and call up
information from an extensive database.
One further innovation is an online com-
ponent that connects you to the Internet
to download news stories daily and take
part in Web-based discussions — it’s not
a requirement for solving the game, but it
adds an intriguing new element.

Although the puzzles are well-bal-
anced, Spycraft probably isn’t going to be
a huge challenge for experienced gamers,
but don’t let that stop you. There’s cer-
tainly enough in it to keep you busy for at
least fifteen hours of gameplay — even
more, if you go back to pursue some of
the subplots. Sure, there are a lot of
moments where you sit back and watch
video, but there’s enough interactivity to
keep it fresh. Most telling is the fact that
the story hooked me so completely that I
kept playing just to see where it went.
And that’s exactly what a good adventure
game should do.

— T. Liam McDonald
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B Hl.
the pack.

A few of the puzzles fall flat; Internet-
based content could be better.
An engrossing, unique
adventure with top-flight production values

Innovative
puzzles and top-
notch video put
Spycraft ahead of
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Prepare for a cutthroat struggle for
survival, played out in a grand scale in
Warlords Il Deluxe!

IBM CD #39880

32903 11th Hour

43408 3 D Gome Alcheny

40915 3 D lemmings &
39478 A 10 2: Silent Thunder W|N95 %
40359 AH 64D Longbow

43114 Abuse

40774 Aces of the Deep CD.Command WIN9S
38164 Advanced Civilizotion
41353 Advonced Tactical Figh
42748 Aferlife

40882 Age of Rifles

40885 Alaxander . .

40642 Alien Alliance . . .
41335 Allied General WINS5
40122 Anvil of Down
39144 Apache. . .

40897 Ascendancy

40812 Assoult Poker
40940 Assault Rigs

41340 Atori 2600 Ac!non Pak 3 V\/(NQS
4094) Azroel's Tear

40948 Bad Day on the Midway

41892 Bod Mojo . .

41981 Basketball: Complete NBA VO
42885 BattleGround: Vol3 Waterloo
4325) BottleGround: Vold Shilo

40225 Big Red Racing WINDS

41496 Bioforge Gold

42013 Black Knight: Marine Strike
43573 Blood ond Mcgi:

40467 Coesor Il

40973 Copitalism . ;

41608 Casino Master 2.0 |

43579 Cotz: Your Computer Pet

43325 Choos. . .

42735 Chaos Overlords

40713 Chronomaster

42267 Citizens: Bockwater Affairs.
38011 CiviNet

41515 Civilization Il

42882 College Slam . . .

34696 Command & Conguer

42883 Command & Conquer: 1.
38673 Conquest of the New

40473 Corpse Killer

34741 Crusoder: No Remorse

42028 Cry.Sys )
38874 CyberMage: Darklight Awuhmng
40650 Cyberia 2

42498 D

40129 Dnggerfcl‘l Arena Elder Scrolls 2
43160 Dome Was Looded

36302 Dark Forces . .

41009 Dork Seed Il

40470 Dawn Patrol: Heod to Head .
41337 Deathkeep WINDS

41941 Deathirap Dungson.

41406 Descent Il

CYTECH CODEHOUSE LEGEND VI PUBLISHING SALES CURVE INTERACTIVE SPECTRUM HOLOBYTE MACMILLIAN BLOCK FINANCIAL IN
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4
969 Hi
560 Hi

EST M-F

Artworx

Gorgeous women want to beat the pants
off you in Strip Poker Professional 2!
Random play, sexy opponents, and morel

A CD #42624 Artworx

) CD ENTERTAINMENT | _

41086 Destiny WIN9S 3 48
40463 Destruction Derby . .. . ....... 38
32154 Dig Ay 45
41430 Dogz: Your Compubc Pet. AN 21
41022 Doo i Hell on Eorth WINS . . . . 46
41025 Dragon Dice . , . . . YRR OURrIey |
40457Drid . .., 0uuil B . 30
4

39485 FP Sports: Foolbol! 96

40335 Fade o Black. o VR 29
34740 Falcon Gold. oy o 52
43135 Fast Attack IRANFASRARE ; 42
42021 Fighter Duel . . . .., Ny ety 37
42957 Final Doom REaiATA RRPIRAGRR:
43137 Flight 3 26
43033 Flight Sim: Sce«uy Pack 5.1 520
36979 Flight Simulotor 5.1. e s 53
36629 Flight Unlimited 2 AR
41508 Flying Nightmores 2 . . .. .............37
43615 Formula One 3 % 37
36392 Full Throttle i F A : 46
43707 Full Tilt Pinball . . . 7 £ 3 25
AORTO B NBIIS A L aiee s oo aias . 36
39461 Gabriel Knight It o AT
40776 Gadget WIN®S . ., ., . . oo g ol
43130 Gearheads . Sy Ry 32
41768 Gender Wors . 3 e
38540 Girlfriend Teri w/ Speech = 32
40146 Golf 2.0 WINSS : SR )
42071 HiZone e Hn SR 26
40752 Hordball 5 . St 40
21557 Harpoon Il e kA
33905 Harvester e
5?46 Hell; unk Thrllhr

42743 History of the w«u
40121 Hive WINGS

40643 Hyper 3 D Pinboll - i 12
41844 HyperBlade WINDS &7
4|0°2|HONNOM&|M0“SCIM an
40906 Ice and Fire . . . .....48
41433 Icebreaker ReS e E ey )
40898 In the First Degree, Gislo'e s 47
40663 IndyCor Racing Il . . . 47
42734 Into the Void ... ... .. - 45
43460 lron Blood 21
36388 Jogged Alliance . 34
43127 Jogged Alliance: Deadly Gomes 33
42749 Jeopardyl Platinum Edifion . . .. .. .. .. 26

Taunt opponents with RemoteRidicule.
Exotic weapons destroy buildings, lights
and more in Duke Nukem 3D.

IBM CD #41586 FormGen

Visitors fo Heidi’s House solve puzzles
for keys to rooms containing beautiful girls
and more!

IBM CD #4344

Paradigm

-

37204 Jet Fighter Il 46
34702 King's Quest Anthology . . . . . . . 53
41765 Kingdom O'Magic , L
40216 Knight Moves WIN9S . . .. .. ... ... ... 19

35209 Knights of Xentor e
35328 Leisure Suit Larry Anthology SRS Dreel
36741 Lemmings Chronicles i S DD,
37754 Lmks 386% s oklvianidey AP

41937 Magic: The Go»mmg Deskiop WINOS
43781 Moijestic 1: Alien Encounter . . . . . . iRy
42382 Moster Levels of Doom. . . . .. ... . e 2B

37567 Master of Magic 40
40426 Maximum Rood Kill. . ., ... .. ... ... Vo ey
40480 Maximum Surge & 35
34155 Mech Warrior 2 B .. 45
37284 Mega Man X 35
39482 Metaltech: Earth Siege 2. RO IRNIAA 45
43599 Micro Machines Il B RS 30
40427 Millenia: Altered Destinies ARSI -
43721 Mindwarp . ; ) 39
40118 Miroge . . ... .............. a8
40670 Monogpoly . IS ey S
40425 Mortal Kombot fll . A eTh e e S
43157 Mortimer : PSR e 7
43667 Mummy. S Saty 40
43385 Muppets Treasure Island . . . . . . 37
40705 NBA Live '96 VISR 2
42722 NCAA Chompionship Basketball . . 43
40340 NHL Hockey '96 ... .. et 43
43580 NHL Powerplay '96 . . . sesndl

36755 National Lampoon Blind Date . .
39098 New Horizons

o
42193 Over the Reich
40341 PGA Tour '96

43618 PGA Tour '96: Sawgrass “5e 20
42314 PGA Tour '96: Spanish Bay . .20
43129 Pandora Directive 44
36481 Panzer General $ G 21
31956 Pax Imperic 2 WINSS. .. . ... ... 45
42786 Penthouse Intecactive VI, . .. .. .. ... .44
39322 Perfect Generol Il 3NN AL 35
34085 Phontasmagoria PR oA s 53
41454 Pinball Mania e 30
36773 Pitfall, Mayan Adventure W|N95 41
39467 Police Quest V: SWAT A 45
42342 Power Dolls 29

MACMILLIAN IMPULSE ¢

~ £
) CD ENTERTAINMENT {

)FTWARE MINDSCAPE IMAGITEK ALLIANCE

cht—poced racing action| Need for
Speed Gold takes racing to the next
level with more fracks, cars & excitement.

IBM CD #43619 Electronic Arts

Sportster WinModem gets you on the
Internet faster! Includes sofiware upgrade
to 33.6Kbps mode, and morel

Hardware #43653 USRobotics

e
v ) CD ENTERTAINMENT

41358 Power Rongers: The Movie 26
41209 Pressure Drop WINSS 26
40648 Promised land . . . / A2 39
40342 Psychic Detective o 43
40458 Reaims of Arkania: Shadows | seie's 39
41226 Rebe!l Assault Il sors AT

40471 Rod Ghost .

Choles. . oo a2

of
39970 Rugby World Cup 95

41726 StZone

40905 Sail ‘95 . - s 2 36
40481 Savage. . . . . R i
40114 Savage Warriors TNy = 23
40645 Screamer. . 3 29
43669 Shadoon 35
4346) Shakii the Wolf 26
40726 Shanghoi Great Moments WINDS 26
43620 Sherlock Holmes: Rose Tofioo 43
39507 Shivers . . . ! 34
40167 Silent Hunter 3 5 - 48
42206 Silent Stoel. X 42
43606 SimCity 2000 5p«.u| Edition . . 44
39031 SimTower . . ., AR ACe A v 19
41252 Space Bucks . . . . £ o e 42
40343 Space Hulk: Vuogecncs @ Nvs e 40
34693 Space Quest Anthology . . = 45
42805 Space Simulator 1.0 .. . . 43
40475 Spiderman: Seperation Anxrofy Shediic ol
41073 Spycraft: The Great Gome WINSS 45
40449 Star Rongers 26

40220 Stor Trek; Generotions WINDS 40

41260 Star Trek: Klingon S 38
34568 Star Y(ak TNG *A Final Unity" 46
z Tech Manual. . . . : 32

5 25

19

37

40

49

43779 Stiife 40
42918 Subterrane, 29
43598 Super Stordust 35
39006 Super Stroot Fighter il Turbo 32
40476 Supreme Warrior 28
42315 Syndicate War .47
40430 TFX 2000 & .44
41258 Yong Chi 26
41461 Terminoor: Future Shock A .43
40649 Torro Nova: Centauri AT 39
43446 Terrace . : .26
43432 Theme Pork P. Choice 20
39460 Thexder 2 WINSS 38

IBM MULTIMEDIA ADULT SOFTWARE IDG
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Battle Isle 2220 fests your strategy
skills! Features texture-mapped 3-D battles,
and network play. Win’95 compatible.

Thrustmaster F-16 FLCS is modeled
after the real thing! Features four 8-way
hat switches, a dual stage frigger, morel

Discover hideous secrets, hidden dangers
and more, as you fight fo survive in
Huygen's Disclosure!

IBM CD #43791

When 25th Century Earth’s forces are
invaded, it's up fo you and robo-fighting
Power Dolls to exact revenge!

IBM CD #4366 Blue Byte Hardware #35104 Thrustmaster MicroForurr IBM CD #42342 MegaTech

THE COMPLETE

The Last
RSJAT WAR
BLIgZ RiEe | | S i

F—— Y '

Command Germany’s Third Reich in a
final attempt at victory. Last Blitzkrieg
has detailed battles and more.

Complete Carriers At War combines
Carriers at War, Carriers ot War Il and
Carriers at War Construction Kit!

Battle evil and fanatical beings, hellbent
on destroying the galaxy in Master of
Orion li: Battle at Antares!

With Pro Throttle, any joystick can now
be programmable! Features a lefthanded

throttle jet grip, software and much morel

{IBM CD #43382 SSG IBM CD #40234 pectrum Holobyte Hardware #40803 CH Products

| CD ENTERTAINMENT | JOYSTICKS/MICE SOUND CARDS CD DRIVES & KITS
38595 Third Reich 33 40715 CH F 16 Combat Stick > ¥ 58 43419 3 D DSP Wavetable PCMCIA Cord .. 273  A3564 SPLEX 6X EXT w/PCI Cil 580
40235 This Meons Wor TN 40802 CHF 16 Fighter Stick . .. .............73 39030 Gravis UraSound Ace wled &0 39574 6PLEX 6X INT w/entl ... 355
40920 Threshold . . 35 31417 CH Flight Stick Pro 46 41653 Grayis Ulrosound PNP 120 41632 Diomond 8000 8X CD Kit 505
43148 Timelopse 40 36876 CH Pro Pedals AR CANI Y A 71 34807 Sound Blaster 16 Volue Edition . . . i3 43252 Discovery CD 8X IDE 32 Voices 348
43625 Tony la Russo Boseball 3 1996 32 38462 CH Virual Pilot Pro 66 35480 Sound Canvas DB SCD 10 GM Ver ...CAWL 42538 HP Surestore CD Writer 4020INT 1037
38656 Top Gun: Fire at Will. AR 39877 F 15 Eagle Tactical Stick Ak 112 35628 Sound Canvos DB SCD 15 GS Ver ... ....CAWLL 39975 MultiSpin 6XI INT CDROM. : 353
39473 Torin's Passage. . . . AN L) 39876 F 15 Talon Tocticol Stick, . &7 41701 Sound Canvas PCMCIA w/Softwars 303 42218 Performance 6X INT PNG 389
42953 Total Moyhem | . . . 3 T e 42408 Gravis Grip Fighting Machine. 82 30931 WaveBlaster Il Gome Pock . . . . . . ... 120 41397 Sound Blaster 6X INT PNP . . 190
41369 Tronspor! Tycoon Deluxe ... 40 35133 Gravis Phoenix Coafrol System ... 82
40639 Tri Tryst WINGS - ........25 35458 PC Golf System 121
43621 Triple Play 97 . ... ... .. 43 29441 SFX GamePod . . .. ivi28 MEMORY & CPU
39487 Trophy Bass 45 40602 Sidewinder 3D PRO 56
40461 Twisted Metal 37 38027 Thrustmaster FCS MKl < 63 36500 Jozz } 590 Speakers. ... .., ... <v4 O3 36149 4X9 Simms 70ns (4 Simms) .
41451 U.S. Navy Fighter Gold 47 41348 Thrustmoster Formula T2 .. ............99 38255 Koss HD 100 Speckers . . . . . N - s 31738 Cyrix CX486DRX2 33/66 386DX 33
43433 Ultima VMl P. Choice ... 20 42753 Thrustmaster Pinboll Wizord 3 32 37712 Vivid3D Plus e Fewitai ... 60 36727 Overdrive 486DX4 100 CPU CALL
41281 Ullimate Doom WINSS 38 29522 Thrustmaster Pro FCS 104 38455 Vivid3D Pro. st 3%1s >+ S OF 38604 Overdrive PENT 63 CPU CALL
41634 Urban Runner MPC 38 29863 Thrustmaster Rudder Pedols b 104 41504 Vivid3D Speakers ..o 145 40767 Overdrive PENT 83 CPU AT CALL
42022 V For Victory: Commemorative 27 38156 Thrustmaster TQS for FLCS . : 112 41505 Vivid3D Theater . . . ... 183 43310 Overdrive PENT 120/133 (60/66) CALL
42699 VR Boseball 42 31258 Thrustmaster WCS Morkll 93 37714 Yamahao Powered Subwoofer ces 37 43311 Overdrive PENT 120/133 (75) CALL
42719 VR Golf 42 36656 Wingman Extreme Joystick . > 42 38836 Yomaha Specker System Kit ... 202 43312 Overdrive PENT 150 CPU CALL
42700 VR Soccer 42 42020 Yomaha Waveforce DBSOXG Lo 168 43313 Overdrive PENT 166 CPU . . . CALL
38672 Virtual Pool 37
43443 Viual Sockar H VIDEO CARD:!
39724 WWF WrestleMania Arcode 44
43780 Wor College 30 42018 3 D Blaster Tt ..324
41304 Warcraft 2: Tide of Darkness 46 39903 9FX Motion 771 4MB VRAM PCI t 445 - ||
41305 Warhammer 40000: Dork Crusader 40 41921 Diomond Edge 3D 2MB 2120XLPCI. . . ... 320
41306 Warhammer: Shadow of Horned Rot 43 41923 Diamond Edge 3D 4MB 3400XL PCI . . . 523
34284 Werewolf Vs, Comanche s 47 37182 Grophics Xpression 2MB ISA | . . . 189
21991 Whiplash 44 38319 Graphics Xpression 2MB VB . . . ke CUSTOMER SERVICE, CALL 508-443-6125 90m-5pm EST M-F
40712 Wing Commander IV : ...54 39907 Imagine 128 Pro 8M8 PCI - e s 1388 °
43429 Wings of Glory P. Choice 20 42910 Jokorta PCI All In One Packoge. . ... ... .. 486 c I' fo c Need 38 l
40464 WipsOw 17115 40809 MGA Willeiom 30 FC) 20 315 all ror your Computing s ext
39737 Wikchaven . ... 45 40385 MGA Millennium 3D PCI4MB . . .. ., ... . 456
42442 Wizardry Gold 33
40573 Wooden Ships & lron Men 39 MODEMS/FAXES 5 o
ircui A
o S8 Complete on-line catalog with over 5000
34292 X COM: UFO Defense 25 40789 Cardinal MVP28BIV F/M w/ VMall ., .... 163 .
41466 X Cor: Experimentol Racing (.47 40788 Cardinal MVP288XY F/M w/ VMil . . . . . . 184 Soﬁ‘wa re and hea rdwa re flﬂes.
41583 Zeddas: Servant of Sheol P 42059 Courier 28.8 EXT V.Everything , . . ... 370
40647 Zona Roiders .......29 42058 Courier 28.8 INT V.Everything 350 Hie Exp i3
40901 Zoop 26 37602 Courier 28.8INT DS PCMCIAF/M . ... ... 350 O Prwlgy _CompUter ress o CompU&Ne GO Express
—— 420 sporwer V288 SO NTE/M - 281 © Internet - info@cexpress.com  © AOL - Computer Express
SOI ‘ I LA 41480 SupraExpress 28.8 EXT F/M PNP . e VO, WWW. -
40622 SuproExpress 28.8 INTF/MPNP . .. ... .. 136 O 'Cexpress'com O eWOFId Cexpress
42105 Botle Arenc Toshinden 54 43722 Suprasonic v.34 28.8INT Voice. . . 261 .No surcharge is added to credit cord orders..PO’s, wire transfers, personal and cashiers checks
42660 Doom 53 39267 TDK DF2814 PCMCIA 28.8 F/M 249 occepted..Some items are not returnable. Returns require authorization # and are subject to 15%
42661 FIFA International Soccer 96 53 restocking fee. . All items offered for sale are subject to uvcilobili!{’.‘Wa are not responsible for typograph-
42108 Mortal Kombat Il ..58 ical errors. .Shipping and handling charges apply. .Worldwide shipping!
ig : Sg EHL Fucek‘:;“ z . . . g .All prices are subject to change without nofice.
damco's Ridge Rocer ' A
42124 Novestorm e 9R 40263 CyberMaxx 180 VR Headgeor . . 449 CoMPUTER Expregs ——
42670 Primal Roge - 42040 | Glasses! PC Version vl
42128 Tekken 46 43327 Simuleyes VR Eyowaar. . --87 31 Union Ave. Sudbury, MA 01776 Info:5084436125 Fax 5084435645
42123 WWF WrestieManic Arocde T 41441 VFX] Head Mounted System. .....B820 4
42122 X COM: UFO Defense 45 42513 VIR One Cordless Joystick PNP . . 70
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Hed Ghost

egory:  Strategy/Simulation
‘Maelstrom Games Ltd.
Pnbllshcr Empire Interactive, 13220 Wls-

With strategy games and simulations more

popular than ever, Red Ghost tries to cash in

~ teriaDr,
~ MD 20874

'N-2 Germ
4 (301) 916-9302

We Recommend
486/66; Joystick

Required

Double-speed
CD-ROM drive;
486DX/33; 8MB
RAM; SVGA; Mouse

ecently, I began to notice
posts online asking if anyone
was playing Red Ghost from
Empire Interactive. A handful
of replies asked, “No, what is
it?” The truth is few gamers —
including myself — had heard
about Red Ghost until they
saw it on the retail shelf.

This is one of those mid-
dle-of-the road titles that seem
to be released with little or no

writh a little of both.

q The 3D landscape may not look that great in Red Ghost, but it blows up real good.

press fanfare in the
hope that word-of-
mouth alone can help carry
them to success. Usually, these
games slip away unnoticed and
: unwanted, but Red Ghost may
i just keep you interested.

It’s part strategy game and
part action game, but Red Ghost
doesn’t have much in common
with Warcraft Il or Command &
Congquers still, you'll find some
familiar gameplay inside. In fact,
when I first fired up Red Ghost, |

qﬂeauﬁful cutscenes punctuate the action, but they get old fast.

was overwhelmed by the number of other
games it brought to mind — most notably
one of my old faves, Midwinter. This isn’t
so surprising, since Red Ghost was cre-
ated by Maelstrom Games, who also
developed Midwinter (and its sequels,
Flames of Freedom and Ashes of Empire).
If you're familiar with any of those
games, you have a pretty good picture of
Red Ghost. In Red Ghost, you and your

One place the where graphics don’t skimp is
on the Mission Map.

PC GAMER June 1336

team of soldiers are all that stand between
evil enemy forces (the Red Ghost) and
their drive for world domination. You plan
strategies and move your vehicles using
detailed maps, then jump into a variety of
ground vehicles and helicopters to do bat-
tle firsthand in a 3D landscape.

There are 18 controllable characters
to choose from, each with his own special
skills. You won't really get the chance to
know these freedom fighters — there are
no pictures or extensive dossiers of your
crew — but you'll at least get the name,
nationality, branch of service, and a list of
mission specialties for each member.

Each of the characters actually rep-
resents a team of operatives, and you can
have as many as three teams active at a
time. Using the overhead map, you decide
where to land them, then start giving
orders. You can auto-route them to way-
points and ride along as gunner, or drive
the vehicles yourself. If action is your
thing, you also have close-quarters control

of individual team members, so it's a good
idea to remember what each member’s
specialty is and what items he’s carrying.

The missions unfold any way you
like; a mission map displays the various
Red Ghost defense networks, so you can
plan your routes to avoid detection or get
into as much trouble as you like.
Keyboard commands are minimal, and
vehicle control by mouse, joystick, or key-
board is easy, although it’s obvious these
weren’t designed for the veteran combat
simulator fan. There’s little in the way of
realistic physics, but if you'd like some-
thing to do other than deploy your
troops, it can be good fun.

Unfortunately, Red Ghost has no
modem or network option — an omission
that could limit its appeal in a market
where multi-player games are fast
becoming the norm. But if you don’t
mind playing solo, Red Ghost is good for
short, enjoyable sessions.

—Scott Wolf

ﬁi GAMER FINAL VERDICT

gameplay; many
options; the chance
to step in when
things get tough
Coarse terrain graphics. Limited to sin-
gle-player action

A competent, enjoyable game,
especially if you liked Midwinter and its sequels.

e
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Extended Play

ADD-ONS e SCENARIO DISKS  UPGRADES © BUG PATCHES

Command & Conquer Gefs Tough

s there someone out
there who found
Command &
Congquer’s battles too
easy? If there is,
you're a better man
than L By the end, |
was playing scenarios
repeatedly just to get
them right. I certianly
don’t recall thinking,
“Gee, [ wish this was
a lot tougher.”

Well, judging by
the new Command &
Congquer scenario
disk, someone must
have thought this.
Command & Conquer:
The Covert

: Operations is one

: tough set of battles. There

¢ are seven new GDI and eight

: new NOD missions in this

. set, as well as 10 new multi-

: player maps, and I found

¢ them devilishly difficult.

: Action is nicely mixed in

: Covert Ops, with a number

¢ of unusual missions with

- very specific goals. Several

- Commando raids (one fea-

i turing only a single

: Commando!) point up the

 strength of this high-value

: unit, and require careful

. approaches and stealth.

: Large villages and civil-

* ian “informants” give several

: of the scenarios a new twist.

. In one, for example, you must

: save the wife of an infor-

:-mant, who will then lead you

 to a NOD installation to

. retrieve some valuable
Tiberium research material.

. Another has a nuclear missile

: en route for a conference of

¢ important politicos, and you

i~ must evacuate them before

;- the missile strikes. In a par-

i ticularly tough mission, the

i enemy has infiltrated your
. base and is attacking you

from the inside.

Some new cutscenes
have been added, as well as a
few new songs. To round
things out, ten new multi-
player maps, some featuring
villages and civvies, will
breathe fresh life into your
head-to-head play. Film-like
trailers for Red Alert, the
upcoming, stand-alone fol-
low-up to C&C, are also
included, and manage to be
flashy and impressive with-
out really showing any of
the gameplay.

I have to tell you, I do
this for a living, and I found
several of these new missions
so hard as to be unplayable.

T. Liam McDonald

Call me a wimp, but Covert
Ops kicked my ass and came
back for more. If that’s the
kind of challenge you want,
Covert Ops will give it to you
in spades.

Steel Panthers
Scenarios

David Landry and his war-
game hounds at Novastar

There are some old cutscenes used in Covert Ops, but some sharp new
ones, such as this one of the Nod launching a missle aimed at the Global
Peace Conference, have also been included.

PC GAMER June 1936

are busy doing
for Steel
Panthers what
they did for
Tanks! That is,
they’re turning
out boatloads of
new scenarios.
The first few
Steel Panthers
disks are out,
and as expected, S| P
they're top-
notch.

The first
disk is Dnepr Nacht: Twilight
of the German Army, and fea-
tures 11 complete scenarios
based on the Russian pursuit
of the shattered German
Army across the Dnepr
River. These all take place in

If you were
one of the
few gamers
who thought
the original

Command &
Conquer was

too easy,
you'll want to
get your
hands on The

Covert
Operations.

o F‘
Just call it The Alamo: this siege on a NOD base is
just one of the tough missions in Covert Ops.

September 1943 and feature
several quick-moving bridge-
head scenarios and variants.
Bloodied but not beaten, the
Germans must struggle for
their objectives against a
vengeful Russian foe.

The tumultuous fighting
for Okinawa is the focus of
the ten scenarios of disk #3,
Okinawa: The Final Island.
These pit the 10th U.S. Army
(a combination of Marines
and regular infantry) against
about 100,000 Japanese
defenders. Characterized by
amphibious landings, tena-
cious Japanese counter-
attacks, and massive artillery
barrages, these battles add
some great moments to Steel
Panthers, and fatten out the
thin coverage of the Pacific
Theater in the original game.

The last disk released at
press time was #11, The
North Africa Campaign: 1942.
Wargamers just can’t seem to
stay away from Gazala,
Benghazi, Tobruk, El
Alamein, and the other fast-
moving desert battles
between Rommel and the
British Empire. These 11
campaign scenarios won't
disappoint. Future scenarios
will have further North
African campaigns (focusing
on Patton), as well as several
D-Day disks.

All the Novastar releases
are accompanied by painfully
thorough documentation fea-
turing full Orders of Battle
and historical essays.
Another original idea from
Novastar is their monthly
Steel Panthers Newsletter.
Each issue comes with a disk
featuring several new scenar-
ios, as well as supporting
documentation and original
essays. The few issues I've
seen contained good pieces




: on Utah Beach, the use of
infantry, and the Pacific
Theater. At $28 for 12 issues
($15 for 6), it really can’t be
beat, and comes highly rec- ¢
ommended to Steel Panthers v .
fans. Give Novastar a call at =TES o Everythmg you ever
(916) 624-7113, or E-mail : [_- o

them at Novastar@vfr.net.

PCG Thick villages make for house-to-house fighting in several missions in Covert Ops.

Bug Patches

atches and cheat programs are available on the

CD-ROM edition of PC Gamer in the X\PATCHES
directory, in online sources such as The Internet,
CompuServe, and America OnLine, and through game

the Internet:http://www.gamesdomain.co.uk/. Be
warned: it can be slow at times, since it gets a lot of
traffic. (The patch’s file name on the PC Gamer CD is
listed at the end of each entry.)

Aide De Camp v.1.16b (HPS): Adds
printouts, the ability to import from spreadsheets/data-
bases, a map “fill” feature, and new symbol editing
tools. ADC-116B.EXE

Aliens v.1.0.3 (Mindscape): Addresses
various crashes and bugs. ALIEN103.EXE

Allied General v.1.1 (SSI): Fixes E-mail
bugs and makes it more stable. AGWINT1.EXE

Angel Devoid Sony CDU-33A
Update (Mindscape): This update fixes a
problem with the SONY CDU 33A CD-ROM Player
accessing Disk 2 of Angel Devoid. ANGELZIP

Anvil of Dawn v.1.1 (New World
Entertainment): General maintenance patch.
ANVUP11.EXE

Battleground: Ardennes
(TalonSoft): General maintenance patch.
BGA11.ZIP

Prose): This update will fix the problems encoun-
tered by people with no sound cards. C/V2106.ZIP

CivNet v.1.03 (MicroProse): Fixes the
“Cannot write to AUX" error that some people have
encountered. CIVNETP3.ZIP

Descent (Registered) v.1.5
(Interplay): Adds new command line switches
and fixes minor bugs. DREG14A5.ZIP

Entomorph v.1.1 Update (SSI): Fixes
various bugs. ENTOV11.EXE

Great Naval Battles Vol. 4 v.1.1
(SSI): General maintenance patch. GNB4V11.EXE

HardBall 5 Roster Update
(Accolade): Updates stats for HardBall 5to the
end of the 1995 season. Rosters updated to the end of
January 1996. HB5LGD96.EXE

Harpoon Classic for Windows 1.58
(Alliance): This version fixes all known program

: problems, such as General Protection Faults, and adds
: several user-requested enh

nts. HAR158.ZIP

PBA Bowling v.1.13 Update
publishers. Once good source is The Games Domain on
: nance patch. PBAT13.EXE

(Bethesda Softworks ): General mainte-

: Power Dolls 1.2 (Megatech): This fea-
¢ tures faster gameplay, compatibility with all sound

: cards, full voice, improved sound effects, and so on.

i PDPATCH.ZIP

i Ripper (Take 2): Adds a patch for video prob-
i lems associated with Matrox Millennium cards, and

¢ fixes filled notebook problems, corrupted

: SETTINGS.DEF and TAKEZ2.INI files, and other minor

: bugs. RIPPATIA.ZIP

i Solitaire Deluxe for Windows

: Update (Interplay): Fixes a “General

: Protection Fault” error message seen when you select
: atour, and it adds the game “Double or Quits.” SOL-

WINT11.ZIP

Terminator: Future Shock v.1.20

: (Bethesda Softworks): This fixes prob-

: lems with the Virtual i-0 i-glasses!, frame rate for fast
: PCs, the Goliath's hit points, and random crashes.

i P120_US.EXE

Terra Nova v.1.09 (Looking Glass):

: Fixes the problem with the Random Scenario Builder
: that causes the game to hang if it was used four times
i consecutively. TNV109.EXE

Civilization Il Sound Update (Micro- :

: Unnecessary Roughness ‘95

: Update (Accolade): Corrects ATl Mach 64

¢ support and fixes play clock. URI5CLOK.EXE

Wing Commander IV Alternate

: Joystick Routine (Origin): This changes
the way the joystick data is acquired in the game, and
: will allow some systems to work properly with the

: joystick routines in the game. WC4JOY.EXE

Wing Commander IV Notebook

Gameport Update (Origin): Adds support
: for notehook gameports. WC4JOYNG.EXE

Wizzard Pinball Controls Update

(Thrustmaster): Adds support for Extreme
: Pinball. EXTWIZ.ZIP

: World Series of Poker Deluxe

i Casino Pak Update (Masque): Fixes
: known bugs in Caribbean Stud, Let it Ride, Video

: Poker, Baccarat, Satellites, WSOP Main Event.

WSD _107.2IP
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The Learning Game
THE LATEST TRENDS & DEVELOPMENTS IN EDUCATIONAL SOFTWARE

Electronic Construction Sefs

box of sim-
ple wooden
blocks har-
bors about as
many secrets
as a presiden-
tial candidate.
Although
most of the
secrets aren't
nearly so
shady, blocks
slyly disguise
profound
characteris-
tics behind
smoothly pol-
ished,
brightly col-
ored sur-
faces.

When kids stack blocks,
they build the foundations of
math and physics. When
they sort them, arrange them
in special orders, and recite
the sequences out loud, they
build foundations of lan-
guage, reading, and writing.
And, of course, when they
start telling stories with the
blocks — “This big, round
block is the giant and he’s
going to stomp on the both-
ersome little brother, which is
that little cube over there” —
you can guess what’s going
on. Imagination, social skills,
and a little emotional venting
go a long away in developing
a capable, healthy child.

Add a little spin, and
you have a memory game,
bargaining chips, and mea-
suring tools. Add a little too
much spin, though, and the
fun becomes as contrived as
Steve Forbes blasting the
Rolling Stones from his cam-
paign bus.

Software companies
manufacture their own ver-
sions of wooden blocks.
These clever little electronic
construction sets bring great
possibilities to home comput-
ers, but they also carry great
risks. Some work better than
others; the best offer appar-
ently endless possibilities; the
worst make that same
promise, but spin the tools so
tightly that their infinite pos-
sibilities end up about as var-
ied as a closet full of pin-
striped suits. Even the worst,
though, offer something that
wooden blocks can’t.

Electronic construction

sets let you build with inter-
esting materials — music,
cartoon sequences, comic
book frames, and so on.

They support many of the
same concepts as wooden
blocks do, but they are rein-
forced by the different per-
spectives that abstract mate-
rials offer. And if those learn-
ing experiences pack a dou-
ble punch — music and math,
for example, or language and
art — they pack at least a
double value as well.

Look for these construc-
tion packages when you're
shopping for a new piece of
software for your kids. Even
the worst of these is better
than the best drill package
for long-term, creative value.

Heidi E. H. Aycock

You'll feel the way you do
when a politician actually
comes through on a cam-
paign promise — amazed.

Stacking
Notes

You can buy a baby grand
piano, set the metronome on
stun, and hire Mr. Holland
(or Opus the Penguin, if you
prefer), and your kids will
probably learn something
about music. You could also
look for one of the new music
packages at your local soft-
ware store. Spend a little less
money getting started, and

: you can buy the full-sized

grand when you're ready.
Theatrix’s Julliard Music

¢ Adventure, for kids 9 and

older, and Crystal Vision’s
Mr. Drumstix Music Studio,
for kids 3 and older, offer
two different settings in
which to learn music theory
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and composition. But

they both offer a

visual approach that

other music tutoria

JULLIARD

sets them apart from .
Is. ‘*

Julliard Music

Adventure weaves a

medieval fantasy
around its lessons,

kids feel like they're
playing an adventure

game. Gnoise the
gnome has sealed

Queen Chantre inside
a magic amulet while
he wreaks havoc on
music throughout her
Queendom. Children

free the queen by
composing musical

solutions to a series of 15
puzzles. Conquering such

Software
packages
that help

kids unleash

their creati
as young
Bernsteins

Hitchcocks
offer obvious
educational

benefits —

they're not all
created equal.

SO

A fantasy theme, sharp graphics, and challenging
puzzles engage children as they explore music the-
ory and composition in Julliard Music Adventure.

topics as sequence, imitation,
meter, and syncopation, tri-
umphant players win musical
keys the queen’s prison.

Mr. Drumstix Music Stu-
dio forgoes the adventure-
game packaging used by Jul-
liard. Instead, the program
features a nice assortment of
music tools, from electronic
instruments to composition
grids. The instrument mod-
ules sparkle with personality.
The drums, for example, are
pounded with howling glee
by Mr. Drumstix himself, a
hound dog with enough
charisma to rival most any
mascot. For the richest tool,
though, try the deceptively
bland-looking guitar. Kids
can experiment by choosing
conventional chords from a
menu or by manipulating the
fingers on the screen one at a
time. They can also play the
chord four different ways:
they can strum the chord as a
whole sound, strum slowly in
different directions and com-
binations, pick strings, and
even bend strings to raise a
note’s pitch.

Set apart by their back-
drops, Mr. Drumstix and Jul-
liard share most of the ele-
ments that will make these
packages soar in the polls.
Both feature a visual
approach to composing, and
this element adds an extra
dimension to both programs.
Instead of the traditional
music staff, both programs
represent music as a kind of
chart upon which kids can
place dots. The position of
the dots denotes the pitch. In
Mr. Drumstix, the resolution

vity

or

but
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MA. DRUMSTIX
MUSIC STUDID.

Music Studio.

¢ of the chart squares indicates
. the length of the note. In Jul-
. liard, the size of the dot indi-
i cates the length of the note.

¢ Both programs teach chil-

: dren to compose music units,

¢ called tiles in Julliard and

: broken up by heavy lines in
i Mr. Drumstix’s grid.

Of the two programs, |
preferred Mr. Drumstix for its
: ability to compose multi-
¢ voiced melodies. Its help fea-
ture also won points. Kids
: can choose spoken help as a

: kind of online tutorial or text-

based help for incidental
¢ problems. I couldn’t remem-
: ber where I put the manual to
: this program, so my 5-year-
¢ old and I learned the whole
i program using Help alone.
: Julliard Music Adven-
: ture worked just as well as
: Mr. Drumstix. Its fantasy
: theme may engage some
children more readily than
. the less organized backdrop
in Mr. Drumstix. And the
music theory lessons offer
: ideas for new tunes as well as
insight into great classics,
including some examples
from jazz and spirituals.

For all its romantic set-

ting and respect for
music, however, | found
Julliard’s composing tools
less graceful than those in
Mr. Drumstix. There was
no visual association
between the dots on the
tiles and the names of the
notes, so it was hard to
predict what melody
would result — there
would be an unexpected
hint of minor in a
primarily major tune,

for example. Also, the
melody tool offered only
one voice in Julliard, com-
pared with several voices
in Mr. Drumstix.

Either program
would be an excellent
value, though, so don’t be
disappointed if only one is
available at your local
software dealer. In fact, if
you only find one on the
shelf, it should make your
decision easier.

Making
Movies

If music translates so beauti-
fully to the electronic con-
struction set paradigm, can
movies fit the bill as well?
Two cartoon-construction
programs try hard. Theatrix’s
Hollywood, for kids 9 and
older, and Knowledge
Adventure’s Marvel Comics’
X-Men Cartoon Maker, for
kids 5 and older, have similar
goals. Both programs tempt
kids with the promise of their
own production studios.
Each program offers a
stable of characters. Holly-
wood’s casting call summons
about 10 little critters, from
Artie the hypochondriac
alligator to Tiffanie the
money-hungry artist (talk
about a conflict of interests).
X-Men Cartoon Maker rallies
a host of superheroes, includ-
ing Wolverine, Cyclops, and
The Beast. Villains rear their
ugly heads on
cue as well.
Each pro-
gram offers a

X MEN CARTOON MHHEH

director’s instructions. X-
Men Cartoon Maker features
a way to record dialogue
through a microphone. With-
out a microphone, kids can
still type dialogue into speech
balloons and read as they go.

Both programs will
surely engage kids. My 5-
year-old couldn’t pry himself
away from X-Men Cartoon
Maker long enough to eat
lunch. Both programs offer
plenty of opportunities to dis-
cuss cause and effect,
sequencing, communication,
and a host of other topics.
Both programs give kids a
chance to do something they
couldn’t easily do away from
the computer, so they make
excellent use of the technol-
ogy. However, both programs
have one major drawback.

They both feel canned;
they’re about as open-ended
as a box of Colorforms.

: There’s a place for such

restricted creativity; it can be
restful not to have to choose

HOLLYWOOD

variety of back-

grounds appro-
priate to their
casts, as well as
animated
sequences,
sounds, and
props. In Holly-
wood, kids type
their own scripts
and choose char-
acters’ emotions
and expressions.
As the movie
plays, the charac-
ters recite their
lines according
to the young

T
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Theatrix's Hollywood features many of the same
tools as X-Men Cartoon Maker, hut kids can
write scripts and give simple stage directions to
their characters,

Using canned animation and backgrounds, kids can send Wolverine and his

super cohorts on a heroic adventure in X-Men Cartoon Maker

from so many options, and it
can be satisfying to produce
such a slick-looking project
with so little effort. It can be
fun to manipulate, however
superficially, characters that
had always been out of reach
before. But this kind of pack-
age shouldn’t be the mainstay
of your collection. First, buy
the more creative, richer,
more open programs like

. Julliard and Mr. Drumstix.

These packages have hidden
talents that will develop your
child’s mind. And think of
the cartoon construction Kits
as a luxury.

Coming
Attractions

What you haven't seen yet
are further variations on
these themes, the candidates
yet to throw their hats into
the ring.

On the horizon, watch
for a low-priced piano tutor
from Jump! Software, report-
edly with a retail price of
$199, including software and
a four-octave keyboard with
full-size keys. Think about
music long enough, and
you’ll see how valuable it can
be to a child’s education.
Packages like Julliard and
Mr. Drumstix teach the work-
ings of music. This new
package promises to teach
the practice.

Also coming soon, a
look at Microsoft 3D Movie
Maker, a loudly hailed anima-
tion tool directed at the
same kids Hollywood and
X-Men Cartoon Maker aim
for. I'm hoping for more flex-
ibility with little — if any —
more complexity. :

BCG |




™

STAR 1

)nnnnnnuuunuun
ggooogono
“agguooonar
JBHQDDDDO A

e Y-

“aao
aaoo

.muannu.m'nuunu _:‘ -.-:' 3 nm
nnnnnuggggu J
. ]
= - 1

EUETHVATE INTERACTIVE ADVENTURE INTRODUCING RADICAL NEW FULL MOTION EDGE-TO-EDGE VIDEO

8 ONATHAN FRAKES™ “"~COMMANDER WILLIAM T_RIKER ™« essonssesGTAR TREK: THE NEXT GENERATION
"ROBERT 0" REILLY* 5 COWRON i et STAR TREK ™ ™ *STHE NEXT GENERATION “"DEEP SPACE §
’wmnowws LEARN OR DIE!

WINDOWS™ 3.1

N TRENY B PHOOE Daramaiint Diethraa Al Dinkite Dacnruad CTAD TOEYK and Dalatasd LPOe ~ O .l Da BTG TN Seeiyagly S PI AN Rl I S ST [ 11 P ANy« O S S g ] gty Ly S Wy by RIS gy




For the first time,
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Peripheral Visions
JOYSTICKS © SOUND CARDS © ADD-ONS © SPEAKERS  YOU NAME IT!

Ihe Big Upgrade, Par |

n last month’s episode
of “This Old Com-
puter,” we got the
basics out of the way;,
so let’s pretend a few
things are given: 1)
You agree that
upgrading your PC by
replacing the mother-
board yourself is a
good way to save
money; 2) You've got a
screwdriver or two,
and you're not afraid
to open your com-
puter’s case and fiddle
about inside; and 3)
You've got a cool head
and plenty of patience
(or the pharmaceutical
equivalent thereof).

Now let’s see if I can talk

¢ you out of it. Here are some of

the lessons I learned during

: my own upgrade, plus the

: problems I ran into, and how

i Isolved them.

: First off, back up any

¢ important files on your hard

i drive. I know, I know — peo-

: ple are always telling you to

: do this before you even look

: sideways at your computer,

. but this time it’s really impor-

© tant. This time, you're going

. to be fiddling directly with

: your hard drive — if only to

disconnect it from your old

- disk controller and hook it up

. to the new motherboard.

Be sure you've got a
clean, static-free work environ-
ment. Don't just plop down on
the living room rug and dig in;
if you absolutely have to watch
“The X-Files” while you work,
at least set newspapers down.

Now it’s time to start rip-
ping that old PC apart. Once
you've got your computer’s
case open, you'll have to
remove all the cards plugged
into the motherboard (the
sound card, video card, modem,
etc.). If your case is one of
those compact jobs, you may
also have to take out one or
more of your disk drives to get
. enough clearance to remove
the old motherboard. You're
into the meat of the job, now;
swap the old motherboard for
. the new, then put everything
: else back in its place.

Which leads us to the
most important advice I can
. offer: before you begin dis-
mantling your system, make a
note of how everything is con-

nected. Each of the grey rib-
bon cables that run from your
disk drives to their controller
card(s) should have a red wire
at one edge; this edge should
be matched up with Pin #1 in
the sockets you plug either end
of the cable into. Most of the
time, your disk drives and
cards will have Pin #1 labeled
(or at least indicated with an
arrow), but don’t rely on that.
Hooking up a hard-drive
or floppy drive incorrectly is
one of the few things you can
do to cause yourself a
headache. That goes double for
the wires that carry juice from
the power supply to the moth-
erboard — hook them up
wrong, and you could fry a very
expensive piece of hardware

Dan Bennett

Finally, you should prob-
ably be prepared to spend a
little more money before your
upgrade is done — even if you
think you've bought every-
thing you need.

That’s been my experi-
ence, at least. When |
upgraded a few years ago
from a 386 to a 486, I found my
old VGA card and hard-drive
controller couldn’t handle the
new motherboard’s faster bus
speed. | had hoped to save a
little money by using my old
16-bit cards for a while and
upgrading later to VESA local-
bus cards, but I ended up hav-
ing to go ahead and spring for
the faster cards.

This time around, going
from a 486 to a Pentium 166, I
ran into another video-card
problem. As [ mentioned last
month, my plan had been to
save cash by using a Matrox
Impression card that had been
lying around, unused, at the
office. It seemed like a really

nice graphics board — PCI
local bus, and 4MB of fast
video RAM. Unfortunately, it
turned out to be terribly inap-
propriate for gaming.

For starters, while it was
very fast in Windows, it had
really poor DOS performance
— and DOS is still where most
games are played. Worse than
that, the Matrox board didn’t
have built-in extensions for
Super VGA, which meant I
had to run a little program any
time [ wanted to play an SVGA
game — and that program was
incompatible with a lot of the
games [ tried.

So I needed a new video
card, and soon. [ didn’t have a
lot of cash left after buying the
motherboard and memory, so

So, you've
bought a new
motherboard
for your PC,
and you're
ready to
upgrade? Here
are some tips
that can make
the experience

as painless as
possible.

[ went for one of the best buys
in PC video: the Diamond
Stealth 64 Graphics 2001. For
about $100, I got a PCI video
card that’s plenty fast in
Windows and works with
every DOS game I've tried. It's
nothing fancy, but it'll be all
the video I need for a while.

Before it was all over, I
ran into one other significant
problem: the Intel mother-
board’s built-in Sound Blaster
16 sound card. Normally, a
built-in sound card would be 3
pretty neat — but I already had :
an SB16, and I needed to use
that one, because it was home
to my wavetable daughter-
board and the SCSI controller
that ran my CD-ROM drive.

I thought I could avoid :
the conflicts inherent in having :
two sound cards by disabling
the built-in card in the mother-
board’s BIOS settings. That
was fine for DOS, but it wasn't
enough for Windows 95,
which is occasionally too
smart for its own good; it
insisted on detecting both
sound cards and trying to con-
figure them. What I ended up
with were two basically unus-
able sound systems.

After a bit of fiddling
(and a little cursing, which sel-
dom helps, but never hurts), I
found the solution to the prob-
lem: I gave in and let Win 95
detect both sound cards, then
used the Win 95 Device
Manager to disable the built-in
card. Basically, 1 was telling the
system “OK, OK — I admit I've
got two sound cards, but |
don’t want to use this one.” |
was then able to set the other
SB16 to its traditional default
configuration, and I haven't
had any trouble since.

The lesson, though, is
that a motherboard with a lot
of built-in goodies can cause
as many problems as it solves.
Keep that in mind when you're
shopping for an upgrade.

And that’s about it. No
doubt you'll learn your own
hard lessons in doing your
own upgrade. But as any
shade-tree mechanic will tell
you, the fiddling and cursing
can be half the fun. And when
you're finished, you'll know
you've done something that
most people are afraid to try
— and you'll have saved a
bundle of money, too. PG
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Lupine Online
SHAREWARE NEWS & THE ONLINE SCENE

Al Play and No Work Makes Wolf a Dull Bou

just got back from a
week’s vacation in
Cozumel, Mexico,
and I'm finding it
harder than ever to
get back into the
mind-numbing
tedium of life in the
Midwest. The mem-
ory of warm tur-
quoise waters, the
sweet smell of sun-
tan oil sizzling on my
girlfriend’s third
degree sunburn, the
complete absence of
idiotic gambling-
crazed tourists —
I've even dragged
out my old copy of
Mindscape’s Oceans
Below in a desperate attempt
to relive those peaceful
underwater moments.

In other words, I'm just
too relaxed to work myself
into a lather over anything,
so if this month’s column
seems a little, well, light,
you'll have to forgive me. I'm
seriously thinking of packing
up los lobos and Senor Chuki
Ardilla and moving down to
the radiant reefs of Quintana
Roo’s primitive island par-
adise. Or, at the very least,
Key West; Florida.

And speaking of Key
West (ooh — what a smooth
segue!), remember that hell-
ish Guide to Online Gaming
feature I wrote way back in
the February 95 issue of
PCG? One of the coolest
gaming networks, Key West-
based MPG-Net, now has a
World Wide Web site where
you can check out their beau-
tiful new System Access
Software — a 256-color
SVGA graphic interface that
makes your virtual visit to
MPG-Net's games (The
Kingdom of Drakkar,
Operation Market Garden,
Empire Builder and many
more), chat rooms, forums,
and libraries a pure pleasure.

MPG-Net is available
through most national com-
munications networks, the
Internet, and the Microsoft
Network. If you like what you
see at http://www.mpgn.com,
you can sign up right there.

And speaking of hellish
projects (ooh — two in a
row!), I may have written the
Official Strategy Guide for

. books, games, computing,

Spectrum HoloByte’s Top
Gun: Fire at Will, but you’d be
amazed at how much infor-
mation Spectrum withheld
from me — including plans
for a Mission of the Month at
their web site, http:/www.
holobyte.com. Assuming that
they can get them done on
time, you’ll be able to down-
load a new Instant Mission
for the game every month.
The Delphi Internet beta
I mentioned several months
ago became MCI News Corp.
briefly before the beta test
ended. It was a nice package,
but they decided to go with a
World Wide Web site
instead. Now called iGuide,
the service provices cutting-
edge info on Internet sites,

Scott Wolf

movies, music, news, politics,

. and more in a very attractive
: format at http://www.
: iguide.com. Look out, cinet...

Roger Eberts’s movie
reviews are now showing on
the Net, courtesy of the
Chicago Sun-Times. New
reviews will be posted the

© same day they appear in the

newspaper, and archives of
Ebert’s work dating back ten

: years will be searchable as
. well. To find Mr. Bigshot

Movie Boy, go directly to

. http://www.suntimes.com/

ebert/ebert.html.

And speaking of
Chicago (ooh — a segue hat
trick!) notorious local radio
personality Steve Dahl has
left yet another station in the
wake of declining ratings
since his unfortunate split
with partner Garry Meier.
Steve’s been a mainstay in
Chicago radio for 18 years,
and one of the few morning
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DJs that even Howard Stern
was unable to beat. Forget
about that weenwapper
Mancow — find out what's
happening with The Stever
now at http://www.dahl.com.
And speaking of faded
1980s icons, (ooh — that was
low) M-M-Max Headroom
may be yesterday’s snotrag
to most people, but not to the
folks at The Dominion over at
the Sci-Fi Channel (or to me,
either, to be honest). You can
play a demented version of
“Hollywood Squares” (or
Max Headroom Squares, as
it’s called there) at http://
www.scifi.com/headroom.
Blonde women and
Saab jet fighters aren’t the
only pretty things to come

It seems the
warm, calm
waters south
of the border
have sapped
Scott’'s will to
gripe — but
it's left him
with even
more time to
track down
some web

sites you'll
want to visit.

out of Sweden. Shareware
author Anders Wihlborg has
created a simple but beautiful
Windows (regular or 95)
game called SinkSub Pro. You
control a customized Swedish
patrol boat equipped with
depth charge throwers at the
bow and stern. Working like
Missile Command in reverse,
you must time and launch
charges to hit a variety of
submarines and other ene-
mies as they pass silently
beneath you, releasing mines.
Snag 10 levels of intense
gameplay (50 when you reg-
ister the software) by down-
loading SSPRO101.ZIP at
http://www.wihlborg.se.

And speaking of games
(Ed Note: Okay, Wolf —
that’s enough), don’t miss
Epic Megagames’ and Safari
Software’s new Seek and
Destroy — a fast paced, top-
down, 360-degree scrolling
helicopter game that brings
to mind Broderbund’s C-64
classic Raid on Bungeling Bay
(not to mention Gremlin’s
Desert Strike). It's at
http://www.epicgames.com
and all major online services.

OK, OK — one quick
rant before I go: Am I the
only one who thinks it’s
absurd for the Coca-Cola
Company to advertise those
frosty glass bottles of their
nectar when in most parts of
the country you can’t get the
Real Thing in a glass bottle to
save your life?

Oh sure, they’ve tried
hiding the fact by putting a
picture of the familiar glass
bottle on cans of Coke;
they’ve made those putrid
plastic bottles in the vague
shape of the old glass ones;
and they’re even planning to
test-market a curvy new steel
can at the end of the year.
Cut it out, you beetleheads —

: just give us our glass bottles

back! (Drop by http:/www.
cocacola.com and let ‘em
know if you agree with me).

P.S. Thanks to Cardinal
Technologies, Inc. I am now
squandering my time online
at a blazing 28.8 bps! Now,
what was that Gateway to
Cozumel address again?




Unraveling The Mystery Is Just The Beginning.

SECRETS OF THE

A huge mining corporation has unearthed something unexpected. All they would tell you
yesterday was that it dated back to 11,000 B.C. Now, you see it, an ancient Egyptian pyramid
that seems to reach out to the desert sky like a beacon. Secrets of the Lost Dynasty presents

a vivid 3-D environment with smooth and realistic movement in which you will explore a

complex and ancient architecture.

SMOKIN' s
“. 7 e ’.§ » '
"y, i N7, . www.SMOKIN.com




Sure, tere re cheaper PC. Mac, and 300" game con-
trollers. But if you're ready fo gef Serious, Lou need He high-
qualify, built-to-play-rough peripherals from CH Products.

jousticks. throtties, flight yokes, rudder pedals,
and other controllers are born in the USA. and made fo
fake the heat of any battle, race or game you throw
their wau. So put on your game face, get down o your
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Alternate Lives
ADVENTURE AND ROLEPLAYING GAMES ® NEWS e TRENDS

Is Online the End?

MOOs (MUD Object

here’s been a angry, or just plain

lot of talk Oriented) on the Internet. hungry. If a lone
lately about Bring to this environment goblin hears an

one of the detailed graphics, inventory adventuring party
most impor- systems, and currency, and approach, he might
tant elements the only need gamers will ¢ just take off, rather
in any role- have from the real world is : than wait for certain
playing game cold pizza and beer. doom. I have yet to
— interaction. But what happens see how well the
Most think the when someone in your system works in
salvation of online adventuring party actual gameplay, but

has to leave for work, and
they aren’t there in the mid-
dle of an important battle? Or
if they simply don’t want to
play anymore? And of
course, there are always
going to be the jerks who
simply don’t care about the
game, and exist only to

make life difficult for other
players (the Net is already full

the genre lies
in the Internet.
Origin is
working on an
online version
of Ultima;
they’re ironing
out the wrin-
kles even now.
3 SSI, creator of
: the popular Advanced :

it could be a big
step toward good
artificial intelligence.
If this technology
were to be incorpo-
rated into the “tradi-
tional” RPG, we
could see party
members with pho-
bias, enemies that
can be reasoned

Games like Bullfrog’s upcoming Dungeon Keeper hint at
how intelligent computerized characters can be. Let’s hope
the advent of online roleplaying doesn’t bury more tradi-
tional RPGs just when the technology is getting interesting.

Dungeons & Dragons RPGs,
has also made known their
: intent to bring their Dark
¢ Sun engine to the online
: scene. These titles, along
with a host of others that are
sure to follow, could be the
solution to one of the great-
est challenges a programmer
faces: putting intelligent,
thoughtful, lifelike charac-
ters into RPGs. As pen-and-
paper roleplaying games
have shown, interaction is
crucial to making any form
of roleplaying fun. But at
what expense will come the
: human element?
: The great thing about

playing with other people is
¢ that it’s completely unpre-
. dictable. Is the traveler you're
¢ about to meet going to be
: nice and friendly before
shoving a dagger straight in
¢ to your back, or will you end
i up teaming together and
i forming a lasting, honorable
i friendship? Conversations
. are intelligent and produc-
i tive, as opposed to multiple-
: choice tests where you pick
predetermined questions
: from a basic list and get pre-
determined responses.

Not only that, but the

: lives of the characters will
take on new meaning.
Imagine playing a character
that will eventually grow old
. and die. Or even creating
relationships that last not
: only your character’s lifetime,
but your own. People have
: been roleplaying in this way
for years on various MUDs
(Multi-User Dungeon) and

They’ll always follow the

. just can’t sleep. Unfor-

dichael Wolf

of such annoying folks).
Computerized players,
however, never get tired.

rules, and they’ll always be
willing to play, even at 3:00
in the morning when you

tunately, artificial intelli-
gence has a long way to go
before these artificial char-
acters can even approach
the intelligent interaction of
human players. But there
might be hope.

Bullfrog Productions is
about to come out with
Dungeon Keeper, a game
that casts the player in the
role of the evil overlord that
heroic adventurers are out
to destroy. During the
game’s production, Bullfrog
has made huge bounds in
the artificial intelligence
arena, supplying their char-
acters with the sense of
smell, sight, and sound.
Creatures can be frightened,

Multi-player
online gaming
promises to
revolutionize
computer role-
playing with
unprecedented
interaction,

but there will
always be
room for
good single-
player RPGs.

with rather than continually
fought, and villains that can
actually adapt to whatever
strategies you choose to fight
them with.

The question is this:
would you prefer a world
where the creatures you
encounter act human, and do
lifelike things, or would you
rather simply deal with
humans themselves?

There’s no doubt that g
online RPGs will revolutionize :
the genre; if they're done
right, they’ll offer an experi-
ence limited only by the
imagination of the players.
But there’ll always be people
who don’t have a modem,
can’t afford the cost of hours
of online time, or who simply
want to enjoy an adventure at
their own leisurely pace
rather than dealing with
impatient comrades. I'm as

. anxious as anyone to get
: online and truly immerse

myself in an alter ego sur-
rounded by other, living,
breathing players — but at
the same time, I sincerely
hope that the debut of online
RPGs won't signal the end of

traditional computer role-

playing. It sure would be a

: shame if games like Dungeon

Keeper, Daggerfall, Return to
Krondor, and Shadows Over
Riva were among the last of

. the thoughtful, complex, and

well-designed solo computer
roleplaying games to hit the
market, just when the tech-
nology seems to be advanc-

ing so far. i
BCG
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*TalonSoft has achieved
something remarkable!
BllfTrotter-PC Gamer

 ¥TalonSoft blows up” L1
traditional war games! .
Grant Willis-The Army Times
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The Desktop General

WAR GAMES ® HISTORIC & MILITARY SIMULATIONS e TACTICAL COMBAT

Beyond Squad Leader: A New Lease on Life

his is one of
those very
rare times
when a
writer is justi-
fied in quot-
ing himself.
Back in April
1995, I began
my Scoop! on
Atomic
Games’
Beyond
Squad Leader
like this:

“A few
years ago, I
went to a
wargames
convention at
which one
entire breakout room was
devoted solely to Advanced
Squad Leader games...over
the years, I've seen lots of
wargamers doing their thing
— but I'd never witnessed
anything quite like this.

“The room was full, but
it was quiet enough to hear a
bat ovulate. Everyone was
bent over their maps, count-
ing hexes, measuring lines of
sight, and speaking — when
they spoke at all — in sacer-
dotal whispers. At the play-
ers’ feet were enormous
briefcases and milk-crates
full of carefully stored unit
counters, laminated tables of
arcane data, game-module
boxes, and rule-books the
size of the Tokyo phone
directory. The periodic rattle
of dice was loud and ominous
with portent. These people
were true S.S.L.A.s —
Serious Squad Leader

The game's new logo proudly dis-
plays the Microsoft trademark.
The new partnership between
Atomic and the PC industry’s 800-
Ib. Gorilla should prove advanta-
geous to both parties.

Addicts — and there was
something undeniably
fanatical and cult-like about
their devotion to this classic
board game.”

That very passion, that
loyalty to the board game,
was one of the hurdles
Atomic Games had to pass
before their PC version could
be counted a success. As
Atomic Games’ Keith
Zabalaoui put it: “We asked
the die-hard fans which
aspects of the game they
wanted to see in the PC ver-
sion, and their initial reply
was ““All of it.” Then we
brought them up short by
asking: ‘Okay, then, should
we put a piece of string in the
box so you can physically

William R. Trotter

measure lines-of-sight?””

Well, er, no. Guess not.

So what Atomic tried
mightily to do was to pre-
serve the essence of the
game experience: its intense,
minutely detailed evocation
of platoon-level combat,
and its uniquely personal
approach to roleplaying,
in the sense that the
player’s “men” all have their
own unique psychological
profiles and attributes, which
change as their combat expe-
rience deepens.

After detailed consulta-
tions with an expert in the
field of combat psychology,
Atomic created a two-tiered
artificial intelligence pro-
gram, one level of which
keeps track of unit perfor-
mance while the other pro-
gram tracks each individual
soldier. This is not a typical
roleplaying system, wherein
the characters keep develop-
ing ever-greater skills and hit

points: this is an
accurate model
of real combat’s
cumulative
effects on ordi-
nary men.

In the cam-
paign version,
some men do
indeed become
more proficient
and deadly; oth-
ers just burn
out, physically
and emotion-
ally, and
become less sta-
ble, less eager
to carry out orders. Stress
and fatigue take their toll.
Reliable veterans die and are
replaced by green, terrified

It’s been in
development
for years; it's
been contro-
versial from
the get-go;
and for a
while it looked

like it would
never come
out. But
Beyond Squad
Leader is
finally here.

Up close and personal: a dead Gl lies sprawled in front of a
Sherman tank equipped with hedge-cutting prongs.

novices. Based on what I've
seen of the game’s advanced
beta version, it does a very
good job of validating the
great historian General S.L.A.
Marshall’s dictum that “The
battlefield is cold. It is the
loneliest place which men can
share together.”

Since the much-publi-
cized divorce between
Atomic Games and Avalon
Hill (which retains copyright
to the Advanced Squad
Leader trademark), the game
has been renamed Close
Combat and has been
adopted by Microsoft, which
intends to use the product as
the opening wedge of its for-
midable plan to become a
major game publisher. With
Microsoft’s legendary mar-
keting clout behind it, Atomic
Games’ trials and tribulations
may be over.

While not every feature
of the finished product has
yet been implemented, the
version I've been playing
does contain about 30 stand-
alone battles as well as the
linked campaign option, cov-
ering the operations of the
American 29th Division from
D-Day-plus-one (June 7,
1944) through the capture of
St. Lo, which enabled the
American forces to finally
stage their dramatic breakout
from the terrible hedgerow
zone and begin their armored
rampage into central France.

Here are some prelimi-
nary impressions:

* The game’s scale takes
some getting used to. Men,
vehicles, and terrain are
exquisitely rendered, but at
high resolution, the individ-
ual soldiers are, well, tiny.
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The Desktop General

St. Lo is the key to victory, for both sides,
in the Campaign version. Here, the
German player sets up a defense in depth.

Even the guys at Atomic have
started calling the game
“Ants at War.” You'll get used
to it, though; I have, and I'd
gladly trade a little eye-strain
for the kind of realism por-
trayed on the screen.

* nitially, I had the same
problem with this game as I
usually do with real-time
wargames: | was too busy
jumping from unit to unit,
micro-managing tactics,
to relax and enjoy all the
pretty bang-bang. After
hours of play, however, I real-
ized that part of the fault was
mine: | was trying to take my
objectives too quickly. Go
with the flow, and you’ll soon
get used to the game’s pace
(tempo will be adjustable in
the final version).

* The combat scenes are
every bit as intense and real-
istic as promised. Sprites rep-
resenting mortar rounds are
different from those depicting
field artillery or tank fire.
Every shell that hits the
ground leaves a crater; every
shell that hits a building
spews out stone and wood.
When your men melee inside
a structure, you can almost
see the grenades flying from
room to room. Tracers lash
across the screen. Tank fire is
so realistic you can almost
feel the recoil.

» Battlefield perfor-
mance seems very convinc-
ingly modeled. Fatigued,
pinned-down troops will
cower or become separated
from their units. Pumped-up
soldiers may suddenly per-
form acts of great bravery. In
the after-action briefing,
you'll see a chart showing
which of your men were
killed or wounded and what
effect the engagement had on
the survivors’ stamina,
morale, and experience lev-
els. Some of your guys will
gradually wear out and
become battle-fatigue statis-
tics; others will become

PC GAMER June 1336

Assault in the hedgerows: smashed German foxholes, a burning half-track, and a fresh
American rifle team assaulting behind a smokescreen. Sure, the scale is itty-bitty, but just

look at all that detail!

cooler, deadlier, steadier.

* [ haven’t quite fig-
ured out the reasoning
behind the time limit the
computer imposes on
each battle. The theory is
that the computer calls
“Time out!” when the side
you're commanding has
become too demoralized,
or too decimated by
casualties, to keep fight-
ing effectively, but some-
times this struck me as
too arbitrary — i.e., the
computer pulled the plug
just as my men were con-
verging on their main
objective, tired and shaken,
to be sure, but still with
enough steam to make that
one final effort that can be
decisive in battle.

* As far as the interface
goes, it strikes me as being
well designed and largely
self-explanatory. Only one of
the specified half-dozen tuto-
rial missions was working in
my version, but in the fin-
ished product, you should
have no trouble becoming
comfortable with the

The Americans attack through a runied
church. Although the zoomed-in view is a
bit chunky, it does provide dramatic
details and is useful for delicate house-to-
house maneuvering of your units.

mechanics of the game.

* Importantly, this game
does an even better job than
America Invades! (Atomic’s
last Avalon Hill-published
game, for which AH rather
incredibly forgot to include
an install program!) at recre-
ating the dreadful hardships
and claustrophobic nature of
bocage fighting in the French
countryside, where victories
were measured in gains of a
half-acre, and a typical
American company could

TAKING THE FIELD

The American assault begins — note the finely detailed rubble, craters, and sandbagged emplacements.

count itself lucky
if it finished a
day’s fighting with
less than 20 per-
cent casualties.
Close Combat
vividly reminds
us that the Battle
for Normandy
was not as one-
sided as it has
come to seem.
There
remains, of
course, the origi-
nal question: will
this game satisfy
the legion of
Advanced Squad
Leader fans
who’ve been wait-
ing for it so long?
Not all of them, it
won’t; the board-
game has
acquired too
much of a mystique. And,
of course, the element of
socializing with other fans, in
the same room, hovered
intently over the same board,
is missing, even if you're set
up to play Close Combat over :
a network. :
But, even though it’s
been at least twelve years
since I last played the
boardgame, it seems to me
that Zabalaoui & Co. have
captured the heart and soul
of the game commendably.
And with Microsoft
pushing the product, its
potential audience should be
much broader than the hard-
core grognards it was origi-
nally intended for.
Any way you slice it,
it'’s going to be very interest-
ing to see how Close Combat
is received. I predict a lot
of controversy, but also a
lot of enthusiasm. It is at
least unique, and in an indus-
try where me-too products
have become discouragingly
common, that alone is no
small virtue. 5
BCG
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Tim’s Tech Shop

HARDWARE e PERIPHERALS  TECHNOLOGIES

The Monitor Chronicles

ost of the
parts in
my main
desktop
PC get
replaced
every year
or two by
something
newer and
cooler, but
I've been
staring at
the same
17” Nanao
video
monitor
since 1991.
Only the
case, the
keyboard
¢ and the floppy drives have sur-
vived longer. Good monitors
aren’t cheap, but if recent his-
tory is any guide, that might
be the one part of your com-
puter that you can think of as
a long-term investment. VGA
and SVGA monitors have
used the same cables and con-
: nectors for a decade now, and
i atop-notch monitor from the
early 90’s, with a .28mm dot
pitch and a 64kHz maximum
horizontal scan rate, still looks
great by today’s standards.

About those numbers:
we all know that computer
images are composed of small
. blocks called “pixels,” but the

screen of a color monitor is
. also a composite. It's made up
. of many small red, green, and
blue phosphor dots, and the
distance from dot to dot is
known as the “dot pitch,” usu-
ally measured in millimeters.
: Most PCs are set up to
¢ display about 80 to 90 pixels
. per inch. If you're handy with
the metric system, you'll see
that each pixel covers a bit
more than a quarter of a mil-
limeter, which is equal to a dot
pitch of .25mm. That dot pitch
is found on some monitors,
but .28mm is considered
acceptable. The smaller and
more closely-spaced the dots
are, the sharper the picture
will be — and the more the
monitor will cost.

Like movies and televi-
sion, computer video is drawn
a sequence of frames, one
after another. The number of
. frames drawn each second is
. the vertical scan rate. The hori-
: zontal scan rate counts rows of

: ing the number of frames per
: second by the vertical resolu-
: tion (adding in about 30 invisi-
: ble lines scanned between

. video frames. If a program

: the video card is feeding the
: monitor 768 lines of video per
: frame. At a frame rate of

. ally have maximum horizontal
: rates of 64kHz or more.

pixels, or “scan lines,” per sec-
ond. These scan rates are con-
trolled by the computer’s video
card, but the monitor still has
to be able to keep up with the
signal it receives. A monitor’s
scan rates are listed as upper
and lower limits. If it’s fed

video outside of this range, the

monitor won't be able to stay
in sync, and the picture will
appear to roll on the screen.
The vertical scanning rate
is rarely a problem. Video
cards usually operate between
60 and 75Hz (Hertz, or frames
per second), well within the
range of most monitors. But
that frame rate also affects the
horizontal scan rate, which
you can compute by multiply-

Tim Victor

runs at 1,024x768 resolution,

72Hz, that means the monitor
has to scan more than 57,000
lines per second, or 57kHz.
High-resolution monitors usu-

A few features are

: found on newer monitors

. which didn’t exist at the

: beginning of the decade.

: Most support VESA’s Display

Data Channel (DDC), which
lets the PC tell the monitor to

. enter a low-power, energy-
. saving sleep mode.

The latest designs are

- also Plug-n-Play compatible,
: allowing the operating system
: to detect the type of monitor

that’s connected. The biggest

change we've seen in monitors
has been in prices, particularly
in the larger-sized tubes. A big
monitor’s extra display area
really helps when you're dis-
playing 800x600 pixels or more
on the screen. Microsoft
Windows has made it easier to
use a video card’s high-resolu-
tion display modes, making
larger monitors much more
popular. Economy of scale has
pushed prices down to the
point where 17” monitors now
start in the low $600’s.

That’s not bad, but it isn’t
exactly cheap, either — espe-
cially when you can get a
name-brand 25" television set
for less than $250. But there
are a couple of reasons why

On a clear
screen,

you can see
forever —
but at a time
when all
other PC
components
are getting
cheaper, why
are monitors
still so
expensive?

. screen s, it only has to display

CAD, publishing, and profes-

game playing, but it could be

. $4,000 late this fall

| 4:3.1f HDTV catches on, we'll

televisions cost so much less:
so many of them are built, and
so little is expected of them.
No matter how big a TV

a standard 525-line, 60-frame-
per-second video signal. PC
monitor designers assume that
you'll want 90-or-so-pixels-per-
inch resolution on any moni-
tor, so a bigger screen means
more pixels.

The typical 21” monitor
has to support resolutions as
high as 1,600x1,280 pixels,
which boosts the horizontal
scanning frequency up to
around 90kHz. The markets
that need a monitor like that —

sional graphics — are very :
small compared to the PC mar-
ket in general, it isn‘t o sur-
prising that 21” monitors sell

for close to $2,000.

But there are some signs
that we might be seeing large
monitors in the future that
aren't targeted toward such
narrow markets. Toshiba
offers a 20” television that also
functions as an SVGA monitor
for around $700. Its maximum
resolution of 640x480 pixels
isn’t much of a problem for

limiting for general use. Also,
Gateway 2000 has announced
that it plans to offer a VCR-
sized system called the
Destination, complete with a
31” monitor and built-in TV
tuner. Expect to pay about

And then there’s High-
Definition Television. The
Digital HDTV Grand Alliance
proposal, recommended by
the FCC’s Advisory
Committee on Advanced
Television Service last
November, still awaits final
approval by the FCC. But the
system’s highest resolution is
1920x1080, with a cinematic
16:9 width-to-height ratio
instead of the now standard

all have television sets that
put most current PC video
monitors to shame. By the
most optimistic estimates,
HDTV should really take off
sometime early in the next
century. Maybe then I'll
finally be able to put this old
monitor out to pasture.
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‘A-10 2:SILENT
THUNDER'
Swoop down like
Silent Thunder in
the most inde-
structible close
attack plane ever
built, the A-10
Thunderbolt II. In
this sequel to the
highly successful
A-10 Tank Killer,
you'll dive into 3
fast paced cam-
paigns with 24
action  packed
missions! CD $48

‘TERRANOVA’
Take charge of a
crack unit of Strike

ingly cunning foe.
Employ fire and
maneuver diver-
sions and other
squad combat tac-
fics and send indi-
vidual team mem-
bers on special mis-
sions. CD $42

‘CRYSTAL FANTASY’ Venture through the cave of lust
and find the secret crystal. Interact with the sexiest young
jewels of the MacDaddy harem. Take snapshots of the girs
and play with them in your own private portfolio. ~ CD $29

‘DUKE NUKEM
3D’ Ass
stompin’ aliens
have landed,
and the
humans sud-
denly find

themselves
atop the endan-
gered species
list. The odds
are a million to
one, but Duke
Nukem knows
what's got to be
done. Kick alien
butt!  CD $48

‘AD&D DEATH-
KEEP’ An evil
necromancer has
escaped from his
ice prison and is
wreaking havoc
on the surround-
ing lands. You
must journey to
this bleak, frozen
wasteland and
put an end to his
regn of terror. 27
monsters  and
dozens of mind
boggling puzzies.
WIN95 CDS$39

‘ADVANCED TAC-
TICAL AGHTERS’
Speed and agiiity
will dominate the
next era of air
combat. B-2's will

will engage in
supercruising
capabilities to
ambush unsus-
pecting bogies in
this sequel to the
smash hit U.S. Na-

IBM HARDWARE IBM ACTION IBM ADVENTURE IBM ADVENTURE IBM RPG IBM SIMULATIONS

7th Guest 2: 11th Hour $43

CH F-16 Combatstick

CH F-16 Fighterstick 396
CH F-16 Flightstick $36
CH Flight Stick $28
CH Flight Stick Pro $48
CH Game Card 3 Auto  $25
CH Mach 3 Joystick $25

CH Pedals $46
CH Pro Pedals $74
CH Pro Throttle $98
CH Throttle $62
CH Virtual Pilot Pro $69
Gravis Firebird $58

Gravis GriP Controller $84
Gravis PC Game Pad  $19
Phoenix JS Descent CD $83
Head-On Gme Modem $129
MS Sidewindr 3D Jystik $29
Reel Magic Vid Upgrde $99
Sound Blaster 16 Value $95
Sound Blaster 32 IDE  $152
Thrstmster Drvg Cntrl $108
Thrustmaster F16 TQS$108
Thrustmaster FCS Pro  $99
Thrustmster FLC Systm$108
Thrstmstr FLCS Ld Ed $499
Thrustmster Flight Cntrl  $52
Thrustmaster Game Crd $25
Thrstmstr Pro Play Golf $559
Thrustmaster Rudder $98
Thrstmstr Wizrd Pinbal $32

FREE

INTERACTIVE
ENTERTAINMENT

Receive an episode of
Interactive  Entertain-
ment CD ROM magazine
FREE with any in stock
software order. Offer sub-
ject to change or cancel-
lation without notice.
Valid from 7/1/96 to
8/31/96 or while supplies
last. Quantities limited.

PCGEOSP 1

Chaos Overlords W95 $29
Crsader: No Rmorse S48
CyberMage: Drklight Aw $44

Dark Forces $45
Die Hard Trilogy $46
Doom 2 WIN 85 $45
Duke Nukem 3D $48
Fade to Black $29
Final Doom $46
Heretic:Shadow Riders $37
Hexen (Heretic 2) $49

Hexen: Death Kings $25
Magic Crpet 2: Nthrwid $29
Mster Levels for Doom 2 $25
Rise of the Triad Extrme $27
Shadow Warrior $49
Star Trek Genrtins W95 $41
Terra Nova: Strike Frce $42
Ultimate Doom W95 $37

Warhammer 40K $39

Witchaven 2 $35

Witchaven $25
IBM ARCADE

3D Ultra Pinball $40

Crystal Caliburn W95 $27
Dragns Lair 2: Tme Wrp $39
Earthworm Jim 1& 2 $34
Earthworm Jim W95 $44

Exo Squad W95 $28
Extreme Pinball $29
Full Tilt Pinball W95 $24
Gear Heads $37
Hyper 3D Pinball $34
Monty Python CWT $36
Mortal Kombat 3 $46
Panzer Dragoon $39
Pinball Classics $31
Pinball Fantasies Dix $29
Pinball lllusions $29
Pinball Mania W95 $29
Pinball World $35
Pitfall W95 $43

Pro Pinball: The Web  $28
Rebl Asult Il: Hdn Emp $47
Thunderstrike $44
Toh Shin Den $44
Worms $34

Abuse

Alien Odyssey
Alien Trilogy

Alone in the Dark 3

Atripolis 2097 DOSW95

Azrael's Tear

Bad Day on the Midway

Bad Mojo W95
Beavis & Butthead
BrainDead 13 W95
Chronomaster
Creature Shock
Curse of Dragor

Cyberia 2: Resurection

Dark Eye

Darkseed 2

Day of the Tentacle
Death Trap Dungeon

Druid: Daemon of Mnd
Elk Moon Murder W35

Entombed
Entomorph
Fighting Fantasy
Frankenstein W95
Full Throttle
Gabriel Knight 2
Harvester

Heart of Darkness
Hell

| Have No Mouth
In the First Degree

Indy Jones Dsktop Adv.
Indy Jones Fate Atlantis

Jewel of the Oracle

Journeyman Project 2
Karma: Curse of the 12

King's Quest 7 W95
Kingdom O’ Magic
Knights Chase
Lawnmower Man 2
Legend of Kyrandia 3
Legend of Kyrandia

Legends of Don Huang

Leisure Suit Larry 6

Leisre Suit Lary Anthigy

Lion
Martian Chronicles

$37
$34
$46
$44
$44
$39
$40
$48
$33
$38
$19
$25
$41
$48
$39
$45
$14
$42
$39
$27
$29
$35
$40
§$32
$45
$55
$46
$55
$45
$45
$46
$19
$15
$39
$46
$40
$25
$38
$42
$44
$25
$25
$44
$44
$47
$42
$40

Mission Code: Millenium $34

Mission Critical

$39

Myst

Necrodrome W95 $45
Night Trap $28
Normality $48
Pandora Directive $54
Phantasmagoria $53
Police Quest 5: SWAT  $50
Prince of Persia Col. $19
Prisoner of Ice $42
Riddle of Master Lu  $48
Ripper $50
Rivers of Dawn $41

Sam & Max Hitthe Rd  §16
Secret Monkey Island  $19

Shannara $42
Simon the Sorcerer 2 $34
Space Quest 6 $45
Spycraft W95 $47

Star Trek: 25th Anivrsary $24
Str Trk: Jdgmnt Rites $38

The Dig $47
Tommy $34
Treasure Quest $46
Under a Killing Moon $19
Voyeur 2 $42

Wolf:Hunt or Be Hnted $14
Zeddas: Srvant of Sheol $39
Zeram:Ultimate Alien $34
Zork: Nemesis $53

IBM HINT BOOKS

7th Guest 2: 11th Hour $16

AH64-D Longbow $18
Alone inthe Dark 1 &2 $16
Caeser 2 $18
Civilization 2 $16

Cnquest of the New Wid $16
Crusader: No Remorse $18

Duke Nukem 3D $13
Heroes of Might & Mgic $16
Master of Orion 2 $16
Pandora Directive $16
Quake $16
Destiny $18
Red Baron 2 $18
Return to Zork: Nemesis $18
Warcraft 2 $16

Wing Commander 4 $18

ADD Three Worlds $26

Anvil of Dawn $34
Arena $47
Betrayal at Antara $48
Cobra Mission $29
Dark Sun 2 $19
Death Keep W95 $39
Diablo $46
Dungeon Master 2 $38

Elder Scrolls 2: Dgrfall $49
Eye of the Beholder 3  $15

Knights of Xentar $34
Lands of Lore 2 $49
Might & Magic 5 $19

Might & Magic Trilogy $19
Ravenloft 2: Stone Prpht $46
Realms of Arkania3  $46
Star Trek Deep Space 9 $41
Star Trek TNG Coll Ed  $74

Stonekeep $50
Terracide $42
Ultima 7 Series $15

Wizardry Gold W95 $35

IBM SPORTS

APBA Baseball 3 $37
Aaron Vs. Ruth W95 $44
All Star Baseball W95  $33
Blood Bowl $29
City Golf $39
Frank Thomas Big Hurt $44
Frnt Pg Sprts Bball 96 $48
Frnt Pg Football Pro 96 $48
Gone Fishin' $25
Hardball 5 $40
Hooves of Thunder W95 $35
Links LS $46
Links Pro 386 $19
Links Pro Crse Disks ea $19
Madden Football 97  $40

NBA Live 96 $40
NHL Hockey 96 $44
Oid Time Baseball W95 $48
PBA Bowling $32

PGA Tour Golf 96 $38
PGA Tour Golf Add-On  $19
Title Fight Pro Boxing ~ $38
Unecesry Roughnes ‘96 $42

A-10 Attack

A-10 Tank Killer I 548
A.T.F.W95 $48
Aces Over Europe $25

Air Cmt Pacific 1942 Gid $34
AC Series Navy Fighters $25
Air Warrior 2 $40

Apache s$44
Archimedean Dynasty $44
Assault Rigs $38
Battlecruiser 3000 $45

Big Red Racing W95  $35
Bick Knight: Marine Stike $46
Comnd: Acs Deep W95 $47

Dawn Patrol 2 $42
Dawn Patrol: Hea-to-Hed$25
Daytona USA $40

Descent 2.0 DOSW95 $48
Descent Aniversry Bnde $26
Destruction Derby $40

EarthSiege 2 W95 $48
F-16 Fighting Falcon $44
Falcon 3.0 $24
Falcon 4.0 $52
Falcon Gold $52
Fighter Duel 2 W95 $39
Fighter Duel Pro $34
Fighting Falcon $59
Flight Sim ToolKit $16
Flight Unlimited $40

Flight Unlimited W95 $48
Great Naval Battles 3 341
Hind Helicopter

Indy Car Racing 2 W95 $48
Indy Car Racing Cmpiltn $25
Jet Fighter 3 $47
Last Dynasty $48
MechWarior 2 Exp Pak $26
MechWarrior 2 W95  $44
Microsoft Flight Sim 5.1 $48

Nascar Racing $47
Rally $39
Red Baron 2 $49
Sail '95 $43
Silent Hunter $46
TFX EF2000 $45
The Darkening $54

Tie Fighter Collectors ~ $47
Werewolf Vs. Comanche $48
Wing Comander 4 W95 $54
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‘DIABLO’ As a young boy, you return to your village
to find it razed and your family dead. Exploration of
the countryside reveals that a similar fate has befall-
en all the neighboring towns, except for one. CD $46

‘CIVILIZATION
2' Based on the
best selling
and critically

acclaimed Sid
Meier's
Civilization.
More  miltary
units to com-
mand, more
technologies
and city
improvements
as well as an
expanded
diplomatic sys-
tem. CD $42

‘WIZZARD PINBALL CONTROLLER' Two dual
stage flipper buttons with nudge & tilt sensors attach
to your keyboard for the ultimate in pinball action!
Comes w/Royal Flush Pinball game! $32

‘CONQUEST OF
THE NEW
WORLD' 500
years ago, Eu-
rope's conquer-
ing heroes set
out to pursue the
dream of a New
World. Designed
for players of all
skill levels with
limitless replaya-
bility this is truly a
strategy game
where you con-
trol the fate of a
nation. CD $46

IBM STRATEGY IBM STRATEGY IBM TRADITIONAL

Afterlife $47
Alexander W95 $39
Ancient Empires W95 $44
Ares $42
Blood & Magic $46
Caesar 2 $47
Capitalism $42
Citizens $42

Civilization 2 W95 $42
Command & Conquer 2 $52
Command & Conquer $47
Comand & Cnquer Misn $22
Comd & Cngr:Red Alrt $48
Complete Cariers at War $42
Cnquest of New Wid  $46
Destiny $46
Dune 2 $28
Dungeon Keeper W95 $48
Empire 2 W35 $34

Empire Deluxe Master $22

Escalation $29
Fantasy General W95  $43
Genghis Khan 2 $34

Hros Might Mgic W95 $34
History of the World $40
Incredible Machine 2 $39
Jagged Alliance Deadly $34

Lemmings 3D $40
Lemmings WIN $25
Lost Admiral 2 $39
Master of Magic $40
Master of Orion 2 $42
Master of Orion $25
Metal Lords $34
Msn Fre: Cybrstm W95 $48
OrionBurger $39
Outpost 2 $49

Outpost WIN 95 CD $46
Outpost WIN CD ROM  $44
Pax Imperia 2 W95 $46
Rmnce of 3 Kingdms 4 $34

Settlers 2 $44
Shadow of the Emperor $44
Sim City 2000 Coll. $58
Sim City 2000 W95 $53
Sim Town $33
SimTower WIN $31
Spaceward Ho! 4 W95 $24
Star Control 3 $47
Syndicate Wars $48

This Means War WIN  $24

Tiny Troops $44
Total Mayhem $42
Transport Tycoon Dix $42
Unnatural Selection $29
Vikings $37
Warcraft 2 Add-On $29

Wrerft 2: Tids of Drkns $46
Wreraft: Orcs & Hmans  $29

Warhammer W95 $43
Warlords 2 $19
Warlords 2 Dix $41

Warlords 2 Scnario Editr $24
Woodn Ships & Iron Mn$39
X-Com: Tror From Dep $39
X-Com: The Apcolypse $42
X-Com: UFO Defense  $24
& $48

IBM WAR GAMES

Afrika Korps $42
Allied General W95 $43
Batigrnd Vol 3: Watrioo $42
Batigrnd Vol 4: Shiloh $42
Battigrn Getysbrg W95 $42
Close Combat W95 $52
Custer’s Last Command $32

Defend the Alamo $19
Drumbeat WIN $42
Harpoon 2 Dix $39
Iron Cross 2 $39
Last Blitzkrieg $41
Over the Reich $39
Panthers in the Shdws $42
Panzer General 2 $42

Panzer General $39
Panzerblitz $42

Perfect General 2 Editor $30
Rbrt E Lee: Civil Wr Gen $44

Star General W95 $44
Steel Panthers 2 W95  $43
Steel Panthers $39
The Civil War $42
Third Reich $39

Tigers on the Prowl! $42
V for Victory Bundle $24
War College $31

Wrgm Cnstrction Set 3 $39

Arcade Classics W95  $29

Assault Poker $26
Avatar $38
Bridge Dix 2 W95 $32

Chessmaster 4000 W95 $34
Chessmaster 5000 WIN $35
Dragon Dice WIN $44
Game Maker 3.0 CD $39

Game Wizard Pro $32
GamePack CD 2 $10
Incredible Machine 2 $39
Klik & Play WIN $34
Lodoss War 4 $18
Magic the Gthring W95 $41
Monopoly WIN $40
Paparazzi WIN $36
Perfect Playr Poker W95 $24
Pinball Arcade $28

Pool Champion WIN $33
Shnghai: Grt Mmts W958$23
Solitaire Dix W95 $25
Solitaires Journey $16
Solitaires Joumney 2 $35
Take Your Best Shot $20

IBM BUNDLES

Aces Collection $48
Air Combat Classics $19
Atari 2600 Action Pak #2 $25
Atari 2600 Action Pak #3 $25
Atari 2600 Action Pack $25

Attack Stack $28
Comedy Collection $19
Five Foot Ten Pack4  $29
1D Anthology $64
King's Quest Anthology $54
Lost Adventures $29
Masterpiece Collection $28
Mystery Collection $19

Power Hits: Battletech $19
Space Quest Anthology $48
Star Control Coliction $19
Star Trk: Emisry Gift Set $46

Take Ten $19
The Archives V. 1 $27
Top 50 Games $19

Ultimate Game Coll $29
Wng Comandr 1 & 2 Dix $32

IBM ADULT SOFTWARE
Casting Couch $44
Club Cyberlesque $29
Cyber Photographer $39
Cyber Strip Poker $36
Cyberpeep 2-Schol Girl $24
Desktop Mistress $49
Dirty Debutantes 2 $39
Diva X Ariana $38
Diva X Rebecca $38
Dream Machine 2 $49
Encyclopedia of Sex $49
Girifriend Tracy $39

Hollywood Body Double $44
IA Adv of Symre Butts 2: $49
IA Adv of Seymore Butts $39
Intractive Sexual Thrapy $46
Intimate Possibilities $39
Japan Interactive INTL  $44

Latex $44
Make Your Own Orgy ~ $32
Mystik Mistress $36
Nightwatch Interactive 3 $49
Penetration $19
Penthouse Interactive 6 $52
Porno Poker $44
Romsoft Six Pack $39
Space Sirens $29
Space Sirens 2 $29
Strip Poker Pro 2 $36
Texas Table Dance $24
Vampire's Kiss $36
Virtual Director $39
Virtual Sex Shoot $44
Virtual Valerie 2 $36
BrainDead 13 $52
Burning Soldier $36
Captain Quazar $52
Castle Wolfenstein 3D $44
Crash & Bum $29
Creature Shock $44
Cyberia $44
Doom $39
Drug Wars $39
GEX $42
Star Fighter $39
Wing Commander $42

Product Information Number 10 3

www.cdmag.com

You'll find the latest and greatest gaming
info on the weh at Computer Games Online.
Brought to you by the knowledgeable folks
at Computer Games Strategy Plus and
Interactive Entertainment, each day features
a NEW article covering all categories from
Sims to Sports. Link up to Computer Games
Online today, you'll be glad you did!

‘ROMSOFT 3 PAK' Triple your pleasure with the hot
adult 3 pak from Romsoft. Captured Elegance,
Penetration and She's So Sleazy combine to make

this 3 pak HOT, HOT, HOT!

PLAYSTATION

Sony Playstation Systm $319
7th Guest 2: 11th Hour $52
Alien Trilogy $52
BrainDead 13 $52
Castievania: The Bloditg $44
Chronicles of the Sword $52

Creature Shock $54
Cyberia §52
D §52
Dark Stalkers $52
Disc World 8§52
Earthworm Jim 2 $48
G-Police $54
GEX $52
Hyper 3-D Pinball $44
Legcey of Kain: Bld Omen $54
Myst $52
Philosoma $52
RayMan $52
Revolution X $52
Sentient $52
Silver Load $52
Spawn $54
Worms $52

System w Virtua Fghter $349
7th Guest 2: 11th Hour $52

Alien Trilogy $52
Alone in the Dark $52
Blazing Dragons $52
BrainDead 13 $52
Casper $46
Castlevania $44
Clockwork Knight 2  $44
Congo $52
D $52
Die Hard Trilogy $56
Dream Knight $54
Earthworm Jim 2 $48
Earthworm Jim 2 $48

Golden Axe: The Duel $54
Legey of Kain:Blod Omn $52

Loaded $54
Project: Over Kill $44
Rayman 2 $54
Return to Zork $46
Warrior of Fate $46

X-Men:Childrn of Atom $52

3CD’s $25

FREE

GAME OFFER

Spend the specified amount
on any in stock software and
choose a free IBM game from
the corresponding list below.
Request must be made at time
of order.

SPEND $60
Batties of Destiny 3.5, ESPN
Sports Shorts CD, Precision
Approach 3.5, Airborne Rangr
5.25, Gunship 5.25, F15 Strike
Eagle 2 3.5, Silent Service 2 3.5,
Rules of Engagement 5.25,
Conquered Kingdoms Scen
Disk 3.5, Origamo 3.5, Bridge
Olympiad 3.5

SPEND $100

Allied Forces 3.5, Flight Sim
Toolkit 3.5, Return of the

Phantom 3.5, Line in the Sand
5.25, MacArthurs War 3.5,
Shadow Sorceror 3.5, Storm
Across Europe 5.25, Spelicast-
ing 101 5.25, Railrd Tycoon 3.5

SPEND $160
Air Combat Pacific 1942 3.5,
Alone in the Dark 3.5, Blood
Bowl CD, Elements 3.5, Simon
the Sorceror 3.5, Star Trek
Judgment Rites 3.5, Ultima
Undrwid 2 3.5, Warlords 2 3.5

SPEND $200
Casino Gambler Kit 3.5, Falcon
3.0 3.5, Harpoon Classic CD or
Win, Harpoon 2 3.5, Jutiand
CD, Under a Killing Moon CD,
Links Pro 386 CD, Maxx Cobra
Flight  Stick, Universal
Neverlock

PCGR896P2



STRATEGY

CENTRAL

SOLUTIONS « TECHNIQUES ¢« QUICK TIPS

oo 0000
t's another action-

packed installment

of Strategy Central,
the column that asks the
musical question, why
lose when you can
cheat? We've got some
handy cheat codes for

you this month, for
Wing Commander |V,
Screamer, Descent I,
and more — plus some
help for Ripper, one of
the toughest graphic
adventures we've
encountered.

Write to us at:

[(GAMER

150 North Hill Dr.,
Brishane, CA 94005
or
E-mail:
peeceegee@aol.com
74431,3433@compuserve.com

Ripper, Act One

Staying ahead of the stalker

Dear PC Gamer:

. | purchased Ripper for my PC, and I'm

. enjoying it very much, but it's hard to

i get past the virtual library call numbers;

. the puzzles in the old man’s house; and

. the crystal puzzle. | would appreciate a
step-by-step walk-through of Act One.

Sincerely,
Chris Paniewski
Coral Gables, FL

Well, Chris, the extremely tough puzzles
in Ripper are for neither the faint of
heart nor the easily frustrated — but to
help you get started, we’ve provided the
solutions to most of Act One. You'll run
into tougher puzzles later in the game,
but knowing how the early ones work
will arm you for the challenges ahead.

 Virtual Public Library Well

: When you get to the Library well, you'll
NYPL

find a list of book call-numbers, but
Renee Stein’s is scrambled. To find the
book she was reading, you'll need to

unscramble the code, AB{@no_iaid+1]18.

Although it looks like gibberish, there is
a solution.

Comparing it to the other call num-
bers, you realize the solution should
have two letters, four numbers, and one
more letter. You know Stein was looking
in the Victorian section (check the com-
puter monitor at the murder scene), and
there’s another Victorian book on the
list, so you know the first two letters
must be HC.

The four numbers are contained in
the square brackets of the encrypted
code. In order to figure it out, you have
to make sense of the gibberish. You can
read the code like this: At no eye aid
plus one. “No eye aid” is perfect eye-
sight, or 20/20 vision. “Plus one” means
add 1 to 20/20, for 2021.

The last letter is at the end of
the code, outside the square brackets.

Prior Period Distribution List - Physical Deletion Uncompleted
(Held Over on Police Investigation) Authonzation Code:

Rigas@NYPL774

Call#

Address

Hr-"o.m |
@no_iaid+1]18

Distributed Titls

Gettysburg, The Battle

The Human Brain

tonan Costumes

3

You'll need to know that someone born on
February 25th is a Pisces in order to form the
correct constellation in this grid.

The number 18 simply stands for the
18th letter of the alphabet, R. So, putting
it all together, the call letters for the
missing book are HC2021R. Type that in,
and you'll see that Renee Stein was
reading up on Jack the Ripper when she
was killed.

Catherine’s Apartment

One of the toughest puzzles in Act One
involves some crystals and a birth sign.
You'll find a birthday card addressed to
Catherine underneath an abstract fish
painting. The card is dated February
25th, which means her birth sign is a
Pisces. Exploring further, you'll find a
poster that contains a list of all the birth
signs, and Pisces is the twelfth sign.
Using that diagram, you can place the
crystals from the box into the grid below
it, duplicating the constellation’s shape.
Once you do so, the eyes of the crystal
skull will light up, highlighting the spine
of a book, which is also the password to
her well — Horoscope.

Wofford's Cottage

Hamilton Wofford’s cottage can really be
a gateway to hell for the impatient. After
speaking to his brother, Covington, you'll
learn that you have to find three vacuum
tubes hidden throughout the house to
uncover the password to his well. Of
course, to find the tubes, you'll have to

solve the puzzles that protect them. Each
puzzle is extremely difficult; without any
clues, they're almost impossible.

When you get to the library well, you'll have to unscramble some call numbers to figure out what book Renee
Stein was reading when she was murdered.
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You'll need to set these clocks correctly to find the third vacuum tube in the Wofford Cottage.

To find the third vacuum tube, use the time on
this broken clock, 2:35, as a reference point for
three other clocks.

Marble and Maze

The first puzzle you're likely to find is the
marble maze. There are five buttons to
the right of a maze. Each button adjusts
the angles of the gates in the maze, and
you have to line those gates up so the
marble will roll straight through to the
marked end. After three presses, the
marble starts rolling.

This is one of the few puzzles
where the game’s difficulty setting
makes a big difference. If you have the
difficulty set to Easy, you simply have to
press the fourth button, followed by any
other two. If the setting is Medium, then
the first and fourth buttons should be
the only ones you press. At the Hard
level, there are two series of buttons you
can use (numbered from top to bottom):
5,1,3,then4, 1,5 then3,4,5;0r1,2,5,
then 1, 3, 5, then 2, 3, 5. The best thing
to do, however, is change the difficulty
setting to Easy.

This patent number is a clue to the series of coins you need to put into the
cash register for the second vacuum tube.

Cash Register

On your way up to the bedroom, you'll
pass a small plaque on the stairway with
a patent number on it (P2X255127.5A).
Once you reach the bedroom, you'll find
a cash register along with some other
knickknacks on a table. When you click
one of four buttons on a box in the
upper left, a coin will slide down the
chute, and its value will be displayed on
the cash register. To get the second
vacuum tube, you have to choose the
right coins in the right order. You figure
out the series using the patent number.
Multiply 2 times 255127.5, and you end
up with 510255. That represents the
series of coins — a nickel, a dime, a
quarter, and then another nickel — you
need to choose to get the tube.

Clocks

While up in the Wofford bedroom, check
out the broken clock on the dresser and
make note of the time: 2:35. When you
go down to the living room, you’ll see
three clocks on one wall — an Egyptian
clock, a German cuckoo clock, and a US
Army clock. You'll also see a time-zone
map on another wall. Using the broken
clock time as a starting point (remember
you're in New York, so it's Eastern
Standard Time), you should set the other
clocks to the correct time for Egypt,
Germany, and US Military time. When
you put in 9:35 p.m.(make sure the little
dot is lit on the face), 8:35, and 14:35,
respectively, you'll receive the third and
final vacuum tube.

Those are the
toughest puzzles
in Act One, but
certainly not the
most difficult in
the game. Think
slyly, and treat
everything you
find as a clue.
You'll need to
sweat it out to get
to the end of this
one and discover
the identity of the
Ripper. Good luck,
and don’t say we
didn‘t warn youl!

gscent ||

An army of guidebots

Dear PC Gamer,

| am playing Descent /I, and I'm really
good at it. But my little brother is
maybe not so good, so how about some
cheat codes?

Thank you,
Eric “Guidebot” Marks
Irvine, CA

Whammo! Guidebot's goné nuts with the GOWINGNUT
cheat enabled. Sometimes you need that extra hand!

Abh, it’s the old “I'm really good at this
game, but my ‘little brother’ needs help”
ploy. | guess we've all pulled that one at
least once.

Seriously, though, Parallax threw a
whole raft of great cheat codes into
Descent |l, and we’ve got ‘em. Here are
the best of them:

GODZILLA — Monster Mode: kill robots
by ramming into them!

ROCKGRL — Full automap, showing all
those places you haven'’t seen.

ALIFALAFEL — This one gives you all
the power-ups.

HELPVISHNU — Type this, and you’'ll
get a new guidebot every time.

GOWINGNUT — This one makes your
Guidebot into a lean, mean killing
machine! Watch out though, or he’ll do
you some damage, too.

LPNLIZARD — Adds Homing Weapons.

SPANIARD — Kills all the Robots.

FREESPACE — Level Warp.

BITTERSWEET — Makes the floor really
groovy, man.

To access the highest resolutions,
from the command line type in:
descent2 -superhires
and you can run in 1024x768 and
1280x1024 modes.

Dang! Look at all them Guidebots! Keep
pumping them out with the HELPVISHNU cheat,
and you'll have an army on your side.




If you can't beat ‘em, cheat ‘em

eaders Requesis

Dear PC Gamer,

Hey guys! | just had to write and say
that | think Wing Commander IV is the
greatest game |'ve ever played! The
stunning combat sequences are the
most intense I've ever flown in, and the
cinema sequences make me feel like I'm
in an exciting movie! By the way,
though, | was wondering if there was

a way to finish the missions more
quickly, so | can see what happens in the
next moviel

Thanks,
John Woolsey
Santa Monica, CA

Well John, we certainly agree. The
incredible video sequences are on a par
with Hollywood action movies, and the
combat experiences can be pretty
intense. Yes, there certainly is a way to
get through the missions quicker: when
you start Wing |V, type wc4 chicken
when you start the game, to enable the
cheat modes. Then while in the game, hit
ctri+alt+w to destroy all the the enemies
on radar. It's a very powerful cheat, so
use it only as a last resort!

The “chicken” cheat built into Wing Commander IV can
make you an unstoppable force in the toughest missions.

Dear PC Gamer,

. I've been having a jolly good time with
the car-racing game called Screamer,

¢ which received a favorable review in a

: recent issue of PCG. But | wonder if you
might have any particularly useful
strategy or tips that might help me beat

- those darn machines. | have also heard

- that there was something called a

. “Bullet Car” in the game, and | was won-

: dering if there were some cheat code

- that would let me get at it. | was also

: somewhat concerned that there was no

: Jaguar in the game — perhaps the

: “Bullet Car” is a Jaguar?

Cheerio,
Edward Miles
Leeds, UK

 As a matter of fact, Ed, there is a cheat

CAR SELECTION

BULLET
N

AUTOHATIC TRANSMISSION

SPEED
GRrIp -
ACCELERATION s

157 MMM

What's faster than a speeding bullet? Why, a
bullet car, if you're playing Virgin's arcade
racer, Screamer.

code that will get you the Bullet Car, but
unfortunately it's not a Jaguar. Since
you asked, though, here are some of the
cheat codes that we've come across
while screaming along the Autobahn:

VTELO — Makes all the tracks available.

INVER — Adds the old tracks as new
ones — in reverse!

MONTY — Changes the orange cones
into rabbits, dolls, and baby carriages.

CLOCK — Turns off the annoying clock.

TAZOR — This one gets you the Bullet
Car ...

ABURN — ... But this one puts the bad
guys in Bullets. Warning — once you
invoke this cheat code, you can’t turn it
off without restarting the game.

Dear PC Gamer,
First of all let me say yours is the best

gaming magazine — your excellent
reviews and demo games are great.
Now for my tip, a little secret for
Warcraft ll: The Tides of Darkness. You
know those little animals, called critters,
in each mission? Well, if you click on
them repeatedly, they’'ll explode like a
demolition squad. | hope you like my tip.

Sincerely,
Steven Treanor
The Bronx, NY

Right you are, Steven! We've blown up
so many of those innocent critters, the
SPCA is now monitoring our games of
Warcraft Il. This trick won’t be much use
in battle, even as a last resort, since no
one next to the exploding critters will
take damage. Still, it's lots of fun.
Incidentally, the folks at Blizzard tell us
the sheep’s cryptic complaint, “Baa Ram
Ewe,” is a little tribute to the Oscar-nom-
inated talking-critter movie, Babe.

: + Click long LT
hard on those
sheep, and
watch the
wool fly. Great
for knitting
those Orc
sweaters.

Sometimes a lead foot isn’t enough

Whiplash is an exciting new stunt-racing
game from Interplay. But unless you're
an L.A. cabbie working the rush-hour
shift, you're probably not too experi-
enced with this kind of dangerous
driving. If you're finding yourself put-
tering through those loops and
corkscrews only to plummet to a fiery
death on the pavement below, here are
some codes that'll give you a helping
hand — or make the game a little more
interesting.

SUPERMAN — Makes your car invul-
nerable

CUPWON — Takes you to the champi-
onship sequence

CINEMA — Plays in widescreen

FORMULA1 — Gives you access to an
alternate set of cars

e T T T T

MR EVIL

Okay, Mr. Evil, step out of your Car 0" Death and
show me your license and registration.

MREPRISE — Access Bonus Cup, the
third set of tracks

MRFROSTY — Watch out for those icy
roads!

WARGATE — The Cars warp from place
to place on the track!

-~
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" in stunning new 3-D animation!

2st (entu

ever wante

in a pinball game...

AMAZING GRAPHICS

Four of your favorite tables from
Pinball Mania painstakingly redrawn

Optional 2-D views are also included.

WULT-BALLACTIO »
R!Qf to 10 balls per table if you bf \
~ dare! Or, enter “Multi-ball Practice -

“Mode" and hone your skills beforé
the real action begins!

2-DE&3-DVIEWS SRy |

Each 2D table can be played in

scrolling or non-scrolling mode with
4 different resolutions. Our 30 table
appears incredibly detailed in 640 x
480 resolution. ol

y

CENTURY
ENTERTAINMENT ‘ ,v

S
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.79, TTORY
g & BSTER, N¥%'14580
JPN
< (716) 872-1200

Entertainment presents everything you
in one package!

INTANT REPLAY FEATURE

View past games and learn the
secrets to a great shot 3 different
speeds available.

ADJUSTABLE BALL SPEED

Adjust your table angle and increase
or decrease your ball speed.

EASY SCORING
A built-in statistics package will keep
track of your weak points and show

you the best way to improve your
gameplay.

(D SOUND

‘Redbook sound for the best quality.
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FAX (716) 872-1675
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o here’s this

month’s ques-

tion: What's the
most addictive PC game
- you've ever played, and
just how late did you
stay up with it on your
- worst night? Come on,
don’t be afraid to ‘fess

up — you'‘re among
friends here, and we all
know the seductive
charm of a SimCity or a
Civilization Il. Drop us a
line, and you could win
the pulse-pounding
honor of seeing your
name in these pages!

Let's Hear From You!

Write to:

PC Gamer Letters
150 North Hill Dr.,
Brisbane, CA 94005

or E-mail to:

peeceegee@aol.com
74431,3433@compuserve.com
http://www.pcgamer.com
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Rating Shock

Dear PC Gamer,

OK. It’s official. Some of your reviewers
are smoking crack. Only 84% for
Bethesda’s excellent Terminator: Future
Shock, being beaten out by (of all
things!) CyberMage and Zone Raiders?
Those two dull games will quickly be
forgotten, while Terminator: Future
Shock is a real winner. Yet it garners
only a mediocre score. Why?

I know you’ll stand by your
reviewer’s score (as you should, of
course), but I just wanted to get this off
my chest. I was left slack-jawed when |
saw Future Shock’s low score. | was just
: wondering why.

Sincerely,
Chris Kintz
Salt Lake, Hawaii

i Well, Chris, it locks like we're running into a

: problem that's very common here at PCG. See,
. our readers are all so brilliant and well-read

i that they most likely made straight As in high

i school — so naturally, when they see a score

. lower than 90%, they figure it's like getting a

. bad grade.

: But we C students know an 84% is a

. pretty darn good score. We agree that Future

. Shock is a great game — that’s why we ranked
: itin the top 16 percent, firmly in our "Excellent”
. category (see the ratings explanation at the

. beginning of every reviews section).

Searching for Glory

Dear PC Gamer,

. The other day, I was looking through

. my stack of games when I came across

. Quest for Glory 4: Shadows of Darkness.
i I enjoyed the series very much and I

: wondered if Sierra planned to make a

. fifth one, so I went investigating.

i 1 have access to Prodigy and AOL.
. This is what I found out: On Prodigy. I

: discovered that Sierra doesn’t plan to

B

RADIATION DUSAFEY (i p 11
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We thought Terminator: Future Shock was an excellent game — but at least one reader thinks it deserves an

T —

even higher score than 84%, especially when compared to other games in the same genre.

make Quest for Glory 5. 1 was not sure
about that, so I continued to look.

Then, on AOL, in the message
boards, it said that some people bugged
Sierra so much that Ken Williams said
he was going to start making it within
fifteen months.

This raised a few questions: Is
Sierra going to make a fifth installment?
If not, why? I would appreciate it very
much if you could find some answers
for me and all those other Quest for
Glory fans out there.

Sincerely,
Brian Robinson
Rochester, M1

Well, Brian, as much as we hate to be the bear-
ers of bad news, we'd rather you hear it from
your friends than from some stranger on the
street. So we got in touch with the good people
at Sierra, and they told us there are no plans for
a fifth Quest for Glory game.

Still, game publishers aren’t deaf to
requests from their customers; if they received
enough requests for a new game, they might
just reconsider their position. (That’s what we're
hoping, anyway; we still haven't stopped asking
LucasArts for another Sam & Max adventure.)

The Future of Gaming

Dear PC Gamer,

A story reported on National Public Radio
recently indicated that the sales of CD- :
ROM games are declining. The reasons
cited were that games cost too much
($19.95 or $24.95 is apparently the upper
price limit that consumers are willing to
pay) and that CD-ROMSs are now compet-
ing with the time people are devoting to
browsing the Internet. High quality CD-
ROM games cost between $300,000 and
$800,000 to produce and market, but only
several thousand copies of most titles are
actually ever sold; sales need to reach into
the tens of thousands before the produc-
tion costs could be recovered. Wildly
popular games like Doom or Myst are the
exceptions. Consequently, many game
companies are either merging or folding.
How does PC Gamer feel about these
statements? What is the future of games?

Sincerely, ;
Barry Hindin :
via AOL

| g




Don't believe everything you hear, Barry —
even on NPR. We've seen more than a few
mergers in recent years, but nothing to
make us believe CD-ROM gaming is in trou-
ble. Most of the game publishers that were
making good games (and good money) a
few years back are still going strong. What
we believe you will see in the near future
{and what the doom-sayers are probably
talking about) is the kind of shakeout that
follows every industry boom. You can
expect the disappearance of many of the
new companies that got into PC gaming
very recently because they saw it as a huge
maney-maker — and soon learned that cre-
ating good, playable games was harder
than they thought.

Not @ Newbie

Dear PCG,

The Play's
[he Thing

When we asked what should come
first in game design — the story line
or the technology — we got more
thought-provoking responses than
we expected.

“I think that the story line should come first,
because it's what draws most gamers in.
The game might not be as realistic if the
story comes last, because the designers will
try to make the story fit the gameplay,
instead of vice versa.”

I think the reason that game compa-
nies are producing all-flash, no-sub-
stance games is because that’s what
they think newbies want. I'm not a
newbie, but if I were, I'm certain I'd still
want quality. They need to stop focus-
ing on whether they should make
games for newbies or experienced
gamers and start focusing on quality.
Anyone can enjoy a game if it’s good.

Mark Pimentel
via the Internet

“Why the hell should the story line come
before the game type? Doom would have
been just as great a game if you were blow-
ing away Energizer Bunnies armed with shot-
guns. The most important aspect of a game is
the genre, then gameplay, followed by graph-
ics and finally story line! | never thought you
guys would ask such an obvious question.”
Destroyr Jr.
via AOL

Subscriber for over a year,

Paul Gazzoli

via AOL

“Storytelling should definitely come first.
Most of the time it is a good story that
attracts people to a game. Also, by creating
a good story and environment, you ease the
job of the game designers (since they'll
know where they're going). Personally, I'm a
strategy game fan (Civilization, Master of
Orion, etc.), and if those games had lacked a
good story or environment, they would've
stayed on the shelves.”

We couldn’t agree more, Paul. A lot of PC game
companies have become so concerned with
attracting an imaginary audience — so-called
“mainstream” gamers who are new to the field
and want to spend their $40-$60 on simple,
flashy games — that they've begun to alienate
longtime gamers who aren’t impressed by pretty
graphics alone. The factis, a really great game
will appeal to newcomers and veteran gamers
alike. And as well as Myst and The 7th Guest
have sold, we're betting they haven't done
nearly as much to bring new gamers
into the fold — and keep them here —
than games like Doom or Civilization.

The 5coop on Scoops

Dear PC Gamer,

Eric Robitaille
via AOL

= Sid Meier's Chviliz ation i

= 7
Gome [Kingdom Yiew Qeders Advisors World Chest Civilopedia

Wixkd

Do me a favor, and please stop
hyping a game in your Scoops!
section and being so darn posi-
tive about it, if only later it is
going to be trashed by your
writers in your reviews section.

Even the best strategy games, like Civilization /I, have a kind
of story line that unfolds as you progress toward victory.

Thanks,
Bo
via the Internet

“It's a good idea for the designers of action
games and some other genres not to worry
about the story line so much and concen-
trate on the gameplay and graphics. Story
isn't always the best thing to build a game
on — for example, a lot of games based on
movie story lines really stink.”

Anthony Maraschi

via AOL

Looking back at the past year or so of PC
Gamer, we can only find two or three games we
featured in our Scoops! section that didn't get
very good reviews — and we hardly trashed
those. Still, you're right, it's true that not every
game we do a Scoop! on gets a really high rat-
ing. Here's why:

You are the fwnter and
the hunted. you are Prey

here's an earty look at
a bot new game from
he makers of Duke
Nukem 30

When we do Scoops!, we try to preview games that :
promise greatness (like Prey) but we're not always right.

When we preview a game, it's always a
calculated risk. The games we choose to write
scoops on are titles we believe will be great —
but since they're previews, we're looking at early,
unfinished versions, and we can never be 100
percent sure the finished product will turn out to
be as good as it promises to be {which is also
why we never review early versions of games).
We have to go on a hunch, fueled by years of
gaming experience. Most of the time, we're right
— every once in a while, we're wrong.

When we finally get the finished product
and review it, we could give the game a really
good rating just to make sure the review matches
the preview, but that wouldn't be fair to our read-
ers. We'd rather give a bad game the review it
deserves — and appear to contradict our pre-
view of it — than give it a good review it doesn't
deserve, and have our readers lose faith in us.

The Last Word on Video
[We Mean it This Time]

Dear PC Gamer,

I for one tire of the arguments about
full-motion video in games. Let’s end
this right now. Video in games need fol-
low only three rules:
1. Be significant to the plot.
2. Be significant in quality.
3. Let users bypass any video with a
simply key press — or have an option to
disable video sequences entirely.

‘Nuff said!

Sincerely,
Frank Decandia :
via AOL

We couldn’t have said it better ourselves, Frank.
Game publishers finally seem to be figuring out
that full-motion video should be handled as just
another tool, no mare important than story or
sound effects — but they sometimes seem to be
the last ones to spot a trend.

BCG




The battle doesn’t begin until [ say it begins.
[t's my game and I conirol the conrse of conflict.
If yon want to play then you better get serious.

This ain’t no lily-livered,
thumb sucking mama’s boy game. llnh-uh.

This is war. Illessy and mean.
Somebody’s going to get hurt

and it ain’t gonna be me.

['ve got yon in my sights
and yon look like a sucker.

f puny little Cybrid sucker.

“EARLY CONTENDER FOR BEST STRATEGY GAME OF 1996.” - STRATEGY PLUS MAGAZINE
Introducing the strategy war game from the EarthSiege™ universe.
See your software dealer, call 1-800-757-7707, or check out http://www.sierra.com.

SRR AP ©1996 Sierra On-Line, Inc.® and/or TM designate trademarks of, ot icensed to Sierra On-Line, Inc. Allrights reserved.
Product Information Number 151
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Admittedly, without SimulEyes VR,
PC gaming only requires
half the equipment.

Is it you, or is your gaming missing something? If you’re not playing
with a pair of SimulEyes VR stereo-vision 3D glasses, you’re missing
plenty. Like true stereoscopic depth perception, stunning realism and, of
course, that wicked adrenaline buzz you play for in the first place.

SimulEyes VR delivers it all in a pair of electronic glasses that install
in seconds and transform your DOS or Windows™ multimedia PC into a
wildly realistic environment for compatible 3D games. Made by
StereoGraphics®, SimulEyes VR are lighter and more comfortable than
head mounted displays, support multiple simultaneous users and run as
fast as your graphics system can go. And all for the amazingly affordable
price of just $179, including Interplay’s™ best-selling Descent™:
Destination Saturn and two other games.

Take advantage of all the equipment you were born with. There’s
only one way to get the kind of sweaty palmed, dry mouth, wide eyed

excitement you crave. SimulEyes VR. This you gotta see!™

Order your pair for just $179, or get the name of

the retailer nearest you by calling 1-800-SIM-EYES.

http://www.stereographics.com

Descent end Interploy are trademarks of Interplay, Inc. StereoGrophics is o registered trademark ond SimulEyes is o trodemark of the StereoGraphics Corporation. All other trademarks are the property of their tespective owners. ©1996 StereoGraphics Corporation

Product Information Number 158
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REVIENWS

f you find you don’t have time

to commit every issue of PC

Gamer to memory, you probably
catch yourself wondering how

we rated a game that came out
a few months ago — did we put it on a

28 GAMER

| NDEX

pedestal, or rake it over the coals?
That's where the semi-annual PCG
Reviews Index comes in. The latest
installment includes every game we've

reviewed since December 1995 — and
mister, that's a lot of games.

TITLE ISSUE / PAGE CATEGORY PUBLISHER HIGHS LOWS BOTTOM LINE RATING
11th Hour, The April '9% Adventure Virgin Interactive Looks and sounds Puzzles seem un- A good puzzle
p. 141 Ent., 18061 Fitch  great (with the related to story;  game; lots of -I
Ave., Irvine, proper hard- limited innova- patience and a 75 it
: CA 92714 ware). tions are not nitro-fuel burning
(714) 833-8710 worth the perfor- PC recom-
: mance penalty. mended.
. 3D Lemmings January "9%6 Puzzle Sony Interactive, A great new look, The controls may 3D Lemmings is
p. 179 919 E. Hillsdale  plenty of control  be a little awk-  an addictive puz- -I
M~ Blvd., 2nd Floor,  options, and lots  ward, even for zler that's a bit 9] -
- Foster City, of levels that'll die-hard out of the norm.
CA 94404 (800) keep you busy for Lemmings fans.
438-7794 weeks.
3-D Ultra Pinball December ‘95 Pinball Sierra, 3380 146th  Great graphics;  3-D Ultra A fun alternative
. for Windows p. 2371 Place S.E, Suite  innovative table  Pinball’s physics to traditional pin- -I
300, Bellevue, design gives model may be too  ball simulations, B B »
WA 98007 more bang for the forgiving for pin-  and a great way
(800) 757-7707 buck. ball purists. to spend an after-
noon.
March ‘96 Action Domark Playing as a vari- Only persistent An exercise in
: p. 114 Software, ety of characters gamers willbe  frustration that -/
i 1900 S. Norfolk gives AZdepth;  able to deal with  will put off all but E-I »
: St., Suite 110, San the story is well-  the linear game-  the most patient
Mateo, CA 94403  written. play. gamers.
(415) 513-8929
Abuse January ‘% Action Crack Dot Com,  Great design, lots The interface One of the most
: p. 202 Austin, TX of hidden good-  takes some get-  enjoyable shoot- -/
(800) 810-0022 ies, and built-in  ting used to,so ers of the year. B B -
level editor. you won't be

hooked right at
first.
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TITLE ISSUE / PRAGE CATEGORY PUBLISHER HIGHS LOWS BOTTOM LINE RATING
Across the Rhine November ‘95 Wargame MicroProse Operational level Interface is all What works in
p.129 Software, Inc., feels authentic;  but impenetrable; ATR works -/
180 Lakefront Dr., “alternate his- learning curve is  impressively; be 76 %
Hunt Valley, tory” campaign  steep; even the prepared to invest
MD 21030 mode can be fas- shoot-"em-up frustrating hours
(410) 771-1151 cinating. mode fails. for the payoff.
Air Power March ‘96 Flight Simulation Mindscape, 88 Imaginative con- Control feels So close to being
p. 144 Rowland Way, cept and strategy unresponsive; a classic, but -I
p— Novato, CA 94945 elements; beauti- unusual keyboard misses it by just B E 32
(415) 897-9900 fully executed commands. an inch.
graphics.
Alien Odyssey February ‘96 Action Adventure Philips Media Nice graphics Enemies are The game would
p. 124 Inc., 10960 and environ- weak and unin-  be a winner if it -I
Wilshire Blvd., ments; good spired. The game- stuck with one 7“ F
Los Angeles, sound effects. play is confusing, style.
CA 90024 and only moder-
(800) 340-7888 ately challenging.
Aliens February "9 Adventure Mindscape, 88 Great graphics Extremely weak A troubled and
p. 120 Rowland Way, and cut scenes.  voiceactingand  disappointing -I
Novato, CA 94945 dialog; timed puz-  adventure for 5 9 s
(415) 897-9900 zles make mostof  only the most
the game unneces- patient gamer.
sarily frustrating.
Allied General April ‘96 Wargame $S1, 675 Almanor  Many of the same  Not enough new A good beer-n-
p. 138 Ave; Suite 201, qualities that here, and some  pretzels -/
Sunnyvale, CA made Panzer desirable fea- wargame for 8 9 =
94086-2901 General a winner, tures are missing. Windows, but it
(408) 737-6800 plus multiple- could have been
window interface. a bit better.
Angel Devoid May ‘96 Adventure Mindscape, Good use of video Compatibility Itisn’t perfect, but
p. 144 88 Rowland Way, technology anda problems; less it's encouraging -/
Novato, CA 94945 good story line.  patient gamers proof that “inter- 78 7
(415) 897-9900 may have a hard  active movies”
time sticking can be enjoyable
with it. games.
Anvil of Dawn March ‘96 Roleplaying New World An easy-to-learn  Mediocre graph-  An attractive and
p. 113 Computing, interface and ics and sound enjoyable RPG -/
P.0. Box 4302, some solid, if effects; an almost that doesn't 73 =
Hollywood, mindless, RPG complete lack of stretch the
CA 90078 action. innovation. boundaries very
(818) 889-5650 far.
Ascendancy November ‘95 Strategy Broderbund What's not to It can be tricky to  Ascendancy is
p- 160 Software Inc., like? make your way  the best game if -/
17 Paul Dr., San through all the its kind, period. 9 3 -
Rafael, CA 94948 info that accumu-
(415) 883-5889 lates as your
empire expands.
Bad Mojo February ‘96 Adventure Pulse Ent., Absolutely May be too Until they make a
p. 140 246 First St,, 402,  unique; well- intense and dis-  game out of the -/
San Franci ived and turbing (and pos-  movie Eraserhead, 84 -
CA 94105 executed; intense sibly too easy) for this is as weird as
(310) 264-5579 and disturbing. some players. it gets.
Battle Beast December ‘95 Fighting 7th Level Inc., Wonderful graph- Controls are slug- It's a decent
p. 270 P.0. Box 832190, ics, inventive gish; lack of a fighting game, -/
Richardson, story, and a “tournament” but one with sig- B 9 -
TX 75083-2190 whole lot of silly  structure makes nificant flaws.
(214) 437-5531 humor. for repetitive
battles.
May 9% Wargame Blue Byte A truly unique Steep learning One of the most
p.129 Software, 33 S. strategy game curve; oddball eccentric games -/
Roselle Rd., Ste.  packed with fas-  rules are tun-off of its genre, but BU -
210, Schaumberg, cinating details  to those who find also one of the
IL, 60193 and subtleties. the details over-  most imaginative.
(708) 539-7950 whelming. Can be addictive,
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PC DOS CD-ROM
for IBM and
Compatibles

Command the
army of your
dreams!

Behold -a

fantasy strategy game
that faithfully re-creates the easy-lo-use interface, superior art and com-
bat that made the award-winning PANZER GENERAL" so wildly popular!

Battle the Shadowlord and his minions across five continents as any
one of four Fantasy Generals. Choose from over 120 distinctive fantasy
units. Lead your inexperienced army well - only the most experienced
troops will be effective against the Shadowlord’s forces!

Play 5 ready-made campaigns, or enter the Arena and create any kind
of battle imaginable. You can even engage a friend via the play-by-mail
feature! However you choose, you're in for fantasy strategy gaming as
only the FIVE-STAR SERIES™ can deliver!

1BM 256-COLOR SVGA

To Order: Visit your local software retailer or call
1-800-601-PLAY with Visa/MC (North America only).

A MINDSCAPE" COMPANY FANTASY GENERAL and PANZER GENERAL are trademarks of Strategic Simulations, nc. 1995 Strategic Simulations, Inc. All nghts reserved

Product Information Number 156



HMicroMachines:;

. &
:.: -
3
| wma
= 0-00;
N

T COURSE SELECT COURSE SELECT COU
SPEED: 200

‘ IIBV ’
| a i

LCT COURSE SELECT COURSE

!

14

—

Y /
% % SAN »
INCLUDES W

CONSTRUCTION KIT vesien vom OWN TRACKS e

orthy opponent!
com fo download a FREE Demo.

Product Information Number 115 GAMETEK

Copyright Codemasters Limited and Codemasters Software Company Limited. All rights reserved. “Codemasters” [TM] is a trademark owned by Codemasters Limited. GameTek(FL) Inc.. is using the
Codemasters trademark pursuant to a license. Micro Machines™ is a trademark owned by Lewis Galoob Toys Inc. GameTek(FL) Inc. is using the Micro Machines mark for this produ(m ;ursu'am to :glicense
GameTek(FL) Inc. is not affiliated with Lewis Galoob Toys, Inc. GameTek is a registered trademark of GameTek (FL), Inc. 2999 Northeast 191st Street, Suite 500, Aventura, Florida 33180 USA '



TILE ISSUE / PAGE CATEGORY PUBLISHER HIGHS LOWS BOTTOM LINE RATING EDITORS" CHOICE
Battleground: January ‘96 Wargame TalonSoft, P.0. Colorful and Some players A remarkably
Ardennes p- 205 Box 632, dynamic game-  simply won't want fresh and original '/
Forest Hill, play, first-rate another Battle of  design, executed 9] 7.
MD 21050-0632 interface, excel- the Bulge game,  with real flair.
(800) 211-6504 lent use of video  no matter how
enhancements. well done.
Battleground: March ‘9% Wargame TalonSoft, P.0. Magnificent A few might- This is a classic
Gettysburg p. 146 Box 632, graphics, near- have-been sce- wargame in -I
Forest Hill, perfect interface; narios would every respect. B 9 -
MD 21050-0632 dramatic and cre- have been nice.
(800) 211-6504 ative use of video
clips.
Battles in Time January ‘9% Wargame QQP, 495 Hwy. Good strategic-  Larger armies Lots of replay
p. 193 202, Flemington,  tactical game tend to move value and an -I
NJ 08822 with lots of woefully slowly  innovative design -
(908) 788-2799 unique twists; in the strategic make this a truly
thorough head- section. entertaining
to-head support. wargame.
The Beast Within: April 9% Adventure Sierra, 3380 146th  Superb script, Extreme system A great horror
A Gabriel Knight Mystery p.92 Place SE, Suite  excellent videos, demands;ifyou  adventure, driven =
300, Bellevue, a fresh “take” on get hooked, you by a script that /.
WA 98007 the traditional may have to puts the competi-
(800) 757-7707 werewolf theme. investinaquad- tion to shame.
speed CD drive.
Beavis & Butt-Head February ‘96 Adventure Viacom New A real, no-foolin®  You'll want a Fans will adore
in Virtual Stupidity p. 114 Media, 1515 graphic adven- fairly fast it, but people =
- . Broadway, New  ture with all the  machine, and who miss the /.
o ZVE York, NY,10036  funny elements of gamers who don't point of the show
(800) 469-2539 the MTV show. have Win95 are  won't understand
out of luck. the game, either.
Breach 3 January ‘9% Strategy Impressions, Entertaining Retro graphics, An entertaining
p. 222 222 Third St., squad-level com- lack of narrative  squad-level game s
Suite 234, bat. Good mission thrust. that doesn't quite I_
Cambridge, builder. measure up to the
MA 02142 current crop.
(800) 757-7707
Brutal: November ‘95 Fighting GameTek, 2999 Nice cartoon- Limited in game-  The non-demand-
p. 139 Northeast 191st  style characters, play; fast anima-  ing gameplay i3
St., Suite 500, avariety of spe-  tion can be hard  keeps it from I.
North Miami cial moves, and  to follow. standing out in the
Beach, FL33180  some genuine growing fighting
(305) 935-3995 humor. game field.
Burn Cycle January "9 Action Adventure Philips Media, Cool cyberpunk  Graphics are The blend of puz-
p.214 Inc., 10960 atmosphere, sometimes zles, arcade o
Wilshire Bivd, great soundtrack, chunky; the plot  action, mysteries /.
Los Angeles, complex story is too linear. and cyberspace
CA 90024 line. won't be too
(800) 340-7888 interesting.
Caesar ll January "% Strategy Sierra, 3380 146th Magnificent Some may find Caesar Il provides
p. 172 Place S.E,, Suite  graphics; well routine city- a colorful, rich,
300, Bellevue, balanced strat- building monoto-  absorbing, game-
WA 98007 egy elements; nous; the frustra-  experience and
(800) 757-7707 highly addictive; tion level may be should delight a
rewarding. a bit too high. diverse audience.
Capitalism December ‘95 Strategy Interactive Broad and deep  Too complex for  If you're the least
p. 238 Magic, P.0. Box  business simula- some gamers; too bit interested in
13491, Research tion, helped tedious for others. the subject, give
Triangle Park, along by an this one a try.
NC 27709 excellent tutorial.
(919) 461-0722
Chaos Control December '35 Action IsMotion, 1341 The graphics and It's a tough game, The graphics and
p.220 Ocean Ave., Box animation are as  and it could have story elements
417, Santa good as they get. used a bitmore  help raise this
Monica, CA 90401 variety. monotonous
(800) 443-3386 shooter into a
tale of adventure.
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TMLE ISSUE / PAGE CATEGORY PUBLISHER HIGHS LOWS BOTTOM LINE ARTING EDITORS CHOICE
Chronomaster April ‘9% Adventure Capstone, 501 Excellent graph-  Toomuchtimeis It doesn't break
p. 105 Brickell Key Dr.  ics, variety of puz- ~ spent traveling: any new ground, B 4:,
6th Floor, Miami, zles; good plot newcomers may  but it is a big dose 3
FL33131 and lots of inter- find the options of puzzle-solving
(800) 468-7226 action keeps overwhelming. fun, even for ex-
things interesting. perienced gamers.
Command November "95 Strategy Virgin Interactive A great real-time More could have  If you like strat-
& Conquer p. 108 Entertainment, wargame set been done to egy games, get -I
C 18061 Fitch Ave.,  against a well- upgrade the Command & 9] =
Irvine, CAS2714  executed cine- Dune Il Engine, Conquer.
(714) 833-9710 matic backdrop.  such as an addi-
tional zoom level.
Congo: April ‘% Adventure Viacom New Simple interface, The solutionsto  Die-hard adven-
Descent Into Zinj p- 137 Media, 1515 above-average puzzles are far-  turers may like it, 5 7'/
Broadway, New  acting. fetched; inability  but most folks 3
York, NY 10036 to examine items; will toss up their
(800) 469-2539 steep system hands in confu-
requirements. sion.
Congqueror, March ‘96 Strategy Sierra, 3380 146th Looks great, Big logic-holes in A beautiful but
: p- 141 Place S.E, Suite  sounds great, and the economic sys- half-baked game
300, Bellevue, the field battles  tem, numerous from a company
WA 98007 are good, bloody  skimped details  that should know
(800) 757-7707 fun. that could easily  better.
be corrected.
Crusader: December 95 Action Origin 5918 W, Incredible graph- Graphic violence, A great alterna-
p. 202 Courtyard Dr., ics, sound and unsuitable for tive to first-per-
Austin, TX 78730  gameplay. youngsters; no son shoot-'em-
(512) 434-4263 joystick support.  ups, and a defi-
nite must-play for
action fans.
Custer’s Last November ‘95 Wargame HPS Simulations, Does exactly The interface is  For anyone inter-
Command p. 168 P.0. Box 3245, whatitsetsout  annoyingly slug- ested in Custer
Santa Clara, to do, and does it gish for some and the Battle of
CA 95055 with real style. functions. Little Big Horn
(408) 554-8381 subject, this
odmat game is a must.
CyberBykes January ‘9% Arcade GameTek, Supports head-to- Unconvincing The single-player
Shadow Racer VR p.213 2999 Northeast  head play via graphics, irritat-  game is a bust.
191st St., Suite modem or net- ing soundtrack,
500 Aventura, work; built-in edi- frustrating game-
FL 33180 tor for creating play.
(800) 439-3995 custom levels.
April ‘9% First-person Origin, 5918 Gorgeous graph-  Not a lot of inter- A fantastic mix
p.95 Shooter Courtyard Dr., ics, excellent action with other of all the best
Austin TX 78730  sound effects;a  characters; pretty elements from
(512) 434-4263 very effective steep hardware  several gaming
blend of action requirements. genres.
and adventure.
Dagger's Rage December ‘95 Arcade Microforum, Excellent graph-  Action is repeti-  It's all been done
p. 253 1 Woodborough ics; more than tive and simple; — and done bet-
Ave., Toronto, just an arcade strategic ter — before.
Canada M6M5A1 game. elements are Worth a look if
(800) 465-2323 frustrating; you're tired of
clunky interface.  Raptoror Tyrian.
May ‘96 Adventure CyberDreams/ Giger's artwork  Bad dialog, bad  It's not as trou-
p. 141 MGM Interactive, and backgrounds animation, bad bled as the origi-
2500 Broadway,  provide a menac- puzzles. nal, but it's cer-
Santa Monica, ing atmosphere. tainly not a good
CA 90404 way to spend your
(310) 449-3000 gaming dollar.
March "9 Arcade Action  Sony Interactive, Great slam-bang = The computer Destruction Derby
p.99 919 E. Hillsdale  action; modem opponents are is a blast, and a
Bivd., 2nd Floor, and network pretty wimpy. welcome change
Foster City, play. of pace from
CA 94404 high-end driving
(800) 438-7794 simulations.
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HU Y 9 F N

IF LOOKS COULD KILIL,
OO.YOU,D AL/R AL

IDE IN CANADA

You are over a millior
miles from home, or
the surface of a deadl,
moon, and you art
about to come face t
face with some of thy
most terrifying
creatures in existence

Feel your pulse quicken a:
you discover hideous secrets
Prepare yourself for hidder
dangers, as you fight your waj
through a super realistic

3D environment. Ex;l)lore ai
unknown world populated by
a race of horrifying being
possessed with ar
unrelenting need to kill

" T ' If you survive, you wil
HUYGEN’S DISCLOSURE features these incredible innovations: have experienced the adventure

ot a lifetime. If you don't
may you rest in pieces

*New Dimension Technology lefs realistic, 3D characters
reflect actual perspective when moving from foreground to background

*Dimensional Sound constantly adjusts effects, music, and other
sound volumes according to the visual perspedtives

*New Group Activated Intelligence Mode (G.A.LM.),
allows you to play within a group environment

«Life Transfer Process converts actual human movements into
flvid character animation for life-like game playing action!

FOR MORE INFO ABOUT MICROFORUM
OR TO ORDER DIRECT, CALL: 1-800-685-3863
Tel (416)656-9594 Fox-(416)656-0548
INTERNET : http://www.microforum.com

Email moilwmicroforum.com 4 v . 'y
Visit us at E3, May 16-18, ~ (V
Booth 21085, North Hall. MASTERS OF THE NEW ART
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BATING PERDING " For IBM®-PC & Compatibles on CD-ROM.
ooy 1-800-879-PLAY http://www.microprose.com

Call 1-800-771-3772 for Information on Game Ratings. MicroProse Software, Inc. is an official licensee of Magic; The Gathering.
Magic: The Gathering is a registered trademark of Wizards of the Coast, Inc. ©1006 MicroProse Software, Inc. All rights reserved.
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RATING EOITORS" CHOICE

Dig. The February ‘96 Adventure LucasArts, Good story line,  It's a slow The Dig is yet
p. 110 P.0. Box 10307, challenging puz- starter. Some another fun and
San Rafael, zles and satisfy-  puzzles are too rewarding adven-
CA 94912 ing gameplay. vague at the ture game from
(800) 782-7927 beginning. the masters of the
genre.
Druid: Daemons March ‘9% Roleplaying Sir-tech, Inventive story Fussy interface,  An engaging
of the Mind p.123 P.0. Box 245, and game con- repetitive combat  adventure/RPG
Ogdensburg, tent; simple sequences. that purists may
NY 13669 magic system. hate but newhies
(800) 447-1230 and adventure
gamers will enjoy.
Dungeon Master Il November ‘95 Roleplaying Interplay, Good character  There's nothing A return to the
p. 154 17922 Fitch Ave.,  development, new here; graph- classic Dungeon .I
Irvine, CAS4086  nice magic sys-  ics and sound are Master universe; -
(800) 969-GAME  tem, and a nostal- extremely dated. but is it really B 5
gic feel. necessary?
Dust: A Tale of December ‘95 Adventure Cyberflix, Inc., Realistic 3D envi- Lots of dialogue  If you're in the
the Wired West p.231 4 Market Square, ronment; highly trees; slow story mood for a conver- B 81
Knoxville, interactive char- line; and bad sation with your 9
TN 37902 acters; intuitive  voice acting. PC, check it out.
(615) 546-7846 interface. Otherwise, you'll
get bored quick.
Eastern Mind: November ‘95 Adventure Sony Imagesoft,  Highly stylized, May be too Pretty pictures,
The Last Secls of Tong Now p. 135 2400 Broadway with a unique fla- obscure for plenty of puzzles, 5 B'I
Ave., Suite 550, vor and a meta- many gamers; but its very 4
Santa Monica, physical slant. inspires the use  strangeness may
CA 90404 of words like be off-putting.
(310) 449-2999 “metaphysical.”
Ecco the Dolphin January ‘9% Arcade Sega of America, A welcome The controls A solid, unusual
p. 197 255 Shoreline Dr., departure from can take some bit of video- °/
Redwood City, the usual plat- getting used to,  gaming. 7 5 ¥
CA 94065 form game. and the graphics
(800) USA-SEGA aren’t great.
EF2000 March ‘9% Flight Simulation Ocean of Cutting edge Very steep hard- A must-buy for
p.124 America, 1870 graphics; good ware require- hard-core flight -/
Little Orchard St., flight engine; net- ments; a few simmers and a B B ~
San Jose, work play. bugs hamper great game for
CA 95125 the realism of novices.
(408) 298-1411 the game.
Empire II: December ‘95 Wargame New World The most power- Some preset sce- One of the
The Art of War p. 249 Computing, ful, flexible, narios are path-  biggest disap- B 3-/
P.0. Box 4302, wargame con- etic; scenario pointments in i~
Hollywood, struction set ever builder is com- years,
CA 90078 published. plex and not
(818) 899-5650 explained.
Endorfun December '95 Puzzle Time Warner If you like no- Excruciating Endorfun just
p. 267 Interactive, brainers, Endorfun color combina- isn’t fun. There 5 9 -I
2210 West Olive  is as fluffy as they tions, annoying are much better 7
Ave., Burbank, come. It's the Lite New Age music, puzzle games out
CA 91506 1990°s version of  boring gameplay. there.
(800) 482-3766 Tetris.
Entomorph January "% Adventure §SI, 675 Aimanor  Both the cutscene The plot tends Entomorph is
p. 187 Ave., Suite 201,  animationsand  toward chaos, and an attractive, B'I °/
Sunnyvale, gameplay graph-  leads to confu- innovative break =
CA 94086-2901 ics look great. sion. Combat is from the usual
(408) 737-6800 Puzzles are also ~ more frustrating RPG fare.
terrific. than rewarding.
Extreme Sports May ‘9% Sports Sony Interactive, Unique idea; var- Limited replay A limited diver-
p. 117 919 E. Hillsdale  ied gameplay; value, too few sion from the B E'/
Bivd., 2nd Floor,  good controls. courses, and usual sports -
Foster City, less-than-stellar  game. Just don't
CA 94404 graphics. expect more than
(800) 438-7794 a few hours of fun.
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TITLE ISSUE / PRGE CATEGORY PUBLISHER HIGHS LOWS BOTTOM LINE RATING EDITORS CHOICE
Fade to Black November ‘95 Adventure Electronic Arts,  Nice animation, Commands are A strong balance of
p. 126 1450 Fashion exciting combat; pretty complex;  battles and brain- -I
Island Bivd., adventure-style  control is choppy  teasers that should BE o
San Mateo, puzzles. on a 486. be a nice break
CA 94404 from shooters and
(415) 5711-1171 adventures.
FIFA Soccer ‘9% December ‘95 Sports Electronic Arts,  Muttiplayer/modem You'll need a If you're in the
p. 207 1450 Fashion options; brilliant  Pentium 90 or bet- market for a top- -I
Island Bivd., graphics; realis-  ter to really enjoy notch sports sim, 92 st
San Mateo, tic play; good the high resolu-  look no further.
CA 94404-2064 league and tour- tion graphics.
(415) 5711-117 nament play.
Fighter Duel January ‘9% Flight Simulation Philips Media, Outstanding two- Weak single- Modem dogfight-
p. 209 Inc. 10960 player dogfight-  player game; no  ers are in for a -I
Wilshire Bivd, ing, excellent real campaign treat, but solo 84 s
Los Angeles, frame rate on mode. players should
CA 90024 modest systems. stick to in-depth
(800) 340-7888 sims.
Foxhunt May ‘96 Adventure Capcom, Slapstick comedy Bad video; long  If you want low-
p.13 475 Oakmead, and antics make load times; little  brow entertain- 5 7’/_
Sunnyvale, the non-interac-  interaction. ment, Foxhunt will
CA 94086 tive sequences do, but if you want
(408) 774-0400 worth watching. gameplay, you'll
be disappointed.
Frankenstein February ‘9% Adventure Interplay, Looks great; the  Exploration is Folks who loved
p. 136 17922 Fitch Ave.,  sinister mood is  unnecessarily Myst might like it, 7
Irvine, CA 92714  well done. frustrating, but if you want 7 5 ~
(800) 969-4263 game's solitary  depth, you'd be
nature can get better off reading
boring. Shelley’s book.
Front Page Sports: March ‘% Sports Sierra, 3380 146th Gorgeous and Steep hardware A minor upgrade,
Football Pro "9 p. 138 Place S.E., Suite  realistic-looking  requirements; but still the -I
300, Bellevue, SVGA graphics;  few reasons to champ of football B B =
WA 98007 still the best foot- upgrade. sims.
(800) 757-7707 ball sim around.
Full Tilt Pinball March ‘9% Pinball Maxis, 2121 N. Good sound Only three differ-  As pinball simula-
p. 108 California Bivd., effects; slick ent tables; not tions go, Full Tilt oI
Walnut Creek, graphics and enough graphic Pinball is hard to B B -
CA 94596-3572 nice table design. options for some. beat, but there
(800) 336-2947 are still better
ones out there.
Fury? December '35 Action Microsoft, 3D action fans High system This is a first-rate
p- 260 1 Microsoft Way, will love the non- requirements; 3D game that -/
" Redmond, WA stop flyin’ and gameplay gets proves Microsoft B 4 e
(206) 882-8080 shootin’; excel-  old; where's the  is serious about
s lent terrain modem-play gaming.
graphics. option?
Grand Prix April "9 Sports Strategy  Spectrum An exhaustive Not enough If the subject of
Manager p. 103 HoloByte, 2490 and intriguing action for some  big-time racing -I
& Mariner Square  simulation of a gamers. interests you, B B a2
Loop, Alameda,  big-league racing you'll love GPM.
CA 94501 operation; user-
(510) 522-1164 friendly interface.
Great Naval February "9 Wargame $81, 675 Aimanor  Great graphics,  It's still a very If you're really
Battles Vol. IV p. 159 Ave., Suite 201, sound; a fascinat- complicated sim, into the subject, -I
== B Sunnyvale, ing range of his-  especially if you you'll have a 79 -
CA 94086-2901 torical might- haven't played great time chang-
(800) 601-7529 have-beens. the previous ing history.
installments.
HardBall 5 January ‘9% Sports Accolade, 5300  Excellent arcade Unrealistic It’s still weak on
p. 217 Stevens Creek play; improved replay statistics. realism, but ,
Blvd., #500, San  league play and HardBall 5's BB
Jose, CA 95129 modem options the best action
(408) 985-1700 make this the baseball game
best HardBall yet. available.
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for Over-Achievers Only!

or FAX: 410-254-0991

http:/users.aol.com.ahgames/avalon.html

The Avalon Hill Game Company, 4517 Harford Road, Baltimore, MD 21214 USA
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Step aboard AH's WOODEN
SHIPS & IRON MEN®
and take command of

the mightiest American,
British, French, and

Thwart the Fuhrer or enjoin

the THIRD REICH® in this
: essential, eagerly-awaited

WWII Grand Strategic Level

Replete with rare WWII
.. film footage for enhanced
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PC/CD ROM

1830: Railroads & Robber

Barons 3.5" IBM PC

@  FREE! General Magazine with Every Order!

Advanced Civilization

$45

PC version of the classic or CD ROM $30
Spanish warships deployed board game. AVAILABLE Fifth Fiest IBM PC $35
during the Reyoluhonary August '96. Fifth Fleet CO ROM $40
ad Naogtﬁ Eras Fifth Fieet Scenario Exp. $20
Flight Commander 2
35" IBM $35
B CDROM. 545 e e
Flight Commander 2
Mission Builder Exp
PC/MAC 35" only  $23
Kingmaker 3.5° IBM PC  $30
By means of ADVANCED J Operation Crusader
CIVILIZATION® you start at : i‘;ﬂ ‘C’Vrﬁ:‘azgfi '::;f“” PCMAC 35" or CD  $45
¥ the Dawn of History leading p squad?ons of IhegLuftwaﬁe, Over the Reich
g8 your society through the mists USAAF. and Royal Air i TC/W;C COROM 845
@ of time to the age of the civi- Force in the strateqy/rol alingra
lzed state—BO00BC to 250 BC. ot oar. | Pomacsstorco s
| combat over Germany. Third Reich PC
PC CD ROM $45

Wooden Ships & Iron Men

& background and playing _'BM_CD ROM 45
L [ESySurSp—— v % experience. Available Prices include postage
T —— 2 Sept.'96 . and handling USA only.
1BM CD ROM...$45 Canada/Mexico add $10;
Windows 95 & Macmtosh (by B|g Time Software)...$45. foreign add $10.
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From Swumte:r

2 CD’s

Strategy Game plus Historical Multimedia CD with CD quality soundtrack’

: ]

“...the only strategic-level
Civil War game worth playing.”
-Computer Gaming World

E-HE«.

wass
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PC CD-ROM

Its 1861 and the nation is divided against itself. Brother
against brother. Father against son. You stand at the brink of
one of the greatest apocalypse, the American Civil War.

Confederate or Union, history buff or strategic gaming fan,

with its great attention to detail and dead-on realism, American

Civil War is the choice for anyone ready to face the challenge of 7
refighting, and rethinking, the most devastating war in v
American history. /

Play American Civil War, From Sumter to Appomattox
- all the decisions are yours!

Strategy Game

%4 Play the entire Civil War, Union or Confederate
- or enter the war in the spring of 1862 or 1863.

B Choose from various political and military victory options.
B Recruit and organize your own Divisions, Corps, or Armies.

Bonus CD! Narrated Historical Multimedia CD

B Review the War through narrative text, interactive maps, color
graphics, and recordings.

¥ Watch exciting video clips of recent battle reenactments.

W Listen to the songbook including history and lyrics
representing famous songs of the period or play as a separate .
audio-only CD soundtrack. : :

Product Information Number 1

To order call: 1-888-546-2442 (North America only) Or 919-461-0722

N



TITLE ISSUE / PAGE CATEGORY PUBLISHER HIGHS LOWS BOTTOM LINE RATING EDITORS" CHOICE
Heroes of Might November '95 Strategy New World Remarkably Itain‘t flashy —  One of the most
and Magic p. 153 Computing, strong, simple but that doesn't  enjoyable games -
P.0. Box 4302, strategy gaming.  hurt the game- of the year. This I-
Hollywood, You won't stop play any. one will have a
CA 90078 playing! long life on your
(818) 889-5650 hard drive.
Hexen: February ‘96 First-person id Software/ Beautifully exe- Gameplay is lim- A solid action
Beyond Heretic p. 143 Shooter GT Interactive, cuted, with a ited to the mind-  game with ter- ~
v 16 East 40th St. wide variety of less slaughter. rific fantasy trap- /-
New York, weapons and non- Not many secrets pings, but ulti-
NY 10016 stop action. Many  or puzzles. mately familiar
(800) 434-2637 novel twists. gameplay.
May ‘96 Action Trimark Inter- Gorgeous visuals Thin gameplay, Pretty to look at,
p.133 active, 2644 30th  and lots of but- rail-shooter occasionally fun, -
St, Santa ton-pushing design restricts  but ultimately /—
Monica, CA 90405 action. interaction. repetitive.
(310) 310-2000
Hooves April ‘9% Sports MicroLeague, Exhaustive simu- Not enough If the subject of
of Thunder p.129 750 Dawson Dr.,  lation of a horse  action forsome  world-class -/
Newark, racing operation. gamers; better horse racing BE ]
DE 19713 sound effects interests you,
(717) 872-6576 would help the you'll love this
track ambiance. game.
Hyper 3-D Pinball April '9%6 Pinball Virgin Interactive
p. 138 Ent., 18061 Photo-realistic Steep system If you're a pinball -I
Fitch Ave., Irvine, graphics; fantas- requirements; 3D  fan with a fast 9 D =
CA 92714 tic sound; plenty  perspective takes computer, this
(714) 833-8710 of great tables. getting used to.  one’s a keeper.
| Have No Mouth, January ‘9% Adventure CyberDreams, Narrative ele- Extremely grim An intriguing
and | Must Scream p. 218 23586 Calabasas  ments that go subject matter adult game that -I
L Rd., Ste 102, deeper than any  means the game  definitely B 7 >
‘ Calab previous adven-  isn't exactly fun.  won't be every-
CA 91302 ture game. one's cup of
(818) 223-99%0 entertainment.
In the December '35 Adventure Broderbund, A great idea; It would be more A quality game. If
First Degree p. 255 500 Redwood quality video seg- fun if there were  you don’t mind -I
Blvd., Novato, ments; good act-  other cases; slow lots of video clips B E e
CA 94948 ing and story line. access times; and some repeti-
(800) 521-6263 excessive sit-and- tion, you'll like it.
watch segments.
IndyCar Racing Il February ‘96 Sports Papyrus, Stunning graph-  You'll still need a Racing simula-
p. 127 1 Arsenal ics and sound; fast Pentium to tions don’t get -I
Marketplace, very detailed car enjoy the SVGA  any better than 9 5 -
Watertown, physics. The graphics mode. this.
MA 02172 replay mode is
(617) 926-7575 really excellent.
Jack the Ripper April ‘9 Strategy GameTek Inc., Good, traditional, May seem hum-  Nothin’ fancy, but
p. 133 2999 N.E. 191st Sherlock drum to players a solid addition -/
St., Suite 500, Holmesian detec- weaned on high- to the ever-grow- 78 e
Aventura, tive game. velocity, graphics ing Ripper canon.
FL 33180 intensive adven-
(305) 935-3995 ture games.
March ‘96 Puzzle Spectrum Interesting con-  The 3D interface  More fun than
p. 108 HoloByte, 2490 cept that mixes  is awkward; the  Under Pressure -/
Mariner Square  chess-style no-frills manual  or Endorfun, but B 5 £~
Loop, Alameda, thinking with and lack of fea- it's not Tetris.
CA 94501 arcade reflexes. tures make this a
(800) 695-4263 pretty slim game.
Last Bounty November ‘95 Arcade American Laser  Fun arcade Some scenes are |f you're a fan of
Hunter, The p. 145 Games Inc., 4801  action, plenty of  ridiculously diffi- ~ALG shooters, -/
Lincoln Road NE, challenge, and cult; the acting or looking for 72 >
Albuquerque, lots of bad guys  occasionally gets some mindless
NM 87109 to shoot. too cheesy. arcade action,
(800) 880-1718 check it out.
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Last Dynasty, The November ‘95  Action/Adventure Sierra, 3380 146th It tries really, Play is confusing, The story is just a
p. 162 Place SE, Suite  really hard to do  uneventful; mess; the action -I
300, Bellevue, something differ- sound, video are  is nothing spe- Bﬂ e
WA 98007 ent and stylish. below par. cial; and the
(800) 757-7707 adventure game
is a muddle.
Lion March ‘9% Action Strategy  Sanctuary Another fine and There's stillnot  As Doom llis to
p. 129 Woods, 1825 S. intriguing simula- much to do Doom, Lion is to -I
Grant St., San tion of predators  between meals. Wolf. It's more of B B o
Mateo, CA 94402  in the wild. the same, but well
(415) 286-6000 worth playing.
Lords of Midnight February ‘9% Adventure Domark, 1900 Lords of Midnight Bad sound, bad  An absolute
p. 132 South Norfolk St., does have an graphics, bad mess. -/
Ste. 110, San interesting idea  interface, impen- 4“ ¥
Mateo, CA 94403  or two. etrable game-
(415) 513-8929 play.
Magic Carpet 2 December '95 Action Electronic Arts, A great game Some of the visual More of what you
p.217 1450 Fashion made better with effects get tire- liked in the origi- -I
Island Bivd., new visual some. The game  nal — and then B B =
San Mateo, effects and loads doesn'tforgeas  some.
CA 94404-2064 of new spells. much new ground
(415) 571-111 as it might have,
Martian February ‘96 Adventure Simon & Schuster The Ray Bradbury Stunningly bor- A tragic waste of
Chronicles, The p- 160 Interactive, 175 interviews are ing, cliched, life-  brilliant source -I
o Fifth Ave,, Suite interesting and less, and bland.  material. 49 ”
2122, New York,  provide some
NY 10010 appeal.
(970) 339-7137
Millennia: January ‘9% Strategy Take 2 Innovative Sense of frustra- A refreshingly
Altered Destinies p. 225 | ti pproach com- tion over how to different type of /
1004 Ligonier St,  bining time- deal with prob- narrative sci- B B
Latrobe, PA 15650 travel, strategy,  lems. Awkward onco-fichon
(412) 539-3077 and narrative and unnecessary  gam
elements. combat sequences.
February "9 Adventure Legend Ent, P.0.  Fine graphics and Inadequate online A mature and
p. 155 Box 10810, 14200  sound, silky help, too much thought-provok- -/
Park Meadow Dr., interface, good corridor-prowling  ing adventure 8 5 >
Chantilly, acting, excep- between intense  that plays the
VA 22021 tional script. sequences, anti-  way a good sci-fi
(703) 222-8500 climatic ending.  novel reads.
December 95 Strategy Virgin Interactive Super smooth Itis, after all, still We bet that even
CD-ROM p. 215 Ent., 18061 Fitch  animations, a board game Monopoly-haters
Ave., Irvine, Internet play, conversion, and  will be charmed
CA 92714 slick interface so ultimately has by this clever
(714) 833-9710 and plenty of a flat feel. and well-exe-
options. cuted game.
Mordor November ‘95 Roleplaying TDA, 720 132nd Pilenty of stats- Almost no graph-  This is a dungeon
p. 150 St. SW, Suite 202, heavy roleplaying ics or sound to crawl from the -/
Everett, WA 98204 for gamers who  speak of; very old school, but tt's E B -
miss the classics. little gameplay worth a look from
apart from the uninitiated.
combat.
Navy Strike February '9% Flight Simulation Empire Interactive, Good graphics, Bewildering key- With its emphasis
p. 119 4 Professional campaign mode  strokes, menus;  on fun air combat -/
Drive., Ste 123, adds new dimen- unrealistic flight and the intriguing B U -
Gaithersburg, sion. models. Command Module,
MD 20879 it's a good intro-
(301) 216-9707 ductory sim.
NBA Live 9% May ‘9% Sports Electronic Arts,  Adds expansion Tricky to find a A great simula-
p.97 1450 Fashion teams, a player- good camera tion that can be
Island Blvd., creation feature,  angle; steep hard- enjoyed on a
San Mateo, on-the-fly play- ware require- variety of levels.
CA 94404 calling, and multi- ments.
(415) 5711-117 ple camera angles.
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REACH OUT AND s

TORCH

FA-18 HOBNET

The hottest flight simulator game is now torching up your Windows®
95 PC. It's F/A-18 Hornet. With incredible 3-D graphics and realistic

instrumentation, it'll push you to the outer limits then bring you

screaming back to earth. In fact, F/A-18 Hornet closely simulates the

Navy's own attack-fighter aircraft. There's 28 different Persian Gulf

combat missions fo fest your skills — where you can blow up

everything from ammunition depots using the M61 Vulcan cannon to SIMULATIONS
( O R P O R AT !

;¥ "ot MiG fighters with an AIM9 Sidewinder. So pick up the award winning
: - www.graphsim.com/graphsim
« + » a.o.oam F/A-18 Hornet today. It's the best way fo get close to someone.
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Need for Speed November '95 Arcade Racing  Electronic Arts,  Great hi-res Limited number  If you've been look-
p. 112 1450 Fashion graphics; cool of tracks; no ing for an action -l
Island Bivd., videos of the crashes; the sin-  game with the right 84 2
San Mateo, cars. gle-player mode  mix of realism and
CA 94404 gets old. arcade gameplay,
(415) 571-7171 look no further.
NFL Quarterback May ‘96 Sports Acclaim Unprecedented  Lack of trades or  The best action-
Club "96 p. 112 Entertainment, degree of control  a draft; simula- oriented football
—~ 1 Acclaim Plaza, on the field; great tions of historic  sim yet.
Glen Cove, animations; an games only sup-
NY 11542-2777 extensive play-  port one player.
(516) 656-5000 book.
NHL ‘9% December ‘95 Sports Electronic Arts,  Knockout graph-  Some camera If you love
p. 27 1450 Fashion ics; thrilling sound angles don‘t give hockey or sports 7
Island Bivd., effects; modem the optimum view games in general, 9“ =
San Mateo, options and the of the rink; steep  be sure and add
CA 94404-2064 best hockey system require-  this one to your
(415) 5711- 1171 action around. ments. collection.
0ld Time February ‘9% Sports Stormfront Beautiful graph-  Afew bugs and A couple of
Baseball p. 139 Studios, ics, especially some question- errors keep this I
P.0. Box 11686, the stadiums. able statistical from being a per- BE 2
San Rafael, results. fect game.
CA 94912
(800) 245-4525
Panthers December ‘95 Wargame HPS Simulations, Unexcelled real- Drab graphics, Overwhelming
in the Shadows p. 265 P.0. Box 3245, ism and detail. A wretched sound  for casual 7
Santa Clara, serious tool for effects; demands wargamers; hard- 78 =
CA 95055-2345 study and a for-  a high level of core gamers will
(408) 554-8381 midable game. commitment. love its complex-
ities.
Panzer Dragoon Action Sega of America, Great looking Graphics get If you've already
May '9%6 255 Shoreline Dr., graphics (ata blocky at close got the Edge 3D, -I
p. 114 Redwood City, distance); more  range; frustrating Panzer Dragoon 7“ =
CA 94065 interactionthan  delays on all but  is a good addition
(800) USA-SEGA  most rail-shooter the fastest PCs.  to the lineup.
games.
May ‘9% Sports Bethesda Great bowling Lack of multi- PBA is a one-of-
p. 125 Softworks, 15235  action; intuitive  player options or  a-kind sim, and -l
Shady Grove Rd., interface, nice computerized great fun for 7 n =
Ste. 100, Rockville, graphics. opponents. bowling fans —
MD 20850 but you may tire
(301) 926-8300 of the solo action.
PGA Tour '9% December ‘95 Sports Electronic Arts Spectacular You'll need a If you love the
p. 241 1450 Fashion graphics, sound,  Pentium to over- game of golf, this 1
Island Blvd., gameplay. Good  come the slow load is a duffer's 9 n o
San Mateo, difficulty levels.  times. More delight.
CA 94403-7578 courses would be a
(800) 245-4525 welcome addition.
Phantasmagoria November ‘95 Adventure Sierra, 3380 146th Amazing graph-  Generally poor Phantasmagoria
p- 156 Place S.E., Suite  ics, a genuinely  acting, a little too proves that a full- -I
300, Bellevue, suspenseful end- easy for veteran  motion video B B =
WA 98007 ing, and a cat adventurers. extravaganza can
(800) 757-7707 named Spazz. be a good game.
Pinball lllusions January "9 Pinball 21st Century New display Can’t change If pinball is your
p.21 Entertainment options, great display options thing, you can't -I
Inc., P.0. Box pinball action during gameplay; go wrong with B 7 =
415 Webster, and controls; four tables may  Pinball lllusions.
NY 14580 authentic sights  not be enough
(716) 872-1200 and sounds. for some.
Pitfall: The November ‘95 Arcade Activision, A solid arcade Jerky animation A promising first
Mayan Adventure p. 136 11601 Wilshire game that runs on slower outing for -/
Blvd., Suite 1000, well under machines; there ~ Windows 95 7 5 -
Los Angeles, Windows 95. are simply better arcade games.
CA 90025 games in this
(310) 473-9200 genre.
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TITLE ISSUE / PAGE CATEGORY PUBLISHER HIGHS LOWS BOTTOM LINE RATING EDITORS" CHOICE
Police Quest: March ‘9% Adventure Sierra, 3380 146th  Good graphics, Finishing a given  The emphasis on
SWAT. p. 100 Place S.E., Suite  interface; the scenario is tough. procedure brings -I
300, Bellevue, ability to choose an intriguing idea 70 ?
WA 98007 multiple careers. to a halt Only
(800) 757-7707 wannabe police
officers need apply.
Primal Rage December 95 Fighting Time Warner Killer graphics, ani-  You need 16MB If you like fight-
p. 281 Interactive, mation, soundtrack: RAMand a48666  ing games, buy 907
674 Sycamore Dr., enough hidden to see game atits  this one. =
Milpitas, moves and goodies  best pulling off
CA 95035-0782 to satisfy hard-core some of the special
(408) 433-3999 arcade fans. moves is tough.
Prisoner of Ice November ‘95 Adventure IsMotion, 1333 A good mix of Poor voice-act- A quirky adven-
p. 120 Ocean Ave,, Suite challenging ing; timed puzzles ture game -/
J, Santa Monica, puzzles; some are unnecessar-  that's only for the 73 X
CA 90401 of the cinematic  ily frustrating. die-hard
(310) 576-1888 sequences Lovecraft fan.
are nice.
Psychic April ‘9% Adventure Electronic Arts,  This is an effec-  With its repeti- As PC games go,
Detective p. 113 1450 Fashion tive interactive tive nature and Psychic -/
Island Blvd, San  movie, with good low interactivity  Detective is one 7 7 &
Mateo, CA 94402  acting and an quotient, it's not  heck of a movie.
(415) 571-111 intriguing plot. much of a game.
Quarterback March ‘9% Arcade Sports  Digital Pictures, Decentvideo and It doesn't take QBA provides a
Attack p. 104 1825 South Grant  a straightforward long to start see- few kicks, but the -/
St,, San Mateo, interface; learning ing the same video-based for- B D 7
CA 94402 to play provides a clips over and mat kills any
(415) 345-5300 challenge. over; things get  replay value.
old fast.
Puzzle Spectrum A good no- Useless story If you're looking
HoloByte, 2490 brainer; surpris-  line; gameplay for a good game -/
Mariner Square  ingly addictive;  challenging only for young kids, or 73 ¥
Loop, Alameda,  cute little pieces to young players; a brainless time-
CA 94501 will amuse there’s nothing killer for yourself,
(800) 695-4263 youngsters. new here. pick up a copy.
Rebel Assault Il February ‘96 Action LucasArts, P.0. Great cutscenes, Almost no inter-  If you want Star
p.131 Box 10307, San sound-track, active fun; ridicu- Wars, get X-Wing -/
Rafael, CA 94912 effects; entertain- lously short or TIE Fighter. B 5 =
(800) 782-7927 ing story. gameplay. This isn‘t even a
challenging
arcade game.
Return of Arcade May ‘% Arcade Microsoft, Dead-on repre-  Four classics just If you just want a
p. 119 1 Microsoft Way, sentations of aren't enough; quick break in I
Redmond, classic arcade these games between printing E 9 >
WA 98052-6399 games, don'tstandupto  spreadsheets,
(206) 637-9309 today’s best ROA s great.
titles.
Riddle of December ‘95 Adventure Sanctuary Great graphics, No real deviation If you love
Master Lu, The p. 244 Woods, 1825S.  great puzzles, and from standard graphic adven- -/
Grant Street, a fantastic story  graphic adven- ture, you'll find 9] =
San Mateo, that most gamers  ture format. your heart's
CA 94402 will love to spend desire here.
(800) 943-3664 time with.
Ripper May ‘% Adventure Take 2 Great graphics,a Puzzlescanbetoo I you've got tons of
p. 109 Interactive, challenging vari- tough; a lotof over- patience and love -/
1004 Ligonier St,, ety of puzzles, acting, evenfrom  tough puzzles, you 72 4
Latrobe, and a simple the professionals; it might have fun.
PA 15650 interface. takes forever to get Just be sure to pick
(412) 472-2000 around. up a hint book.
March ‘9% Action GameTek, Superior graph-  Vehicle control  Mile-a-minute
p.133 2999 Northeast  ics and sound can be awkward; action with a -/
191st St., Suite plus a great story too many mis- snot-nosed atti- 89 ot
500, Aventura, line setthisone  sions end to tude (1 like it!).
FL 33180 apart from the early; inaccurate
(305) 935-3995 crowd. manual.
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INDEX

COMPANY PHONE # INTERNET ADDRESS PRODUCT INFO #
21st Century Entertainment 716) 872-1200 http://www.21stcent.com 154 80

20th Century Fox Home Ent. 310) 369-3900 http://www.foxhome.com 108 81
Access Software 800) 800-4880 http://www.accesssoftware.com 22-23 82
Accolade 800) 245-7744 http://www.accolade.com 38-39, 103 83,84
Act Soft Inc. 800) 560-6234 — 187,191 85, 86
Action Software 800) 833-3494 - 191 87
Activision 800) 477-3650 http://www.activision.com 28-29, 66 88, 89
AKS Acoustics 800) 213-5119 http://www.aksa.com 186 90
Altec Lansing 800) 648-6663 http://www.altecmm.com 21 91
Amplicom Computers 800) 396-8772 http//ourworld.compuserve.comyhomepages/amplicom| 187 92

Art Institute of Pittsburgh 800) 275-2470 — 186 93
Avalon Hill 800) 999-3222 CompuServe: GO GAMEPUB 169 94

B & G American Dream Corp. 800) 276-3973 — 187 96
Blizzard Entertainment (800) 953-SNOW http://www.blizzard.com 89, 112-113 97,98
BlueSky Entertainment, Inc. (310) 306-0683 http://www.loop.com/~bluesky 174 99
Bungie Software 312) 563-6200 http://www.bungie.com 14 100
CD-ROM Access 800) 959-5260 — 186 101

CH Products 619) 598-2518 http://www.chproducts.com 140 102
Chips & Bits 800) 699-4263 — 148-149 103
Computer Express 800) 228-7449 http://cexpress.com 126-127 —
Creative Labs 800) 998-5227 http://www.creativelabs.com 0BC 104
Domark Software 415) 513-8929 http://www.domark.com 80-81 105
Eiger Labs 800) OK-EIGER http://www.eigerlabs.com 99 106
Electronic Arts 800) 245-4525 http://www.ea.com 95 107
EMC Marketing 800) 592-0700 — 188 108
Epic Mega Games 800) 972-7434 http://www.epicgames.com 24 =
FormGen 800) 263-2390 http://www.apogee/.com 6-7, 119 109, 110
Game Doctor, The 800) 558-6674 http://www.tcel.com/~gdoc 121 111
Gametek 800) GAMETEK — 79,117,132, 162 112,113, 114, 115
Goldtree Enterprises 800) 746-3772 http://www.goldtree.com 185 116
Graphic Simulations 800) 580-4725 http://www.graphics.com/graphics 173 117
Grolier Interactive 800) 285-4534 http://www.grolier.com 65, 114, 146 —

GT Interactive 800) 305-3390 http://www.gtinteractive.com 153 118
Hayes Microcomputer 770) 840-9200 http://www.hayes.com 51 119
nteractive Creations 817) 424-5638 http://www.icigames.com 12 120
nteractive Magic 919) 461-0948 http://www.imagicgames.com 69, 120, 170 121,122,123
nterplay 800) 969-GAME http://www.interplay.com 21,72 124, 125
Konicom Computers 800) 811-1181 — 188, 191 126, 127
Legend/Random Soft - — 104 128
Looking Glass Technologies 617) 441-6333 http://www.Iglass.com 123 129
LucasArts 800) 969-4263 http://www.lucasarts.com 33-34 130
Media One - — 188 131
Microforum 800) 465-CDCD http://www.microforum.com 165 132
MicroProse 800) 879-PLAY http://www.microprose.com 18-19, 111, 166 133, 134, 135
Microsoft 800) 429-9400 http://www.microsoft.com 42-43, 70-71 — —
MPath — http://www.mplayer.com 100 136
NEC 800) NEC-INFO http://www.nec.com 4-5 137
Origin Systems 800) 245-4525 http://www.ea.com/origin.html 53-55, 84-85 138, 139
Pandemonium - http://gods@pandemonium.com 181 140
Philips Interactive Media 800) 340-7888 — 92 141
Playmates Interactive Ent. 714) 562-1743 http://www.playmatestoys.com/ 17, 48-49, 61 142, 143, 144
Power House Ent. 214) 233-5400 — 96 145
Psygnosis (Sony) 800) 138-7794 http://www.sony.com 124 146
R&G Games 800) 525-4263 — 188 147
Sierra On-Line 800) 757-7707 http://www.sierra.com 11, 46, 62, 157 148, 149, 150, 151
Simon & Schuster Interactive 800) 910-0099 http://www.ssitrek.com 86, 135 152, 153
Spectrum HoloByte 800) 695-GAME http://www.holobyte.com 76 154
SSI-Strategic Simulations, Inc. 800) 601-PLAY http://www.ssionline.com 101, 161 155, 156
Stargate Software 800) 560-5449 — 191 157
Stereo Graphics 800) SIM-EYES http://www.stereographics.com 158 158
TalonSoft 800) 211-6504 http://www.talonsof.com 142,178 159, 160
Ubisoft 800) UBI-SOFT http://www.ubisoft.com 129 161
United CD-ROM 800) UNITED-4 http://www.unitedcdrom.com 189 162
Velocity Development Corp. 415) 776-8000 — 136 163
Vertronix 800) 478-0217 - 182 164

Vic Tokai 310) 326-8880 http://www.victokai.com 139 165
Virgin Interactive Ent. 800) 874-4607 http://www.vie.com IFC-1, 13, 15, 56-57 166, 167, 168, 169
Virtual i-0 800) 646-3759 http://www.vio.com IBC 170
Boot (800) 706-9500 — 190

NEXT Generation (800) 706-9500 http://www.next-generation.com 131

PC Gamer Customer Service | (415) 468-4689 subscribe@imagine-inc.com “PC Gamer” 145
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¥ TalonSoft has achiev
something remarkable!
Bill Trotter-PC Gamer

¥ TalonSoft blows up
traditional war games!/
/| Grant Willis-The Army Times
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Call us at 410-933-9191 and 800-211-6504 (orders only please) or contact us online at http://www.talonsoft.com

TalonSoft Inc. P.O. Box 632 Forest Hill, MD 21050
Product Information Number 160



CATEGORY PUBLISHER HIGHS LOWS BOTTOM LINE RATING EDITORS" CHOICE
Byron Preiss Straight-forward  Sometimes slow;  An original and
Adventure Multimedia Co.,  and intensely no way to skip entertaining 1
24 West 25th St,  atmospheric; conversations or  adventure, but B E =
NY, NY 10010 wall-to-wall animations you've not for puzzle
(212) 989-6252 sound. already seen. fanatics.
ROTTK IV: May "% Strategy Koei Corp., 1350  The best graphics Confusing inter-  Koei should have
Wall of Fire p-143 0ld Bayshore yet in the series; face; sad air of stopped while -l
Hwy, Suite 540, sieges are beau- ennui hangs over they were ahead; BU »
Burlingame, tifully rendered.  the whole thing.  this new version
CA 94010 adds no luster to
(415) 348-0500 a classic series.
Screamer April '9%6 Arcade Racing  Virgin, Fast-paced action  There's little If you just want
p.- 121 18061 Fitch Ave., that never gets realism, few cus- to drive fast and -/
Irvine, CA92714  bogged down; tom options, and  not worry about BZ =
(714) 833-8710 rocketingaround  no modem play;  the details, this is
the gorgeous SVGA some veterans for you.
tracks is a blast. may find it easy.
April 96 Adventure Legend Ent, Sharp, hi-res Frustrating com-  Fans of the books
p. 125 P.0. Box 10810, graphics; afew  batinterface, far won't like the -/
14200 Park challenging puz- too many easy simplified story, 72 5
Meadow Dr., zles; solid inter-  puzzles. and gamers will
Chantilly, VA 22021 face and inven- find it too easy.
(703) 222-8500 tory system.
Shivers March '9%6 Adventure Sierra, 3380 146th  Stunning graph-  Doesn't deliver Puzzle fans who
p. 118 Place S.E, Suite  ics; good sound;  any real horror;  enjoyed Myst -/
300, Bell well ived lots of backtrack- have a new one 84 i
WA 98007 plot; a good vari- ing; not much to add to their
(800) 757-7707 ety of puzzles. character inter-  collection.
action.
Strategy Sigma Realmagic  Excellent vidleo ~ Wafer-thin game A surprisingly
Interactive, 46501  (with MPEG hard- elements and entertaining -I
Landing Parkway, ware), acting, very little game, despite its 7 5 -
Fremont, CA94538  and writing make replayability. lack of sub-
(800) 494-8848 drama work well. stance.
Simisle January ‘9% Strategy Maxis, 2 Theatre  Challenging mix  Graphics and If you're a fan
p.199 Square, Orinda,  of economic and  animations are of Maxis sims, -/
CA 94563-335 environmental dated:; not this is worth BE =
(510) 254-9700 concerns. enough actionto  adding to your
keep the game collection.
engaging.
Skins Game December ‘95 Wargame Interplay, 17922  Simple interface; Limited perspec-  Unless you
at Bighorn, The p. 225 Fitch Ave., Irvine, decent sound tives; incredibly  demand unrealis- -/
CA 92714 effects. easy to shoot low tic scores from 4 5 »
(800) 969-GAME scores. your golf games,
don’t bother with
The Skins Game.
Solitaire Deluxe December ‘95 Card Game Interplay 17922 It's an easy-to- If you've never If you want to
for Windows p. 243 Fitch Ave., Irvine, use adaptionof  cared for soli- play a whole -/
CA 92714 the classic card taire, there's slew of varia- 7 5 .
(800) 969-GAME  game. nothing here tions on solitaire,
that'll change this is for you.
your mind.
Space Bucks May ‘9% Strategy Sierra, 3380 146th Good concept; Economics model Sim fans who
p. 126 Place S.E., Suite  clean, high-res  too basic for seri- demand detail, -I
300, Bellevue, graphics. ous fans; puzzling customizable 5 9 s
WA 98007 interface takes options, and realis-
(800) 757-7707 getting used to.  tic economics will
be disappointed.
Star Rangers January ‘9% Space Combat  Interactive An exciting mix  The linear nature of  If you're into
p. 176 Magic, P.0. Box  of strategy and the campaign game space-combat -/
13491 Research  combat keeps robs the game of games, check B 5 -
Triangle Park, things cooking.  realism, as does the this one out.
NC 27709 lack of character
(800) 789-1534 development.
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TITLE ISSUE / PAGE CATEGORY PUBLISHER HIGHS LOWS BOTTOM LINE RATING
Steel Panthers December ‘95 Wargame $8I, 675 Almanor  Beautiful to Inadequate man-  One of the best
p. 257 Ave., Suite 201, behold, easy to ual; artillery sup- tactical-level ./
Sunnyvale, learn, and full of portsystem can  wargames ever -
CA 94086-2901 drama. be a little tricky  designed for the 9“
(408) 737-6800 to master. PC.
Stonekeep February '9%6 Roleplaying Interplay, 17922  Fantastic sound  It's just not fun in  It's certainly not
p. 147 Fitch Ave., Irvine, effects, nice the long term, the best RPG out o
CA 92714 graphics, intu- and the graphics  there, but if you're 7 7 I‘
(800) 969-4263 itive and simple  and sound can't  a roleplaying
interface. carry it. fanatic, it might be
worth your while.
Su-27 Flanker February '96 Flight Simulation SSI, 675 Almanor  Dynamic flight Bugs, confusing  If SSI does the
p- 163 Ave., Suite 201, model, excellent interface, zero proper patches -
Sunnyvale, missions and mis- chrome. for it, Su-27 might 7 I—
CA 94086-2901 sion builder, chal- just be the next
(800) 601-7529 lenging oppo- classic air com-
nents, deep play. bat sim.
February "9 First-person Capstone, 501 Sharp, living Unsophisticated  It's a fun game to
p. 151 Shooter Brickell Key game world with combat, inaccu-  play on a high- -I
Drive, 6th Floor,  moving vehicles  rate manual, end machine (at 74 52
Miami, FL33131  and innocent tedious searches, least for a little
{305) 373-7700 civilians. and flat special  while), but it's no
effects. Doomr-killer.
Tempest 2000 April ‘9% Arcade Atari Interactive, It's still Tempest The graphics are  If you're looking
p. 138 1196 Borregas — a classic. dated, and it's no  for something to -I
Ave., Sunnyvale, fun to control. take Tempest to 59 A
CA 94089 the next level,
3 (800) 462-8274 keep waiting.
Terminator: April 9% First-person Bethesda Lots of action and Occasionally A solid action
Future Shock p.99 Shooter Softworks, 1370 a large environ-  clumsy controls  game with sharp -I
Piccard Dr., ment to explore;  when driving. graphics and an 8 4 =
Rockville, killer sound Poor automap- exciting and
MD 20850 effects. ping. No multi- familiar world that
(301) 926-8300 player mode. gamers will love.
Terra Nova: Strike May ‘9% Action Adventure Looking Glass Multi-faceted Occasionally If you've got a
Force Centauri p. 104 Technologies, 100 gameplay, slick  chunky graphics; thirst for first-
Cambridge Park interface, and some missions person combat in
Dr., Cambridge, built-in mission  are extremely a different vein,
MA 02140 builder. tough. Terra Nova really
(617) 441-6333 delivers.
April ‘9% Arcade Sierra, 3380 146th Good weapons Slow graphics, If you're a side-
p- 115 Place SE, Suite variety; network  lackluster game- scrolling fan, -/
300, Bellevue, and multi-player  play, confusing stick to 5 5 st
WA 98007 options. multiple win- Earthworm Jim or
(800) 757-7707 dows. Pitfall.
This Means War! April "9 Strategy MicroProse Some of the Manual omits Go buy yourself a
p. 142 Software, Inc., explosion graph- necessary infor-  copy of Command ./
180 Lakefront Dr.,, ics are kinda mation; interface & Conquer 49 2
Hunt Valley, neat... is a muddle, instead. You'll
MD 21030-22454 graphics are thank us.
(401) 771-1151 primitive.
Thunderscape November ‘95 Roleplaying  SSI, 675 Almanor A new, innova-  Sound and graph- A fresh approach
p. 146 Ave, Suite 201,  tive design with  ics could have and a good start to -/
Sunnyvale, engaging game-  used a little more  SSI's new line. 84 =
S CA 94086 play. polish. With the shortage
%\ (408) 737-6800 of good RPGs, don't
pass this one up.
Title Fight Pro February ‘96 Sports Comp-U-Sports,  Lots of boxers; Canned commen- A realistic and
Boxing for Windows p. 135 317 Stewart St,  historically accu- tary seems ran-  comprehensive -/
Saltsburg, rate; runs on just  dom and often sim for boxing 79 e
PA 15681 about any PC. inappropriate. fans who can live
(412) 845-7843 without flashy
graphics.
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You have the POWER. In this contest you don't rely on the luck-of-the
draw. You determine if you win or not. You win by outscoring others in a game of
skill. Can you solve the puzzle below? Then you have what it takes. It looks simple,
but it's only the start. Each of five more puzzles gets a little harder. But this time it's
all up to you. Stay in to the end with the highest score and the gear is yours.
With whatever options you want. Do you have what it takes? Then play to win!

Computer Contest. Win a blazing fast computer with Pentium 166 Mhz
processor, 16 meg. ram, 1.2 Gig. hard drive, c%-ROM, 17" monitor, modem and more!
Video Game Contest. Play on the hi-tech cutting edge with this line-up:
Sony Playstation; Sega Saturn; Virtual BOE 3D0; and Atari Jaguar. Get all five or
trade the ones you don’t want for CASH! Bonus options include: 33 inch monitor,
$1,000 in games, cash, accessories and more!

SONny

5 N
'alemis | PlayStajg

Contest. The Ultimate Gaming Environment, 40 inch monitor,
130 watt receiver w/ Dolby Pro Logic Surround Sound, and all components shown.
Win DSS Satellite Receiver as a BONUS OPTION! This rig will blow you away!!

We're talkin' GAMING HEAVEN!

Directions. Fill in the Mystery Word Grid with wordwoinﬂ across that spell
out the Mystery Word down the side. Hint: use the Mystery Word Clue.

In the future. There will be four more puzzles at $2.00 each and one tie-
breaker at $1.00 which will be sent to you by mail. You will have 3 weeks to solve
each puzzle. We don't know how many wi plgn but tygq'?lly 55% will have the
highest score possible score to Phase |, 43% to I, 36% to Phase Ill, and 32%
to Phase IV. The tie-breaker determines the winner. If players are still tied they will
split the value of the grand prize they are playing for.

ENTER ) DL ER El
= "\ "
HEEEN ) (53.00) Computer Co
yStery immrm 3 S s S
! 1 ($3.00 B g GO
Word IBEBIEIA ~ ($5.00) SPECIA wEtih
i : o
URL L
v |e:- ) [ | I @
» »e » . s T ~
AU u'; I 1 J
o DR PRO UNEAPC 1
() P ) o PR DREA O) 0ID PROHIBITED DEAD PO DB DED
A OR . Only o ity por pers oss of Pandemo and . Judges do ©fina
Ope £ o d0 3l R 0
MYSTER) ORD CLL 04 A are trade
URLD ER AND o .A t
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SPRING SPECIALS!!!
Crusader: No Remorse,
DaggerFall, Rebel Assault 2

Any ONE title above for $38 Limited Quantities!!
29 SHIPPING on Pre-orders!!!

w/any ¢
\v/wzr $1

Tabloid Beauties.
Tokyo Night Liv
Up & Down Love...

L'elisir D'amore anime..
Luscious Lips... What's Your Name.
Over 18 yrs. of age please!
and Many More!!! We have
thousands of Games & Adult ttles
in stock!! Call for other titles!! We
build systems to0 your configuration!




ISSUE / PAGE

CATEGORY PUBLISHER

HIGHS

LOWS

BOTTOM LINE RATING

Top Gun: May ‘9% Flight Simulation Spectrum Nice full-motion  Steep hardware A gentle intro-
Fire at Will p. 101 HoloByte, 2490 videos; slick tuto- requirements; duction to flight -/
Mariner Square  rial missions; pixelicious terrain  sims that can still B 7 =
Loop, Alameda,  novice-friendly  graphics. provide some
CA 94501 manual. punch for veteran
(510) 522-1164 flight jocks.
April ‘9 Adventure Sierra, 3380 146th Wonderful graph- Only a few tough  It's great if you're
p. 116 Place SE, Suite ics; simple con-  puzzles. looking for a -/
300, Bellevue, trol; hint button Seasoned players game to share 79 =
WA 98007 for tough puzzles. will finish it with your kid, but
(800) 757-7707 quickly. not for experi-
enced gamers.
Total Distortion March ‘96 Adventure Pop Rocket, Nice graphics, Some long load-  Total Distortion is
p. 130 1320 7th Ave., outstanding ing time; bizarre  an entertaining -/
San Francisco, sound, and an off- premise and and unusual Bn b
CA 94122 beat sense of humor won't rock-and-roll
(415) 731-9112 humor. appeal to every-  adventure.
one.
Touché April ‘9% Adventure U.S. Gold, 303 Nice graphics, Long-winded dia- Touché is a satis-
p. 119 Sacramento St,  good voice-act-  log, a few fying adventure -I
San Francisco, ing, and a humor- obscure puzzles, game that doesn't 7 7 o2
CA9IMN ous story line. and a finicky take itself too
(415) 693-2097 interface. seriously.
April ‘9% Puzzle Virgin Interactive Good variety and  Replay value TriTrystis a fun
p.134 Ent, 18061 Fitch  challenging puz- depends on what little puzzle game -I
Ave., Irvine, zle gameplay. you want; puzzle  that's every bit as B 3 *
CA 92114 games just don't  addictive as
(714) 833-8710 have a lot of Tetris.
depth.
Trophy Bass February ‘9% Sports Sierra, 3380 146th  Great graphics,  The odd, A great simula-
p.123 S.E., Suite 300, plenty of options, “omnipotent fish- tion, and a hell of -I
Bellevue, and good fish Al.  erman” perspec- a lot of fun. 9 u ~
WA 98007 tive isn't very
(800) 757-7707 realistic.
TV Guide Multimedia April "% Puzzle InterMedia, 3624 170 crosswords;  Confusing clues;  If you want to do
Crosswords p.134 Market St., Suite  handy hint fea- lack of difficulty  a good cross- -/
: 302, Philadelphia, tures. levels; pooruse  word puzzle, why 5 3 s
8 ann PA 19104 of multimedia; lit- not pick up a
5 (215) 387-0448 tle challenge. newspaper?
Ultimate March ‘9% Sports Grolier Electronic  Unique golfer Not enough fea-  An interesting
Challenge Golf p.137 Publishing, profiles and great tures to make it  new take on golf -I
90 Sherman graphics. competitive; simulations, but 78 =
Turnpike, looong load one that needs
Danbury, CT 06816 times. more to make it
(203) 797-3530 work.
November ‘95 Sports MicroProse Modem play; Dated-looking Perhaps the most
p. 166 Software, 180 fairly low hard-  menus; it's too complete pack- -/
Lakefront Dr., ware require- easyto beatthe  age among foot- 84 3
Hunt Valley, ments. computer coach.  ball sims. You
MD 21010 won't be disap-
(410) 771-1151 pointed.
December "95 Puzzle Starhill Intriguing puz- Slow and Only high-end
p.219 Productions, zles, super graph- unwieldy, unless Windows 95 -/
139 Townsend St., ics. you have some users who love B 8 =
San Francisco, considerable puzzles need
CA 94107 horsepower in apply.
(415) 442-5000 your computer.
Unnecessary March "% Sports Accolade, 5300  Excellent arcade Steep hardware  Definitely a Super
Roughness ‘96 p. 134 Stevens Creek action and play  requirements. Bowl contender; -I
Blvd., San Jose,  design; good a nice alternative 8 4 -
CA 95129 sound effects and for gamers who
(800) 245-7744 graphics. want to do more
than coach.
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EDITORS" CHOICE

Virtual Karts March ‘9% Racing MicroProse, 180  Menus are Dodgy controls,  Even if you're a
p. 116 Simulation Lakefront Dr., straightforward, high system fan of go-cart I
Hunt Valley, network play can requirements, racing, you'll 5 9 =
MD 21030-2245 be fun. oddball physics.  probably be dis-
(800) 879-7529 appointed with
Virtual Karts.
Warcraft II: March 96 Strategy Blizzard, 19840 Diverse and chal- There are the Engrossing strat- =
Tides of Darkness p. 9% Pioneer Ave., lenging play; usual occasional  egy fun for the 9 B I_
Torrance, excellent mission holes in Al, but whole family.
CA 90503 editor; technically nothing serious.
(310) 793-0600 superb head-to-
head play.
Werewolf December ‘95  Flight Simulation Novalogic, 26010 Network and Flight model and  An excellent =
vs. Comanche p. 268 Mureau, Suite modem game- missions are sim- value for people 78 I_
200, Calabasas,  play, challenging plistic, gamesa  looking to play a
CA 91302 if unrealistic mis- little too similar.  helicopter game
(818) 878-0325 sions. head-to-head.
Wetlands January 9% Action New World Gritty animation  Touchy controls  If you really want
p. 185 Computing, and graphic and action arcade action °I.
P.0. Box 4302, novel-style story- sequences that with a story line,
Hollywood, telling. could've used wait for Rebel
CA 90078 some work. Assault Il.
(818) 889-5650
May "% Space Combat  Origin Systems, Incredible video Not much new in  WCIVis a great
p. 92 5918 W. sequences with terms of game- science fiction 'I_
Courtyard Dr., Hollywood produc-  play; very movie that also
Austin, TX 78730  tion values; greater demanding hard- happens to be fun
(800) 245-4525 variety incombat  ware require- to play.
sequences. ments.
Wingnuts December 95 Arcade Rocket Science  Wonderfully Needs meat in If you're looking
p.213 Games, 139 goofy Easter gameplay; fuzzy  for the ultimate 'I_
Townsend St., eggs; a decent controls. shooter, pass on
San Francisco, shooter with Wingnuts, but if
CA 94107 some interesting you enjoy fun sur-
(415) 442-5000 features. prises, pick it up.
Witchaven November ‘95 First-person Capstone, 501 A good engine at  Limited character Not a bad entry
p. 149 Shooter Brickell Key Dr.,  work here; multi- animations; into the shooter .I_
6th Floor, Miami, player options close-quarters arena, but it
FL33131 greatly extend combat gets old  could've been
(305) 373-7700 gameplay. pretty quickly. better.
Worms March ‘9% Arcade Strategy Ocean of Clever design, Turn-based Worms is a
p. 107 America, 1870 cute graphics, action is a bit humorous and 'I.
Little Orchard St., and loads of fun  slow against enjoyable take on
San Jose, with more than computer oppo-  strategy games,
CA 95125 one player. nents. and fun for the
(408) 298-1411 whole family.
WWF February "9 Sports Acclaim, 1 Big characters, = Two-dimensional Plenty of mat-
Wrestlemania p. 135 Acclaim Plaza, lots of moves, feel, and no new  slamming fun for 'I_
Glen Cove, and nice control.  characters to the whole family.
NY 11542-2777 face in tourna-
(516) 656-5000 ment mode.
You Don't March ‘9% Trivia Berkeley Clever trivia There's not much  Trivia buffs will
Know Jack p. 116 Systems, 2095 questions; clean, replay value. really dig it, and 'I,
Rose St., thoughtful will find them-
Berkeley, design; hilarious selves coming
CA 94709 categories. back to it again
(510) 549-2300 and again.
Zone Raiders April ‘9% Arcade Racing  Virgin Interactive Excellent con- Occasional
p. 130 Ent, 18061 Fitch  cept with fast graphics
Ave., Irvine, and nimble vehi- glitches. No
CA 92714 cle physics. modem play.
(714) 833-8710
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“CYLINDRIX 1S A NO HOLDS- BARRED BATTLE TO THE DEATH!”
v -PC GAMER

SN

ct |nfonnat|on Number 116



MARKETPLACE

AMPLICOM |50 2968772
Inside CA: (619) 693-9127
7710 Arons Dr. #B o San Diego, CA 92126 Fax: (619) 693-3368

E-Mail Address: 103305.3654@Compuserve.Com
Web Site: http://ourworld.compuserve.com/ homepages/amplicom

NthHour 5 $42 Gabriel Knight 2 $42 Slpskecxn 5000 525
3D Uthra Rinbal 37 Heroes of Might & Mag. 35 Spycraft B 42
Absoluté Zero 39 Hexen 37 StarRonger i 29

CATALOG AVALABLE
o\ ORDERNOW

g‘ ACTSOFT
|| P s

Over 500 ADULT TITLES IN STOCK!

FX Fighter Shockwave Asmn

Product Informatlon Number 92
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NEW TITLES ARRIVE EVERY WEEK! HOT QR [ ERQAFFORDABLE CD ROM SELECTIONS

Phantasmagoria............... 42
Angel Devoid...

Front Page Football.......... 41
Need For Speed......cennree.37
Batman Cartoon Maker...30

15 Tene Ct. Shipping & Handling are extrra. Prices & avaiablity are subject to change without notice
Belle Mead, N] 08502

Cxll 604 ~ FREE C"z‘dog” Fax 6083550853 Wt Yo Vi AY Do e L nd et dy ey vt for s,
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€nlarges your monitors display 30 to 40% with a magnification
lens exactly like those used in military and civilian flight simulators.

Constructed like o HEADS UP DISPLAY (H.U.D.) screen from an
actual F-15 STRIKE ERGLE. Its aircraft design and detailed gauges, seat you
deep in the cockpit, for the most realistic flight experience possible with a
personal computer.

Your keyboard becomes a working part of the F-15 A/K SIMULATOR™
positioned for optimum control and realism. €xperience genuine
3-Dimensional flight as you look through your cockpit..not at it.

Creates a whole new immersive experience for flying, driving, robot or
space simulations.

Only 159.99....Plus shipping & applicable sales tax..all major credit cards
accepted.
* "Keyboard not included”

CALL TOLL FREE
1-800-276-3973

0 & G AMERICAN DREAM CORP.
70-0 €NST JEFRYN BLVD.
DEER PARK N.Y. 11729
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MARKETPLACE

ULTIMEDLA

PUT YOUR CREATIVE =
POWER TO THE TEST WITH AN &=
INTERACTIVE CAREER IN
MULTIMEDIA. STUDY AT THE ART

INSTITUTE OF PITTSBURGH.

CAREERS IN:

* CD ROM TITLES » TRAINING
* GAMES * EDUCATION * KIOSKS

* MARKETING + ENTERTAINMENT

SHARPEN SKILLS IN:
* AUTHORING * PROGRAMMING
* ANIMATION ¢ DIGITAL AUDIO

* VIDEO * COMPUTER GRAPHICS

GET ON THE FAST TRACK!

1 (800) 275- 2470

L TO DAY

THE ART INSTITUTE
OF PITTSBURGH'®

© THE ART INSTITUTES INTERNATIONAL®, INC.,

Product Information Number 93

Get Your Back Issues Now!

rdering PC Gamer

back issues couldn’t

be any easier! The
price per copy for back issues
within the U.S. is $8.99 (including
postage and handling). For foreign
orders, send $12 in U.S. funds
(includes airmail postage). To order
just The CD within the U.S., send
$7.95 (includes postage). For foreign
orders, send $10 in U.S. funds
(includes airmail postage). All
orders must be prepaid and sent to

the following address:
PC Gamer Back Issues
150 North Hill Dr
Brishane, CA 94005
You also may call, e-mail, or fax
your order in (please have your
credit card ready):
Phone: (415) 468-4689
M-F,9a.m. - 5 p.m. PST
E-mail: gppgsubs@aol.com
Fax: (415) 656-2486
Allow 2-4 weeks for delivery and
specify which issue(s) you want.

C Gamer is the world's best-selling PC and CD-ROM magazine,
so be sure not to miss any exciting issues, including these...

[QIGAMER  [QHGAMER
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e 4T

o

November 1995
Vol. 2 No. 11

December 1995
Vol. 2 No. 12

AL,

hn ¢

(4GAMER [QGAMER
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USdo
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January 1996

Vol.3 No. 1

February 1996
Vol.3 No.2

...and many more!

Pump Up the Sound of Your
Mulimedia Computer!

} “Once you’ve tried this box with a
w PC and desktop speakers, you won’t
s, want to go back.”’
- PC Magazine, 2/20/96

* Multimedia speakers and subwoofers
* One-Year Warranty
* 30-Day Satisfaction Guarantee
* Starting at only $49!

Visit us on the Web!

http://www.aksa.com

AKS-Bass Pump™

it Orders/Information: ..
180022135119

AKS Acoustics, 365 Forest Road, Wilton, NH 03086, Phone: 60346545388

acoustics

Product Information Number 90
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Over 2,000 PC & MAC titles in stock, ready to
ship, at LOW prices. Call for a FREE catalog.

TOVOMORE « oo s vcnasas e $15 TheNeedforSpeed............. $45
Aces of the Deep . . . .. ST, 11 New Games for DAZE (2CDs) .... $15
POBOMG L« oo iciv:0c0 0io0:5:0 0000 spimr0 aracs $35 NHLHockey96................. $39
BuriedinTime .................. $39 NOCIOPONS «+ vt voeccsonvans .. $15
Casino & Card Games. .$12 PGATourGolf96............... $39
The Civil War . \ . $39 Phantasmagoria (7CDS) ......... $44
Command & Conquer (2 CDs) . $44 Phatedl Gold ... . <o sucvisiomisans $15
Empire Il: AtofWar ............. $35 SimCityMania................. $12
AN s b D e omiese psss ales $98 SIMMS. .. ..o v s snpios e $34
GalaxyofGames................ $12 Ultimate Games #2. . ............ $12
Gazillionaire..............oovues $15 US Navy FightersGold. .......... $44
GONe IO« ocvseivguviasisniniges $39 Wing CommanderIV ............ $45
Harpoon Il Deluxe ............... $45  'WONPBCK: . o:voocisv v samasmnsmvains $15
Lucas Arts Archive #1 .. .......... $27  Toshiba 4X IDE CD-ROM drives . . . $149
MBGICORPIER. . ..00:000 scoromwince.ioe $39 Sound Blaster 16 or AWES32 .. .... $Call
T R PRt $39  CD-ROM Caddies - Made in Japan .$4.50

Order Line: 1-800-959-5260
7-7 M-F 8-5 Sat PST VISA/MC/DISC/AMEX

Product Information Number 101
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MARKETPLACE

R&G GAMESE
Ry n Tee B PO BOX 5008 Glendale Heights, IL 60139
’ ) We Buy & Sell Used IBM Games & Hintbooks. Top Dollar Paid for Newer Games!
TRY IT BEFORE YOU BUY IT! Check can be processed in 1-2 days 10% more given for credit
TTP:// ''RENTAROM.COM Our used games have all boxes, disks, manuals. Many more in stock call for prices.
BITR.IEWNY \ : PN Absolute Zero CD $30 Fade to Black CD $33 Phantasmagoria CD ~ $36
GAMES Preview the latest | Trade in your old | | Ascendancy CD $33 Fifa% CD $29 Primal Rage CD $32
EDUTAINMENT = . v Battle Beast CD $22 Full Trottie CD $29 Rebel Assault 2 $34
REFERENCE CD-ROMtitles | CD-ROMSfor | | Coesar $15 FX Fighter CD $26 Star Trek Final Unity ~ $37
Many titles in stock! $ 1 5 O CASH or Caesar 2 CD $32 Gabriel Knight 2 CD $33 Stonekeep CD $35
~ : 61! Command & Conquer CD $36 Hexen CD $30 Transport Tycoon $24
Coll poroanic e /day Rental Credit!! Crusader No Remorse CD ~ $36 Lost Eden CD $24 US Navy Fighters CD  $34
1-800-517-6385 o Fax (607)786-0924 e sales@rentarom.com Dark Forces CD $28 Magic Carpet CD $21 Voyuer CD $28
- : = The Dig CD $33 Magic Carpet 2 CD $33 Witchaven CD $30
Smith Dr. Endicott EF2000 CD $37 Mission Critical CD $26 Wing Commander3  $33
Call ®1-800-525-GAME 9am-9pm Central Time Mon-Sat Free UPS Shipping with purchase of $75 or more
i We Accept Visa, MC, Di: , Cashier Check, Money Order Shi UPS §5, 0 ht $9, COD $10
Product Information Number 131 prtsinishion midipertictdoaqostysseroduconds'senor s b b oo b 4
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Kl Sales HOT Line: 1-SO00-S11-11S1

11TH Hour HIVE EEELE NBA 96 $ 39.98
Aces Collection Ice & Fire 349 $ 39.98
Alien Logic 4 Indiana Jones KL NHL Hockey 96
APACHE S LN Indycar racing Il E Panzer General
Bad Mojo $ ELN JEOPARDY !
tudy at m M |m 'mm m dw*p Basic Spelling Tricks JERRE Johnny Mnemonic
Batman Forever ELRLN Jurassic Park 9
BODYWORKS § S LM KINGDOM-Far Reaches &
your talent in the fields of graphic design, computer CHRONOMASTER LIl King's Quest 7 STl Putt Putt's Fun Pak $
Cinderella ERLY Last Bounty Hunter S CLN Rebel Assault Il $3
1 i MM‘ Command & Conquer LEN Last Dynasty KLl Renegade:JACOB STAR

m’ video production and Learn Crystal Caliburn 4 Load Star Rise of the Triad
Cyberia Il Lost Eden LN Screamer
Cyclemania Lucas Archives z Separation Anxiety
Dark Forces 34 Mad Dog McCree 1 or 2 JSEECRLE Shiver
Dawn Patrol : Mech Warrior Il EEERLE S| Swimsuit Calendar
Day of the Tentacle Y Microsoft 500 Nations LN Slipstream 5000 $ 1998
Descent Il Microsoft Basketball LN Space Ace $ 19.98
DIG Microsoft Cinemania 96 EER LN Space Quest VI 39.98
FIFA Soccer 96 3 Microsoft DOGS LN Spy Craft $
Flight Unlimited Microsoft Encarta 96 CELN ST - Deep Space 9
Full Throttle Microsoft Music Central JEREL Tie Fighter
Grand Prix Il Monty Python's SEZICLE Top Gun
Hexen Mortal Combat Il ERLN Total Distortion

Hyper 3-D Pinball War Craft Il

Soundcards Motherbo P Floppy / Hard Drives
SB 16 Basic $ 6998 EPSON 3.5"
SB 16 IDE CENERLN 486DX4-100Mhz ERRLH MITSUMI 3.5"
SB AWE 32 IDE ERELE:LN AMD 586-133mhz ERERRN SONY 3.5"
SB AWE 32 MCD ERELRLE Pentium 100Mhz $3 M TEAC 3.5"
SB Compatible EEELRLE Pentium 133Mhz $449 850MB E-IDE Hard Drive
Pentium 150Mhz 1.08GB E-IDE Hard Driv
SONY 4X IDE - 77E ERREREN Pentium 160Mhz Il 1.2GB E-IDE Hard Drive
Creative 6X IDE $129.98 KEYBOARDS 1.6GB E-IDE Hard Drive

. Hitachi 4X IDE Chicony 101 Key $ M 2GB E-IDE Hard Drive $349.98
Hm‘ mﬂh, and Seattle. All programs not available at all locations. Panasonic 4X IDE KeyTronics 101 Key
TEAC 6X IDE - S6E

MITSUMI 104/105 Key X Lt § 3898
Toshiba 4X IDE CERCR LI Ms Natural Keyboards 28.8K Internal Modems JERIRET]

Money Orders and checks also accepted, Ca. residents please add sales tax
All products and company names are the trademarks or registered trademarks
POBOX 22097 of their respective holders
San Francisce Please add $5 Minimum fo Shipping & Handling, NO surcharges on credit cards

California 84122 | Hours : 9:30-7:00 PST Monday - Saturday Tel : 800-811-1181

K I We Accepts Master Cards, VISA, American Express and Discover Credit Cards

©THE ART INSTITUTES INTERNATIONAL®, INC., 1996 PCGAM
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MARKETPLACE

It's the Affordable and Effective Way
to Sell Your Product
to the Growing Computer Game Market!

TO PLACE AN AD, CALL: (415) 468-4684, Ext. 407
Y PCGAMER June 1936
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Gallforafree 4 o @ ° Over 5,000 PC & Mac
vatalog 1,,"?/%9,, ,ﬁ.?eﬁ..?mﬁ.“ s Stock Day

Die Hard Trilogy

Treasure Quest

by Sirius

Professor  Faulkner has
"@6d & feft an inheritance of
onygw doliars o the
onetfat unlocks the secrels

e 942

Thrustmaster -2
by Thrustmaster
Real gas & brake pedals

o an improved floor base -you & your squadron
&wrmd springs & of@lite strike force com-
: "ios spring to action!

N\ $108 . o Y42

Thrustmaster F-16 Gearheads
FLCS - by Philips Media
by Thustmaster Wind 'em up & get out of
. ‘Péatures four 4-way ﬁ\nym\esemamal
swilches, dual stage trig- ed ys
ger & 4 thotfie optons.

DigiZINE Vol. 2

by e Kot » Ultimate Home

Its a magazine, TV, i by Encore Software
ﬁo, an art gallery & a 6 award-winning titles:
ik to the World ‘Family Dr, US Atias,

Wide” Web, all on one
(7 i
CONTACT US ONLINEI

19217352+8737 wm,lw -
:m%uwm America O-ine: IMTEDCD
Hours; M-F§ o - 10 oy UNITED CD ROM INFO via Fax back at

Sat.8 x-S PeSun 12Noox-Spy  19217036208123
(All times listed are CST) http://www.unitedcdrom.com

** Grdars received as late as 8:30 ru (CST) for 2nd day alr. Call

o et i s Sy aers fam ey e Over 800 Apurt TmEs AT

prices may vary sccurding 1o format and ane sadject to change by Cybermedia .
wihost ntie. 1.m’m]- All the: features of First Step Into The Void &
§ Wil supples las. A prices n .3, dflars. Sigpog charges Aid-95.& much more I B ol VoLt dréams to control

ﬂl-hlllu “‘;M_@m I.w,m.m R& | m?lp RetroFix & zmmg&n;'
iy e =h' o e '\ § i ‘59

A follow-up to the smash
i sensual thriller of fast
year. Will you watch like

voyeur, of step into

oo *36

First Aid 95 Defuxe  ILCIMICINGIEA Into the Void
“ ' 7 by Playmates Interactive

CODEDS2 *  mocermeo Must 8 21 T0 oRDER
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TO YOU, THE PC IS MORE THAN A MACHINE...
IT'S AN OBSESSION.

And that's why we've created boot. boot is the new monthly
from Imagine Publishing, bundled with a CD-ROM and
accompanied by its own unique web site. boot is a rich,
integrated environment — and the only publication

devoted to the true PC aficionado.

PURE LUST.

Every month, you'll get features that help you tweak today’s PCs
for screaming performance, expert reviews of the most raging
software, and hands-on hardware testing that goes beyond the
statistics. In the past, you tore through all kinds of magazines,
newspapers, and online sources to feed your need for the best.
Now you have it all under one name: boot.

I IRE ADRENA! IME
PURE ADRENALINE.

Call 1-888-4IMAGINE today for a free issue at

NO RISK! You’ll receive 11 more issues, that's a full year
of boot, for only $29.95 - a savings of almost 70% off
the cover price. The premiere issue ships in July.

Please note: if you are a current subscriber to CD-ROM Today,
you will automatically receive boot beginning

with the August/September issue.

nC Pﬂ DMNER
PUMF FUVWER

poot

From the publishers of PC Gamer
http://mww.imagine-inc.com

imagine

5PCB3



ACTION-SOFTWARE
o)

WE \Vl L BEHT}INY}IDVERTISED PRICE

Fe

TIVE Diva X Nightwatch 2 e, ; e B3 o,

Virtual Valerle 2 Nightwatch 3 “1-800-560-6234

CD-ROM | seymore Butts 2 Nasty Parts FAX : (908) 359-0833

B Vampire Kiss Private Prison 21 AND OVER
| Dream Machine 2 Tabliod Beauties P
AVAI LA BL E Space Sirens Net Erotique UNDLES
Virtual Vixens $25 Space Sirens 2 You're the Director - $38.95
Hot Slots $29 Cyberstrip Poker Virtual Sex Shoot $35.95
Pleasure Zone $25 Cyberstrip Blackjack Intimate Possibilities i $35.95
Dirty Debutantes 2  $32 Virtual Sex Crystal Fantasies i $35.95

Dealers Inqu(re Knowledgeable Staff OWVER 21 PLEASE inur $35.95

L 1-800-883-3494 vinc e ; e

091 , Movies and Photo CD'S WELCOME
Product Informatlon Number 87

WE WILL BEAT ANY ADVERTISED PRICE
.a‘ Cyberstrip Poker $32| HUNDREDS OF
_ Cyberstrip Blackjack $32 | Movies and Photo CD's
== Diva X Seymore Buts Bundle

Club 21 Seymore 1 and2 $65
Sexy Sports Trivia 5
Intimate Possibilities $49

Crystal Fantasies $34

Virtual Valerie 2
Vampire Kiss

s Dream Machine 2 345 iy
eymore Butts |
STA R 0 ATE * Seymore Butts 2 ADULT CARTOONS o e

Nightwatch 3 L'ELISIR D'AMORE $23 Suels

SUFI'U’ARE Tabloid Beauties DEMON SCHOOL b i con

abloi eauties
Net Erotque BLACKBOARD JUNGLE $23 Diklimeie '
copats MEDIGINE MAN 523 W —Mﬁmn c%'s— it
szl We Accepts VISA, MC, AMEX tore Hours :

e i UROTSUK’DOJ] N SN b gderesiiog Discover, Checks and Money | Monday - Saturday.

iy 3 : asit o i '"", | Orders, CA. Residents add sales tax | Add $ 5 shipping & handling
VISA, DISCOVER & MC WELCOM |
;::fnlgmfus: PA 19149 Knc\z::;:a:;:snﬂ 1 »§00 560- 5549‘ Adults Only - Must be 18 or over to purchase
- - - .
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Pax:1(415) 664

WE GIVE YOU...

Hot game demos

Including Duke Nukem 3D, Hexen, Virtual Pool,
Descent I, Strife, Fury3, Apache, Heretic,
Abuse, and many more!

Game hints, tips,
& cheats for...

Warcraft I, Duke Nukem 3D, Apache.
NASCAR Racing, Primal Rage, Caesar Il,
Command & Conquer, Heroes of Might and
Magic, Captialism, and more!

http://www.pcgamer.com




NEXT TIME...

00000
July’s almost here, and you know

what that means: Fireworks and

beer. Sure, that describes every day ”0”'”1

here at PC Gamer — but in July, we

have an excuse.

Vol 3 g
Gogs gp Sb/ir

I5s I11

The Ulimafe Game Machine

If money was no object, what would vour P(
look like? In July, we'll tell you how to build
the hottest system going — and, more impor

tantly, we'll have plenty of shopping advice to wilth us next month.

7

7

//

)

fit every gamer’s budget. So belore you throw
down 54,000 for a name-brand company’s
idea of the ultimate gaming machine. check in

Next month, we'll tell you how to put together a butt-kicking game system without blowing the kids’ college fund.

Learning fo Flg

When you think of PC gaming, you can’t help
but think of flight simulators. But how do they
work? What goes into designing a computer
game that rivals the military’s best train-

ers? We'll talk to the top flight sim
developers and find out

how they do their

voodoo, and we'll have

a look at some of

tomorrow’s most excit-

ing simulations.

AH-64D Longbow

Revielws

Civilization Il - War College

[ZHGAMER

JUNE

1996

EDITORIAL STAFF

Editor

Deputy Editor
Managing Editor
Disc Editor
Assistant Disc Editor
Assistant Editor
Senior Writer

Dan Bennett
Todd Vaughn

Lisa M. Howie
Joseph Novicki
Michael Wolf
Jason Bates
William R. Trotter

ART STAFF

Art Director
Assistant Art Director

Dean H. Renninger
Quintin Doroquez

CONTRIBUTING EDITORS
Heidi Aycock - Lee Buchanan
Steve Poole - T. Liam McDonald - Tim Victor

Trent Ward

Scott Woll

ADVERTISING STAFF

Advertising M

Account Executive

Advertising Coordinator

Caroline Simy Bint
Robin John Rosales

Jennifer Barheau

PRODUCTION STAFF

Production Director

Production Coordinator

Richard Lesovoy

Ken Brandow

Please send all advertising materials to
Ken Brandow, Production Coordinator,
PC Gamer, 150 North Hill Dr., Brisbane, CA 94005

CIRCULATION STAFF

Circulation Director

Gail Egbert

Rad

Circulation Manag
Single Copy Sales Director
Newsstand Manager
Circulation Analyst

Donna
Maryanne Napoli
Bruce Eldridge
Doug Haynie

CORPORATE STAFF
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Publisher

Chris Anderson
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SUBSCRIPTIONS
You can receive 12 issues of PC Gamer
with the CD-ROM for only $39.95. If you would
like to subscribe, please call:

inthe US.

anywhere else

CUSTOMER SERVICE
If you have questions, please contact us.
PC Gamer, Customer Service Dept, 150 North
Hill Dr,, Brishane, CA 94005

(415) 468-4869
(415) 656-2486

subscribe@imagine-inc.com

(type "PC Gamer”

in the subject line)

IMAGINE PUBLISHING, INC
150 North Hill Dr., Brishane, CA 94005
Phone: (415) 468-4684 - Fax: {415) 468-4686
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Duke Nukem 3D - Zork: Nemesis
AH-64D Longbow

mmer: Dark Crusaders
kel PLGAMER June 1996
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VIRTUAL & ©

JUST BECAUSE IT'S ONLY A GAME DOESN'T
MEAN YOUR HEAD HAS TO BELIEVE IT.

INTRODUCING THE FIRST VR GLASSES THAT GO TO YOUR HEAD. VIRTUAL i-glasses!
GIVE YOU MEGA BIG SCREEN ACTION AND THE FREEDOM TO LOOK IN ANY DIRECTION
YOUR HEAD CAN DREAM UP. SCREEN SHOTS ARE FROM OCEAN'S EF2000, THE HOTTEST
NEW HEAD TRACKED COMBAT FLIGHT SIM. FEATURES: RAPID RESPONSE HEAD
TRACKING |IMMERSIVE BIG SCREEN SUPPORTED BY MORE PC GAMES THAN ANY OTHER VR PRODUCT NO
INTERNAL CARD NECESSARY WINNER OF EVERY VIRTUAL REALITY PRODUCT AWARD 3-D STEREO CAPABLE
LIGHTWEIGHT ERGONOMIC DESIGN SPATIALIZED AUDIO VPC & VR PRO MODELS AVAILABLE STARTING AT $599

B virTUAL

I-glasses!

YOU HAVEN'T SEEN THIS BEFORE"

Product Information Number 170

©1996 Virtual i-O. All Rights Reserved. Virtual i-O and Virtual i-glasses! vpc & vr pro are trademarks -Q, Inc ca, © 1995 Digital Image Design
All trademarks are the property of their registered owners. Psycho Kitty Advertisi his G
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The audio experience from our new
Sound Blaster is so real, when you find out
what you've been missing, you'll just die.

musical instruments. With 32-note polyphony, it can play up

to 32 notes simultaneously, adding deadly new detail and
richness to your favorite games and software.

The AWE 32 is the first sound card with 3-D Positional
Audio™ Suddenly you can hear the metallic click of the
shotguns trigger over your left shoulder. It also features
Creative's
3D

€0 4

—__ Enhancement”
Technology, whi

makes your whole system soun

more powerful so yOUTmbsolutely nowhere to hide.
Really want to push the envelope? Our upgradeable
SoundFont" technology lets you add new sounds. Or you can
add up to 28 MB of memory to create your own sound
library. We even included software for editing music and

sound effects. And, of course, the AWE 32 is fully Plug and

Life is too short to be stuck

with an ordinary sound card. Whether you're a hard-core gamer Play compatible and works with Windows"95, Windows 3.1

_or an audiophile, the new Sound Blaster* AWE32" PnP is simply and DOS. So installation is a no-brainer.
to die for. To experience the ultimate reality, team the AWE32 with
The AWE 32 is the breakthrough audio fanatics have been a bullet fast Blaster CD" 8x and Sound Blaster Speakers—
waiting for. It delivers the shocking realism of professional wave available at your nearest Creative Labs dealer. But do it today

ble synihesis= — Introducing Sound Blaster AWE32 PaP. Hear What You've ¢ Been llllssmu v Y

which uses actual may be

Play Audio CDs l(( Play Back 32-Note 124 Real D 3D Stereo
d' f ] s Your Recordings  Synthest IR L NG PO s l
recordings of rea @ / % 5 too late.
sound effects and 8 / v & (,/ \ e | 8 = www.creativelabs.com
il S Ban :|
CREATIVE LABB INC.
For more information call our Faxback Service at 405-372-3227 or Customer Service at 800-998-5227 x133 ©Copyright 1996, Creative Technology Ltd All rights rrwved Sound Blaster and the Creative bhx log) are registered trademarks,
Sound lllnl A\VA 32, 3D Positional Audio, 3D Stereo Enhancement Technology and Blaster CU are trad: ks of Creative Technology. SoundFont is a reg demark and 3D | Audio of E-mu Systems, ln(
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