Battlecruiser 3000AD - Syndicate Wars - Madden NFL 97

Solo
Edition
To find out how you

can get free game
demos, including
Daggerfall, turn
to page 9.

CD-ROM USERS:
Look for our CO-ROM

The World’'s Best-Selling PC and CD-ROM Games Magazine s Siosmes

ULTIMATE

STHHTEIW

50 PACKED PAGES! The

definitive guide to dozens of the

PC'’s hottest games — hints, ¢ - ‘ ;

tactics, strategies, solutions, g0 ; : %y
and truckloads of cheats: It's the % - | : .
biggest collection of tips ever! ¢ ConaueR ALERT i 4

WWW EﬂiI'IH!I' l:ﬂlﬂ
JANU

'I “ 01
7447002615




 Trading can be hazardous...

1998 ORIGEN Systems, Ine Privesenr, Crigin and We croin weslds ane regishernd wendemorks of ORSGIN Syves, b The Dodkensing ond e Origin kg s rademarks of QRGN Sypiem, bnc. Al nghty rsers]




R

|
:
|
|
|
:
:

.t profit has it ammmanes

TIME TO GET-BACK TO BUSINESS.

www.ea.com/origin
Product nformation Mumber 263




After the phenom-
enal response to last year's Ultimate Strategy
Guide, we've decided to do it all again — this
time, more than double the size! In our catch-
all survivor's guide to the hoftest games,
we've got hints, cheats, solutions, strategies,
and tactics for dozens of titles — everything
from the definitive Duke Nukem codes to Red
Alert battle tactics, and a complete Star

VOLUME 4 « NUMBER 1 « JANUARY 1997

19 The 0-Files

The amazing expandability of

Quake has led to players modi-
fying the game beyond recog- |
nition, adding new levels,

weapons, characters, and utili-
ties that take the game to a new dimension. Our
expert guide will guide you through what's out
there, and how you can get involved.

. Scoops!

% Hexen II

The Quake 3D engine
makes its first cameo
appearance in
Raven's new first-
person RPG — and
just look what they've
done with it!

# Dark Reign
Activision is the latest
company to throw
down the
gauntlet in
the real-time

EanE'TE Control 3 walkthrough.

Jagged Alliance:

Mhadlh Deadly Games ... 156
Betrayal at Krondor. 173 Magic Carpet | & 11179
Case of the MW2: Mercenaries..110

Crusader: Star Control 3

No Remorse........ 175 | Strife ...
Daggerfall .... Super Stardust
Dark Forces..... Sydicate ................
Deadlock .. Syndicate Wars ....161
Descent Terminal Velocity .. 183
Descent Il Terminator:
Doom | &I oo Future Shock....
Duke Nukem 3D ...176 | WarCraft ......

Earthworm Jim ....176 | WarCraft Il

Funy......coiu. Whiplash .. .
Grand Prix Il Wing (‘.nmmander
Harvester.. 95 | L, &IV.......

Hellbender
Heretic...

Hexen
Hind..........

Witchaven Il ..........
Wolfenstein 3D......184
Worms... -

strategy
game wars, with a novel take on the genre.

4 Jack Nicklaus Four

Accolade’s pedigree golf
license steps into the
next generation, with an
all-new play mechanic, a
state-of-the-art course
designer, and the
Golden Bear himself.

5 Jaz Jackrabbit 2

Yes, he's back. Epic
Megagames' floppy-
eared hero returns to
kick some life into PC
platforming, with high-
res action that will blow
your socks off.

l PC GAMER January 1957
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Eyewitness

The online gaming scene heats up; more
musical chairs at 3D Realms and id
Software; and all the latest new game
announcements are here, in the only
news section you ever need to read.

Peripheral Visions Brad Craig
Sn, are these fancy 3D accelerator cards
any good, or what? PC Gamer rounds

up the current batch of cards and rates
their performance.

Extended Play T. Liam McDonaid
The new ATF add-on, NATO Fighters,

has plenty to offer fans of the original, as
Tom discovered whan he took it for a
test fiight.

The Leaming Game Heidi £ Aysoek
From math to movie-making, this month’s
batch of educational software has plenty
to keep the ankle-biters amusad,

Muiti-Play Jasan Bates
A thorough search of the World Wide
Wab reveals limitless online gaming
options for Internet users — hera's a few
1o gEl you started.

Altemate Lives Michael Woll
The Cybarwoll takes a well-earned break
from exploring fantasy realms this
month — or does ha?

Desktop General William R, Trotter
The Colonel saddles up the pachydarms
and tries his luck in the sandles of
Alexander the Great.

Sim Column Seott Woll
Today's flight sims might offer ultra
realism, but ara they any fun to play?
That's this month's question.

Tim's Toch Shop Tim Victor
How fiddling with your BIOS can make
your PC gaming experiences all tha

mare enjoyable. it's easy when you

know how!

Letters

Hare's the best of this month's reader
mailbag {minus the usual death threats
and letter bombs, of course),

Next lssue

What have we got lined up for you next
maonth? Here's whare you'll find out

Subscription/Customar Servics Information

Why are you reading this st a magazine
rack? Thera's an easier way: Subscribe!

Hey, Happy
ew Year!

It's scary the way new yea
you. There | was, just settling into 1996,
when BLAM! The old year is outta he
and we're ringing in a new one. I've

3p up on

always believed that you should start the
new year in style, and we've certainly
managed it this month with our secend
annual Ultimate Strategy Guide, nearly
three times the size of the original and
packed with enough hints and tips to see
you safely through all the new games
that Santa brought you. This, of course,
only the beginning. 1997 promises
some of the most exciting developments
in PC gaming yet, not least the explosic
of multi-player and online gaming, and
developers finally getting to grips with
ration of 3D acceleration tech-
in recent months. Some of the 3D-
accelerated games we've seen have
blown us away — but as is often the
yrm in the PC world, things will have to
settle down, and some kind of standard
emerge hefore gamers can really take
the plunge and reap the benefits of these
amazing new technologies. But it's going

to happen, and PC Gamer will be there

every step of the way to tell you about it.
In the meantime, get stuck into this lat-
est whopping issue while we get busy
conc i some nice surprises for the

next one...
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“The Vanguard

of a terrifying " By far the most

level of immersive addictive multi player
interactivity.” 'mtmn yame ever.”

" s 4 \rmm! =S‘_:" if pe dis ,ppumud e
"Deathit i harder. 10
(il

“equake e senses...
“auake overwhelms th

“Quake is the biggest, ba

and most atmos
ospheric
€ver conceived?. oo

ddest, bloodiest
D action game

" Quake looks like no other game and
perfectly displays id's trademark fusion of
nightmarish art and advanced technology.”

www dsoftwara.com
West yom ¢ an vanpes an eneny robut s fire ot it
1 .

r: H?’er 1tmr bm‘.r'n 2 Quake™ <1806 Id Sohtwatesne. All Rights
gtinteractive.com M5-DOS® is a registered trademark of







© el anew vearlshuglnninn,
and the PC Gamer staff is
welcoming it in with style.
With so many new games
coming out, we've been
busier than, well — a
coconut receptionist with
no hands. It's been quite a
chore deciding which
demos should go on The CD
and which ones would have to wait
until mext month. But as Coconut Man-
key alwvays says, “Don't cut the
- coconuits ‘til you've tasted the milk.”
We don't ful wumm

8 PCGAMER Jamurany 1987

THIE CD

INSTALLING * PLAYING » QUICK TIPS

Lef the Coconufs Fall

your mouse pointer around the scresn

until it turns into an arrow. Click, and

you'll move in the direction of the arrow.
Cﬁc&unﬂmdﬂmhﬂﬂuw

Quick Start for The CD

Our front end is Windows-based,

soselupmuldn“tbeauhr

1. Insert the CD and load Windows.

2. From the RUN option (found under tho
File menu in Windows 3.1 or under
Windows 95's Start menu) type
X:SEI'IJP{MKIG&DW#VM

_ CD-ROM drive).

3. This will create the PC Gamer icon
s:mﬂhkmﬂllinm . and The O

f_‘§"'"if i €

a*l“




Using the Jukebox

486/33; AMIB RAM; 8MB —— ]| i S —
hard-drive space; Mouse

Wi 31 s il 0 R ek
be sure they've got the -

SHARE EXE utility loaded) Ecstatica 2

Thesa requirements are
far loading our front end
program only. Each game

FX Fighter Turbo
Screamer 2

dama will have its-own SWIV 3D I Attention Win35 Users
additional requirerments, g
20 ba sy 10 naad them L Obsidian “"l ml ; m’;’;";}:‘“’
carafully. T Birﬁ'uight Windows 95. To install
; and run some DOS
& BawbBaw g game demos, you may
| : need to reboot into a
Y FCLCCCRTe T e | DOS session. If the
T J i | patchen | sdct-ons ™ videos appear as full-
and the demos in that ' k' LT ( i T screen sequences, you
- \ should enter the Control
category will appear Panel's Multimadia
= / J o v option sat it to
on the monitot. v/, 5. .2 A\ S\ edow.
o ardis i 'J| 1. You can download demos and check L W

EE P S et =2l
‘MNewsstand 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 maching, you
can still install each demo, bypassing
our frant end allogether

To manually install a damao, take a

& DIRECTORY is
Command Table

ted in tha
next ot game you re trying to
install. O in the appropriate direc-
tory, type the Install Command, then
press Enter. For example, to install the
Daggerfall demo:

Type CO\DFDEMO a11d press Enter

Type INSTALLEXE and press Enter
l The demo of Daggerfall will then be
installed on your compliter

the ong

wquires Windows
a P
smmand will also

n chart at right =1
95. Skullcracker, 30 L
Monkey Ci
indows 3.1

run in W

out PC Gamer's new look at our World
Wide Web site at hftp.//wwwv pegamer.com
on the Internet. Our Web site also features

Directory
\DFDEMO
SWARS
\CARUSADER

Demo

Daggerfall
Syndicate Wars
Crusader: No Regret

\BAKU

_ suggestio F
CD Editors, 150 North Hill Dr., Brisbane,

Installation Command

-‘I‘Ilerulmufm;mmdsmbe
tricky, so for our DOS demos, we've

CA 94005 or cdhelpi@pegamer.com,

Disc Page

INSTALLEXE
INSTALLBAT

Copy to hard drive and
type RUN1ST.BAT

TASSASSINUNSTALL INSTALLEXE

\CMASTER

CMINSTALEXE

DOSINST.EXE or INSTALL.EXE
INSTALLBAT

LOADER.EXE




r THE CD e

Company: Buthesda Softworks

Tech Support: {307} 963-2002

Release Date: Available Now

Category: Roleplaying Game

Required: 46600256, BMBE RAM; 40MB hard-drive
space; VGA; Mouse

Install: \DFDEMOMNSTALL EXE

»
-
—

The town of Betony has a lot to offer, including a couple nice tavemns where you can quench your
thirst and pul \mur feet up.

M‘ﬂﬂ you
as long as you're willing to
face the consequences, :
When you start the i 'Whether you create a character or
wu can e-hoosa 10-start load a pre-made one, you will start on
= the outskirts of Batony. Start
| wandering by using the mouse
— the default mode is Cursor B The istand of Betony is yours to explore. Go
Maode; the mouse cursor wherever you like, either by fast-traveling, or by
changes shape to indicate the S walking (although walking will take a while),
direction In which you'll travel
| whan you press the left button. To cast a spell, click the Spell icon
By hitting the Escape key and - on the view bar, or hit the Backspace
choosing Options, you can key. If you want to recast the same spell
switch from Cursor Mode to as last time, all you have to do is hit Q.
e | View Mode, where moving the To use a weapon, make sure your char-
Tha defsult : m-' 'd mouse adjusts the direction actar is armed (hit the FB key to quickly
e cetault charncters created lor you provide 8 EvEINS AT RTS T access your inventory) and press the A
simple and easy way o get into the domo quickly. S SNV vIY AT key to ready the weapon. Swing the
back. If nejther of waapon by holding down the right
thesa modes maouse button and moving the mouse.
suits you per- The way you move the mouse deter-
fectly, you'll find minas what kind of swing you'll execute
that all the on-screen — jab, slash, hack, etc. — so
game’s controls experiment for a while to find out what
are fully config- moves are most effective. The dema will
urable under the provide you with a tutorial whan you
options manu. begin; loliow it until you get the hang of
T 3 | the game — there
are a lot of intrica-

The dungeons you'll explore are filled with malevolent creatures, like this nasty skeln Ben;ﬁ;-r is filled with townsfolk n;m: Can converse
ton warrior, Several swipes with your sword should take care of him. with. They'll tell you where the good shops are.

[ P GAMER Januany 1497




AS OF NOW, AIRLINE FOOD IS NO LONGER
THE MOST DEADLY THING IN THE SKY.

LOOKS LIKE SALISBURY
STEAK HAS FINALLY MET
ITS MATCH. Introducing
Agile Warrior: F-111X for
Windows® 95. A game that's
e X, so intense you'll discover
2l ﬂ “;f . \“ﬁ testosterone in places you
ﬂ w2 never knew you had it. From
the cockpit of one of the most advanced weapons in
the sky, you'll fly numerous deadly missions while
enjoying realistic explosions, blasting sound effects
and the outlandishly advanced cutting-edge graphics
you can only get with Windows® 95. Meanwhile,
on the ground below, your arsenal of laser-guided
munitions, napalm canisters, cluster bombs, 20mm

cannons and air-to-ground missiles will insure you
wreak havoc on anything and everything in your path.
All in unlimited access, on-the-fly 3-D environments.
Agile Warrior: F-111X.
We love to destroy.
And it shows.

INTRODUCING AGILE WARRIOR: F-111X"
FOR WINDOWS 95.

Aggiin Wamor: FA13K O 1655, VERE Yy insarectve Erfararnmi. inc el Bact
tradiomark of Yirge Eraaiprines. Lid, Micrsatl, Windces and the Winciwn Lage ane repaiea 1

& Dpn Enftamme Ilr\' gnervestd, VUG & oot

Product Information Number 344



The countdown

has begun.

Only you

can stop

COMING MARCH 1997
For your FREE CD-ROM demo call 1.800.258.3800
or reach us at http:/ /www.thearrival.com

An Enteraktion/HavokWare Production © 1896 Enteraktion, Inc. All Rights Reserved INTERACTIVE
Product Information Number 223




- || Compauy: Origin Systems

Tech Support: (512} 438-4357

Release Date: Availabie Now

| Categary: Action

| Required: 486DX2/66; BMB RAM; 54MB hard-drive
apace; SVGA; Mouse

Install: Directory must be copied to hard-drive.

Then type RUNTST.BAT. See Balow.

From the game’s isometric perspective, you can see all the

glorious carnage and destruction

asemPeBSOEN

our wake.

i 50 you'va got no excuse not

f ]ump right in and start bluﬁng. If
you're use the keyboard and
mouse, though, No Regref’s con-
trols vary a bit from the origi-
nal's. Take a look at the control
kays listed above, and be sure to
peruse tha README.TXT file
copied to the \CRUSADER direc-
tory on your hard-drive.

Step 1: Copy the fites from the \CRU-
SADER directory on the CD 1o &
directory on your hard-drive. The:
simplest way is to use the Windows
File Manager or Explorer and drag.
the \CRUSADER directory from the
CD-ROM to your hard-drive,

Step 2: Go to the directory you created

on your hard-drive and type RUN1ST.

Step 3: Type REGRET to play the game.

( J_j_r
WINICALR

Company: Electronic Arts
Tech Support: (415) 572-2787
| Release Date: Available Now
Category: Action/Stratagy
Requirod: 4860X2/65; BMB RAM; Z5MB hard-drive
space; SVEA; Mouse
Install \SWARSUNSTALLBAT

") ullfrog returns to familiar ground

' with their highly anticipated sequel

L to the classic Syndicate, and mur-
der, mayhem, and mass-destruction

are all part of a day’s work. In the futur-

)

U
istic world of Syndicate Wars, you're not
some wimpy hero trying vainly to stem
the tide of evil; you are evil, and you've
built a powerful megacorporation by
directing a squad of well-trained goons
to deal with your rivals.

You'll control four cybernatically
enhanced agents through an impressive
3D world you can rotate, tilt, and zoom
to get the best view on the action (see
control keys for details). In this demo
mission, you'll need to make the most of
those abilities, because your agents
have the
daunting
tasks of
putting
down a
rebel upris-
ing, captur-
ing technol-
ogy from
the radical
Church of
the New
Epach, and
parsuading
a n-hl‘l sci

= [ontrol Keys

Self-Destruct A
IENDS MISSION WITH ALL m:ms  SFLECTED)

Exit ot Mission Failed Screen

m

Tums Buildings Off When Held _@

Zoom Out
Zoom In
Tilt U
TkDown. . 0
Rotate Left ___
Rotate Right

Rotate Views __h E

Change Resolution

@@@ﬁ@kﬂﬂ

To move your selected agents,
simply point the mouse cursor where
you want them go and left-click the
mouse, To fire weapons, place the cur-
sor over your target and right-click the
mouse button

Enjoy your success while it lasts; to
exit this demo version, you'll have to
salf-destruct all of your age and press
Escape at the “Mission Failed” prompt
Good luck, and happy hunt

PC GAMER Jamuan) 1597 !zl




Company: GTE Entertainment
i Toch Support: (619) 431-4264
| Release Date: Available Now

Category: Platform Shooter [
Required: Windows 85 Pentium; 8MB RAM; SVGA
1 Install: \SKULL'SKULLEXE

You'll have to take elevators to get to the top of
the building. And yes, you'll leave a trail of
0 dead undead behind you,

BRI ¢

Company: Strategic Simulations Inc. (551) | didn’t play Stee/ Panth
Tach Support: (408) 737-6850 3 The tutorial }
Release Date: Available Now 3 pmwu in i gnid.dlt of the
Category: Wargame - Guif War. Tha remaining
Required: 4860X2/66; BMB RAM; 35MB hard-drive | three scenarios cover some

space; VGA; Mouse pretty varied topics: there's a
Install: \STEELANSTALLEXE _ Vigtnam battle from 1966; an
) encounter between Israel and
teel Panthers 2 looks ready to build Egypt in 1967; and a spacula-
on the success of the original Steaf tive engagement between
Panthers. It's a good, old-fashioned the Ukraine and Russia in
tactical wargame with lots of 1998. The game Is turn-based
armored units and loads of scenatios to and can be played by one or
keep you happy. Four full scenarios are two players,

available in our demo, one of which s a The differances from the original ware. The effects of technological supe-

tutorial that will guide you through the Stesl Panthers are many, since the riority are much greater than in World

game's basics — especially handy if you sequel deals with modern military hard- War Two; the helicopter, clustar muni-
tions, and the chain gun also provide
new challenges to the modern comman-

. [‘lun"[ll KEVS der. Overall, firepower is much deadiier,

i extendad to very long
means you'll need a
wholeé naw strategy to come out on top.
You can expect many more fes-
tures in the full version of Steel Panthers

II: Modern Battles. Since this is a demo,
you cannot save gamas, create scenar-
ios, generate battles, or edit scenarios.

The crucial battle over Highway 1 in Vietnam is one of the sce-
narios included with the demo.

IMPORTANT: If you use the hot keys during the ‘s turn, the
will end and the program will return to the main menu. Only use these during your turn
{this only oceurs in the demo version of SP2)

Next Unit Fire at Targeted Unit

Previous Unit Fire at Targeted Hex
All-Formation Command Mode Fire Smoke at Targeted Hex

Go to Next Formation HQ Remove/Replace Smoke & Darkness

Load/Unload Unit Zoom In

Set Range Zoom Out

Go to Bombardment Menu Headguarters Monu

Rally Active Unit Encyclopedia

Targeting Menu_ Save Game Menu

Although concentrating mainly on the art of
tank warfare, Steel Panthers 2 spans differem
time periods and different forms of war.

elelaleladclelrlele
aaldelddddedde

Weapons Control Menu Toggle Fast Artillery On

IDOES NOT TOGGLE OFF)

LB PC GAMER Januany 1997
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If you find yourself having so keyboard his favorite chew toy or your girl-
much fun playing our games that friend decides your computer looks even bet-

you've begun to neglect a few of life’s  ter at the bottom of your pool than it did on
little obligations, we understand. your desk, don’t say we didn’t warmn you.
After all, totally absorbing game- In fact, you're likely to be so capti-

play is what we built our rep- | SRS vated by the gameplay and remark-

utation on. But bear in mind, i able technology of our current and

there are those who may not be upcoming only-for-Pentium®, only-for-
so understanding. Windows 95™ releases, you may need (o hire

So, if your dog suddenly makes your a bodyguard for your computer.

For more info, check out our Web site at www.epicgames.com.
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Monster

» Texture modulation

* Perspective-correction
Texture mapgng

. e

* Animated textures
* Anti-aliising

Gaming so
real it’ll make
you '_tense,
dNnXxIious and
screaming

for more.

Monster 3D

DIAMOND “

With Maonster 30

'pﬂ*

www.diamondmm.com MULTImEB A

EMS DI
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Tuch Support: {206) 664-4343
Relzase Date: Availabla Now
Category: Adventure

|
Required: 4060X2/66; BMB RAM: 37MB hard-drive |

space; SVEA: Mouse; Windows 3.1 ar higher
Install: \BRDEMO\SETUP.EXE

- Ing the camera to vie

- fromany. mhnnﬂnw dﬁmm

-~ the full game will even include mu

. player support.

The full game also includes more

- than 300 megabytes of animation and

. texture art to present the world of Cerilia.
~in all its medieval glory. While exploring

ssesenosBLe

Yol Dal
eSSl

Company: Segs Entertainment
Tech Support: (800) USA-SEGA (872-7342)
Release Date: Available Now

| _Well, here’s a game In that same
vein, and it's just as addictive. Baku
Baku started life as a very popular
console game for the Sega Saturn, and
it's making its debut on the PC— it's a
direct port with no changes from its con-
sole incarmation.

E verybody's familiar with Tetris,

= I!I Tavance Gruphen HP 6183 AC:IS
H Vour suing misves
YA~ |

it ol e dema; b8
ire to lft- and rlom-dlnk nnmvuﬂug_

* that logks like an icon o a button,
. demos include a wide range of help win-

dows that pop up 1o instruct you on the.
use of the game controls. Be sure to

As in
Tetris, the
game pre-
sents you
with a series
of falling
blocks that
you must fit
into a limited
vertical. But
each of these
blocks repre-
sents an ani-
mal or a type
of food; the
idea is to get
match the ani-
mals up with
their favorite
food — the
dog with the
bone, the

DR

i

" The full game will offer real-time hattles wilh !mge creatures of evil,

~ the Interactive

Py xT L
10

Hichael Anmelie HF: 17200 ACE 12
Take 1 points danson!

w4 T 1T 11

Location icons an
the game itself. In the game, they
wmuw to batties and adventures; in
the deme, they'll run a short battle

movie and an adventure slide show, pro-

- viding a brief glimpse of the full product.
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extra blocks will drop down on your
opponent’s side.

INSTALLATION NOTE: For Ba
Bakuy to run properly,
DMIX.DLL and DI 2
jed to \WINDDWS\SYSTEM
C ard dri Th

i

by iy i NPIN QW




THE CD

Company: Inscape

Toch Support: (500} 741-3043

Release Date: Available Now

Category: First-person shootar

Required: Windows 95; 4B60X2/66; 16MB RAM;
| 10MB hard-drive space; VGA; Mouse

Install: \ASSASSINUNSTALLUNSTALL EXE

: yo
aqutprnom lutnrnaﬁolll\y twhwes, 50
youl don't have to run around searching
for weapons, ammo, or medi-kits. Don't

- be afraid to use your weapon constantly

i s the only thing keeping you from a

- guick and painful death.

You get sround in the

. ing directions from your

. hovering around in nearby craft). The

- assistant’s voice comes from nona other

. than actress Adrienne Barbeau; you
might remember har from top-notch B-

. movies like Escape From New York and
Swamp Thing. Pay attention to her
instructions, or risk getting lost and tak-
ing unnacessary damage.

ame by tak-

Your assistant, Jett Jones, is constantly updating you
with directions. Lots of 3D animation scenes like this
convey the link between you and your assistant.

18 PCGAMER January 197

stant (who's:

Tech Support: (408) 342-8844

Required: Windows ¥5; 486/100MH:; BMB RAM;
3MB hard-drive space; SVGA; Mouse; 14.4Kbps or
higher modeny; Intermet service provider account

Install: \MPATHSETUP.EXE

Wino5

1
]

i After you install the Mplayer software, it will launch

download the programs that
your games compatitila with

osesdonweee

Ul

1 0f
1BSSmast

Company: Mindscape

Tech Support: (415) 898-5157

Releass Date: Available Now

Category: Chess Sim

Required: 4860)/66; BMB RAM; 4ME hard-drive
space; SVGA Mouse; 14.4Kbps modem or faster
Install: \CMASTER\CMINSTALEXE

indscape is currantly supporting a

web site called The Chassmaster

Network (www.chessmastarnet-

work.com). The site contains some
chess naws, a calendar of upcoming
events, and info on Chessmaster 5000
(commonly refarred to as CM 5000). But
the coolest thing about this site is that it
lets you play head-to-head over the Inter-
net with a graphic chess board display.

To use this software, you must
have Windows 85 and a 32-bit TCP/IP
stacl( for your Intérnat connection, You

have to do more than click on a
. and you'll be online and ready to
play, Even more amazing, you don't
need the CM 5000 program! We've sup-
plied you with the latast \
gram at press
u may want t

an updated

O

your web browser and surf to the Mpath site, where
you can complete your sign-up

SINBTINE

where you feel your chess abilities lie
{between Novice or Grandmaster), and
it'll be displayed online. This information -
determines what kind of competition
you'll get, so if you want a challenge —
but don't want to be blown out of the
watsr — be honest. You can select from
a wide range of tima limits for the game,
and you can even watch other players’
games in progress.

Playing the game requires only that
you know the basic rules of chess. Use
the mouse to make your moves — click
and drag a unit to place it on the board.
Ifit's an illegal move, the computer
won't let you do it. It's as simple as that.
If you enjoy chess and meat the mini-
mum system requirements, you owe it
to yourself to check this site out!

The Chessmaster Online software is incredibly
simple to use.
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“Yhis long-awaited sequel is a CONQUER

feature-by-feature enhancement of everything that made

the original Heroes of Might and Magic an all-time strategy

classic, Scores of new THE WORLDS

hero and monster types, alliance formation for team play,

WY 5 s g":{ enlarged combat maps, increased multi-player options, and
i |
4
Ll

a flexible “World Builder” OF MIGHT

module are just a few ol the reasons why Heroes of

!Pl}ﬁh qw_* & ﬁgj & e =

l’.1 - -‘I- T’I?‘I: Ll % ._- E

Might and Magic I will be a prized addition to your

CD-ROM treasure trove. AND MAGIC@

;P’;l" 'tk
'-"‘" Al g’

|'T‘H |\'-\‘l ' :

ﬂ Duar CampaiGnNs: Play as good or evil \
characters through over 20 campaign scenarios.

® Team Prav: Multiple scenarios in: which you
can form alliances with friends 0

ﬂ INTERNET READY: 6 pkzycr sup
network, internet, modem,

NEw Wéﬂ[ﬂ GOMPUTING®



Company: Sales Curve Internctive
Tech Support: techsupport@sci.co.ok

Date: Available Now
Category: Action
Required: Pentium; BMB RAM; 13MEB HD; SVGA
Install: \SWIV\DOSINST.BAT (For DOS) or
INSTALLEXE {for Windows 95|

‘hover ship,

| The demo contains a taste of the

i 3D mayhem promised in the full version.
Only the helicopter is available, but there
. are so many things to blow up, you'll

- have your hands full. Take s look at the
box to get a grip on the controls. They
are very similar to those in other shoot-
&rs, but we've found that SWIV takes &
bit more precision. Keep an aye on your
radar — iU'll warn you of any incoming
anemy ships and let you know if you're
about to wander over a hill into a nest of
missile silos. When you starnt the demo,
you'll only have your main gun, but
you'll find other weapons on tha battle-
field, and you can pick them up by sim-
ply fiying over them. Even during
plckup, you can move, so0 keap your
eyes peseied in case you need to make a
quick get-away. You'll also come across
haalth packs and stronger shields to
help you stay airborne. Needless to

say, your objective is 1o destroy the
enemy. Be warned — it's a lot harder
than it sounds.

While you're playing, be sure to
keap an aya on the compass at the top
left corner of the screan. It will point you
in the direction of your next objective, so
you'll always know when you've still got
some work do. The demo contains two
levals using just the helicopter. The full
version will have a jeep, skidoo, and
hover ship as well. Good luck.

m(ontrol Keys

Fly Forward

Fly Bach

Tum Right

Turn Left
Bank Right
Bank Left -

Fire Standard Weapon
Fire Special Weapons

ocllsesece

Lock Strafe

THE CD

— € v-¥ W B P

-
“;’ v
-%
o*
. 'I..@_
x03 « &5
= Homing Missiles W‘ = 00002710

You'll need to keep moving if you don’t want to be nailed by the missle silos scattered all over.

POWER CHESS

"Power Chess™ may
be the finest innovation ﬂP.'
In serious chess products .
ever to hit the streets Qi Putcropponciy
Ne kidding.”

i A

Visit us at wwwisicrra.com, call 1-800-757-7 707 or see your local software dealer,
2Os 5 e . b bs of or e to. Searn On-Line B d

Product Information Number 306




THE CD

Company: .

Tech Suppart: (208) 637-9308

Release Date: Available Now

Category: Action

Roguired: Windows 95; Pentium 75; BMB RAM;
10ME hard-drive space; SVGA

Install: \GEX\LOADER.EXE

Company: Virgin Interactive Entertainment

Tech Support: (T14) 833-1999

Release Date: Available Now

Category; Arcade Racing

Required: Pentium; 8MB RAM; 13MB hard-drive
spoace; VGA

Install; UNSTALLBAT

n 1995, Virgin gave us Screamer, an

entertaining little arcade racer that

didn’t take itself too seriously. Now,

its sequel finally arrives with the sama
light-hearted attitude, and it does an
avan batter job of bringing tha feeling of
breakneck speed to your PC screen.

The demo gives you a tempting

taste of the full game. Racing in England

m[ontrol Keys

Full Screen View

Inside CockpitDashboard Viuw__@
Outside CarHood View
Elevated Chase View @

Toggle Rear View Mirror On/Off _@

“In Game" Options Menu _@

il C GAHER Januarny 1947

— —_—
—— —
i

e P e o

Media Dimension.

them (or to find out what the currmtq:u-
ﬂﬂnﬂ arel.

you'll lose control,

with the Condor car at your disposal,
you'll soon see where the game has
changed for the better. The world has
become fully threa-dimensional, and the

You'll have to be quick to keep up with the
computer opponents. They're a lot more prac-
ticed than you are.

GEX will have to face these gecko Frankenstein's Monster wanna-bes if he's going to get out of the

| These secret portals will lead you to bonus :
levels. They aren't easy to find, though, so keep

-
Fomrmn

e g

your eyes open.

coeoescoossene

car you drive
can easily
catch some big
air over those

| sharp bumps.
Making cor-
nars cleanly
will ba tricky —
you've got to
power-slide
through them
the way the
real racers do
— 80 make
sure you know

) 1
LERR how to use the

Feh

Your car, the Condor, has a lot of power. Don't keep your foot in the go-juice, or  JEEEELGRUE]

braks in com-

bination. You
cartainly won't get anywhare fast by
flooring it the whole time.

We recommend using & joystick
with this one — or a steering controller,
if you've got one. The analog |npu'[ ofa
joystick gives you a better de
tr-.)i than you'll get from a kevhuard or

Nh‘lto'w option you ch
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Down & Dirty Racing!
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BATTLE 12 TEAMS FOR THE LEAGUE CHAMPIONSHIP.
SLASH. BODY CHECK AND HACK YOUR WAY THROUGH
THE KILLING SEASON.

e ae——
e

EAcH DROME ARENA HAS IT5 OWN LETHAL
COMBINATIO [ . RAMPS, PONER-UPS AND
OBSTACLES. e

SCORE WITH THE “ROK" OR YOUR OPPONENT 'S

SEVERED HEAD. YOUR EQUIPMENT 1 CIALLY
DESIGNED FOR SCORING AND Bl RING.

ENGAGE IN U-PLAYER NETWORK ACTION THAT
FEATURES THE SPEED OF HOCKEY AND THE SAVAGERY
OF COMBAT. Bt THE MVP or BE DOA.

ywiz
Sag HAKE!

DEVELOPED BY.
WizBaneG!

IN COLLABORAT FON
WITH

ACTIVISION.

AUTTVINITN T8 A WTIIR VR TATR MM A (P AT A TEATORARE 0 RTINS [ 1900 AC OvIUtoN, o0 WIZUAME| 1% A GIEILE |1 DA A oo WI2hiaaii ! SoRINaE Moy
ML E1ER OATIL RN AT ALY AN R e L G e m eI OwERS ML




T ERE ARE TEAM CORONERS.

THE DROME IS NOW OPEN.

, -

ACTIVISION.

AVAILABLE ON MS-DOS"/Winpows®95 CD-ROM.
PLAY THE DEMO ON THIS MONTH'S cOVER CD
DOWNLOAD IT AT HTTP://WWW.ACTIVISION.COM

Product Information Number 97
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" SOONET

Explosive Multiplayer Acr.ion.l:
Compete as one of

6 Combatants

or 2 Cyborgs.

IPX LAN/Modem.
Deathmatch:

NO LIMITSE

City streets.

Los Angeles Hills.
Interiors /Exteriors.
SkyNet Compounds.
Multiplayer Battlefields.
Single Player Missions.
True 3D SVGA Visuals.
Environment:

NO LIMITSS

Weaponry: 20+ total.

Heat-seeking missiles.

Motion tracker.

| Methods of Destruction:
" NO LIMITSS

Ground Combat. Rampage
by Jeep.
Aerial assault.
Modes of Combat:
NO LIMITS:

Revolutionary
XnGine™

True 3D system.
62 of freedom.
Control System:
NO LIMITSE




| DJJ. JIC I
| Company: Simon and Schuster
Tech Support: (303} 339-T14

Category: First-Pi

Required: Pentium 75: B RAM; 15MB
hard-drive space; VGA

Install: \REXBLADEUNSTALL BAT

" irst-person shootars have come 8
. lang way since Doom, incorporating
| not only lots of bloodshed and fire-
power, but new tricks; traps, and puz-
1les 10 solve. Rex Blade takes the first-
person shooter formula and adds dozens
of its own inventions.
The story s never tarribly important

A

Iy

TR

Find one of these terminals, and you can hack
into the Cyborg computer system.

The Cyborgs are vicious creatures, but they hlow up really tha tarminale In Asx Blade. Talk
well when you fill “em full of lead. - 2 : : ;

m[ontrol Keys

Display Control Panel
Rotate Left
Rotate Right

Move Forward

aeaﬂaeﬂgaa

<

B ey -.ﬂ
The computers aren’l as easy o use as your PC;
you'll have to figure out some passwords,

In gams like this, but at lssst Rex Blade's

- isinteresting. The time is the 37st century,
-and after a long and bloody war between

the human race and o race of Cyborgs,
peace is reached by axiling the Cyborgs to
a galaxy far away via a trans-dimensional
device. Now, 500 years aftar their axile,
human scientlsts have discovered that the
Cyborgs want to come back. To thwart
their evil plan, the humans send Rex
Blade, a mechanical monstrosity that
fought on the human side in the old war,
to destroy the Cyborgs complataly.
You, of course, play Rex Blade. Take
a look at the control keys to lgarn how to
use your mechanical shell and fight those
Cyborgs. You'll probably want to get rid of
the heads-up displays (HUDs) as soon as
possibie — they can take up valuabls
screan real estats, and the information
they convey is always available at the
prass of a button. To shut them off, press
F6 for all of them, or press F1-F5
to toggle them off individually.
Az you wandar the Cyborg
complex, kesp an eye out for
afy computer terminals, By
hacking into the system, you
can learn about the Cyborgs.
If you can figure out the
terminal’s passwords, you can
play mini-games on them as
well, The full version of the
game will come with its own
programming language, called
REX++, that will allow you ta
i program your own gamas for

about originall

Select Previous Weapon in A ‘_@

sﬁumwﬂlnnml_@
Toagle System HUD
Toggle Bio-Stats HUD

Toggle WETWARE HUD
Toggle Weapon Display HUD _@
Toggle Ammunition stores HUD
Toggle All HUDS.

Scroll Down WETWARE —e
Seroll Up WETWARE 7“
Toggle Current m&ﬁ____@
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| Using the remote controlled missiles is a good way 1o get a bead on the enemy, but it's also a good
| way to scout the area around him.

Company: Tth Level

Tech Support: (214) 438-8060

Reloase Date: Available Now

Category: Action

Required: Windows 95; Pentium 90; 16MB RAM;
25MB hard-drive space; SVGA

Instal): \GNOMESETUP.EXE

1 tompin” around in a glant mecha-
. nized machine is simply too good to
'\ pass up. So Tth Level has created a
fearsome game that puts you in the
commander's seat of a powarful
machine of death.

The vehicles in this game are known
as HAWCs, which stands for Heavily
Armorad Weapons Chassis. The name
fits beautifully — these machines carry
enough firepower to take out & few city
blocks, not to mention enough armor to

S

= [ontrol Keys

Fire Weapons on
Mounts 1-6

CEeE

Increase Speed
Decrease Speed .

Turn Left

Turn Right ___

Look Up

Bees

Look Down____

Center Torso

0

Target Next HAWC

make them nearly impenetrable.

The demo contains a
training mission as well as a
full-fledged battle mission,
Expect quite a few differances
from anything you might
have seen before: for example,
you can actually leave your
HAWC in tha middle of battle,
use your Gas Assault Shock
Rifle (GASHER) to force the
enemy out of his own HAWC,

it over. And don't for-
ut the multi-player
ilable!

When you eject fram your HAWC, you'll see the world from a

pletely different persp
another HAWC, quick!

Use your GASHER to get into

F ¥ .
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2 “alien world of
Yavaun teeters

on the brink of anarchy.

For centuries, 4 diverse

races have tolerated a

precarious balance of power.

But a new order is in the wind. ..
one bom of blood and fire!

This real-time strategy game
lets you carry your 8 favorite

units from scenario to scenario.

(." = o = Devaloped by DresmForge Intertainment. WaR WIND & o frao
£ Dreavbonct 7 win oy o iRl
- j

¥ Windows i A rogintered trademark of Mécrosolt Co

T ation 100G Strategse Sanulitions. e Al rights

Advanced combat options
include stealth movement and

bio-mechanically enhanced units.

Play solitaire or choose multi-
player and head-to-head play via

network and modem.
TEEN|

Online tutorial and pop- |
up windows help you

learn the game quickly.

ol Statege Simulations. e a M

Product Information Number 332

255-COLOR SVGA TISPLAYS. WINDOWS’ 95 CD-ROM

A MINDSCAPE® COMPANY
www.warwind.com
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Company:

Toch Support: (§16) 335-1008

Reloase Date: Available Now

Category: Graphic Adventure/Puzzle

Required: Windows 35; Pentium; 8MB RAM; 16-bit
SVOA; Mouse

Install; INSTALLEXE

Solving the clack puzzle is as simple as mak-
| ing sure the sun, moon, and Earth don't collide,

Tech Support: (208] 644-4343

Releass Date: Available Now

Category: Pinball

Required: 486/33; BMB RAM; VBA; Windows 3.1 or
highet

jerra’s sequal to the best-selling 30

Ultra Pinball takes you into a world

of spooky horrors on three new

tables. Our CD features a five-minute
playable demo of the game.

As the name suggests, 30 Ultra
Pinbail: Creep Night has a creepy theme
with haunted-castle trappings. To give
you an idea of how large the table is,
there are seven flippers and two mini
tables on either side of the main table.
Ghosts will pop up now and Ihen to
guide the ball to different pla

are guhllns too, and even a wralllll whao
2 ball. There are enough

ny pinball wizard he
The fiipper cont

The wide table design gives you pluil\u ol
action while allowing you o see the entire
table without having to scroll up and down

are excellent. After five minutes of play,
you may find yourself restarting this
damo over and over.

The system regquiremeants are very
easy to meet. If you are using Windows
3.1 however, you will need to copy
a couple of additional files onto your
hard drive. Copy the DSOUND.DLL
and DSOUND.INI files from the

PBZDEMOWVINST d

av

Coming Foeburary o PC CD - ROM
1
- |
' || —
WY GAMERS, FOM GAMERS

Product Information Number 185




Tech Support: (519) 431-4264
Releasa Date: Available Now
Category: Arcade/Action
L Requirad: Windows 95; Pantium: SMB RAM;
| 10MB hard-drive space; SVGA
| Install: \FXDEMO\SETUP EXE

= [ontrol iflev's

PLAYER ONE:

Attack

Jump
Punch _
Retreat

Duck

@%ﬁ%@@

Kick

 notr -' 3
Fjb[r ; /

Company: Peygnosis

Tech Support: (415) 655-5683

Relosse Date: Available Now

Category: Adventure/Action

Required:
15MB hard-drive space; SVGA

Inatall: \E2DEMONECSTATIC.EXE

infestad
with more of the evil you've already
fought. Not only are you defending the
innocent in the sequel; this time around,

ftar defeating the demonic horde in
Ecstatica, you go return to your
home castle only to fin

you're protecting your loved ones!
Continuing the exciting three-

dimensional action gaming
experience, Psygnosis brings
us their follow-up to one of
the most underrated graphic
adventures in PC gaming.

With its unique 3D
hulll frcrm Ll

To play the gam
the cursor keys to direc

fE PLGAHER January 1997

indows 95; Pentium; 8MB RAM;

1ent — the up arro!

Clptiam frnm the main menu, and you'll
be able 1o adjust the graphics. Speeding

the game up could be as easy as turmning

s Win25

Adding a ton more ellipsoids to Ecstatica 2
means much sharper detail in the game

moves forward, the down key backward,

and the side keys rotate your character,
To perform actions, use the cursor keys
in conjunction with the Alt and Control
keys. To attack, hold down the Control
key and press an arrow key. The Alt key

Enl demons have taken over your home castle,
I’s time to clean house!

performs other actions; for example, 1o
rofl backwards, press the Alt key and the
down arrow key. Experiment a little, and
you'll figure out exactly which key com-
hinations yield each of your character's
many actions. To examine or pick up an
object, press the spacebar. Press the
Shift kay to jump long distances.
Ecstatica 2 puts many mare ellip-
solds on the screen than the first game
did, and you can see the difference in
detall on-screan. With the eerle sur-
roundings, the dead and broken bodies
strewn about the palace, and the sheer
viciousnass of the monsters you'll face,
it might be a good idea to play this
game in the safety of full daylight.
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L]
struck is a new

twist on twisted. No

puter gamer will want to be

deprived of this depravity.
Mot when they can watch
Spike the Clown torture

balloon anima

the cartoon
forces of good and evil.
Toonstruck blends live action
(starring Christopher Lloyd)
with wild animation for some

of the most bizarre puzzle-

based adventure gameplay

ever, Toonstruck is dark, weird
and has more twists and
turns than your lower intes-
tine. So go ahead. Punch out

a clown. Flush fish.




“...hilarious cartoon quality

animation and an absolutely

bizarre world make Toonstruck

an adventure game unlike any
we've seen. The all-
-the-board humor
delicious,” says
COMPUTER GAMING
WoRrLD. “The twisted
realms of this adult
cartoon adventure
(has)...all the elements
of a great game:
beautiful graphics,
challenging puz-
zles, outrageous
humor and good ol
star power," says
PC Games. Finally,

“A must see” from
ComMPUTER GAME
ReviEw. We are

sure you'll agree,

Product Information Number 345
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The Serpent Riders shall return...

EXCLUSIVE! BEHIND-THE-SCENES OF THE HOTTEST GAMES

fexen |

Take the impressive
Quake engine and give
it to those fantasy
fanatics over at Raven
Software, and what do
you get? Well, just take
a look...

—Jason Bates

Publisher: To be determined
Projected Price: To be ann
Percentage Complets:

Four character classes, ten character levels, a host of
new weapons, monsters, and four distinet worlds will
male this the richest Raven game yet.

Whal's 50 special?

Raven has always worked closely with id Software,
wodifying the Doom engine to create its own style of
y action games with Heretic and Hexen. Now
Raven has do; i
using the Oy
ence — j

find when's it coming out?

Summer 1997

sessssssasnsnnns

LE AR AR R R NE SRR EEREENEE R E N AN NN ENENNEN]

aven Software was
founded in 1988 by
brothers Brian and
Steve Raffel. and the
company has made
name for itsell not only
for its first-person
action games Heretic
and Hexen, but also for
its early RPGs, Black
Crypt and Shadowcaster. Raven's close
partnership with id Software has also
been fruitful, and now that Quake is out
there, it's only natural that Raven
Software would be the first to license
the engine and create its own game
around it.

Hexen IT will use the Quake engine,
and everything that was in Quake will
show up in Hexen II: built-in TCP/IP
play, 16-player network games, true 3D
architecture, and deadly quick frame
rates. But Hexen I will not be just
Quake with Orcs: there will be different
character classes, characters will have
stats and go up in levels, and Raven's
striving for a real world, interactive type
of environment. And just look at the
screen shots...

sl of the game is
it will be agony.

Besides a medieval region, the

ill also be
Egyptian, Roman, and Meso-American hubs

The warrior from Hexen becomes a pal-
adin in the sequel

Though Raven’s been planning a
Quake engine game ever since Hexen, It
took the team a while o get the code
from id, as John Carmack continued to
polish and perfect the engine, “So
we've really only been developing since
May [of 1996]," says Brian RafTel.
“We've been kind of hindered a bit by
the length of time It has taken to get the
code from id, so we don’t have as much
time as we did with Hexen to
change the code too much. Plus,
Carmack’s done such a great job
with the engine, there’s not as
much room for change —
although we are changing a lot of
things,” he says,

“We changed the editor quite
§ 4 bit. and the way we're doing
creatures is different — we're tex-
ture mapping them differently,
hopefully more effectively,” Raffel
says. "Also our palette is going to
be different. not everything so
brown and grey.” You'll also be
ahle to crouch and fly,




You'll be able to see the sky from the
top of th e wall, Note that the
guns shown in these shots are placeholder ant.

None of the creatures have been
rendered yet, and there are only some
early concept sketches of the characters
at this point. But the creatures will be
fantasy-oriented, tied to some of the
game's specific environments, including
another Serpent Rider. “We really want
to concentrale on creature AlL” adds
Raffel, “Even more so than before.”

Players will be able to choose from
four classes: Paladin, Cleric, Necro-
mancer, and Assassin. Each class will
have five different weapons, different
spells, and different attack rates, and
each will have two to three special abili-
ties, The Tome of Power from Heretic
will also return, giving added attacks to
all the weapons.

Clerics and Paladins will be able to
heal themselves, though the Paladin is
more of a warrior, and the Cleric is
more magic-oriented. The Necromancer
will be able to kill certain creatures and
siphon their souls, gaining mana and
health, And the Assassin will be able to
do things like backstab creatures, hide
in shadows, or deliver critical hits, and
may even have same poison to use. But
he won't be able to pick locks on doors
“We thought about that.” says Raffel,
“But we felt that the Assassin would
rather hide in shadows, back stab,
move silently, etc., and it would be hard
to interface, and could create some
game design issues.”

But classes aren’t the only element
borrowed from RPGs; ability scores and
character levels will be added as well.
By going up in levels, you'll be able to
attack more frequently and are more
fikely to hit your opponent. You'll get
mare proficient with your abilities as
well. “We're also trying to add a stat
page, so you can look at what your
character’s wearing, and what their
current abilities are, what level they
are.” says Raffel. You can go up to ten
levels, Your hit points increase along
with your speed, armor ability, and the
amount of damage you can do.

All this sounds reminiscent of a
roleplaying game, but Hexen II is pri-
marily an action title. So why is Raven
adding RPG elements at all? "It makes it
a lot more rewarding for the player,
instead of just finishing a level and
moving on, you gain other benefits as
well.” says Raifel. “We're trying not to
make it too cumbersome where you're
stopping and looking at your stats for
every little detail, but it's definitely

This dra
studied hook

ot of a cathedral interior shows how much detail Raven will put
rt and architecture while designing these levels.

1o Hexen 2 Raven

“Adding RPG elements
will make it a lot more
rewarding for the
player. Instead of just
finishing a level, you
gain other benefits.”

ESS————— S S B AR AR

The levels look fantastic.
The colors are bright and var-
ied, and the architecture is
based on real buildings. “We've
been doing a lot of research,”
says Raffel, “We went out and
bought about 50 books on dif-
ferent areas that we're gaing to
have exploring in.” Besides the
medieval castle environment,
there will be an Egyptian,
Roman, and Meso-American

TR e area. |he architecture is all

sters have been rendered yet

something you'll notice as you're play-
ing: that you're getting stronger, and
things like that.”

But there will be no conversations
with NPCs or shopping for weapons, as
was done in Strife and Raven's other
RPGs. “We're going to stay away from
that.” says Raffel, “There will be a town,
but it’s not a place where you buy
weapons or things like that.”

Instead, the lands are deserted
because the inhabitants were victims of
the wrath of the Serpent Kings

going to reflect that era as well,
s0 you can definitely tell you're
in & different area, not just a place with
different textures.

“We're also trying to 'nuk&_ the
environment as rich &
real possib
you're actually seging
shop, an inn, or a tailor shop.” Brian
Raffel's cathedral (pictured on thusu
pages) is one of
structures we've y game. “Tt
was the first one | did,” he says. "It was
something | v wanted to do. [ also
did that first el of Hexen; 1 just kind

o ST R |




Your first look at...

This fiery area is reminiscent of Quake. Hexen 2 uses the Quake engine, and is one of the first

i products 1o license the engine from id Software.
In the deserted towns, you will find market stalls

and other evidence of daily life

BLACK CRYPT

]

This scene resembles a roleplaying
game, in which Raven has deep roots.

ther into :ulepld\.lnq

Raven's first release was a roleplaying
game published by Electronic Arts in
1992. You had a party of four charac-
ters in this Eye of the Beholder-style
fantasy game

SHADOWCASTER

This was another roleplaying game,

but in the first-person point of view,

comhbining action and RPG elements.

Published by Origin, players were able

to morph into a number of different creatures as
they played.

CyCLONES

A first-person shooter in a science fiction setting,
CyClones was published by SSI. One of the few
good Doom clones in the early days, it eamed an
81% in the March 95 PC Gamer.

HERETIC
Released first as shareware, it was an impressive
use of the Doom engine, adding flying and other

| POGAMER Jonry 1387

It chronicles the adventures
of a sidhe elf as he avenges the
destruction of his people by the ser-
pent rider D'Sparil. Heretic was later
released by GT in retail form as

Heratic: Shadow of the Serpent Riders,

with five full episodes and more than
45 levels of play.

HEXEN

A follow-up to the shareware hit

Heretic, Hexen beat its predecessor to
the retail shelf. Hexen let you pick from three char-
acter classes, as you followed the adventures of
three human adventures opposing in a new dimen-
sion, challenging one of D'Sparil's Rider hrethren. A
sequel, Death Kings of the Dark Citadel, took the bat-
tle to the underground cities of the Death Kings.

NECRODOMI

To be published by 551, Necrodome s a car com-
bat game, and a return to a science-fiction setting
It's not in retail yet, but a demo has been out on the
Internet for a while

This pencil sketch of a warrior reveals many
i ng the skulls on his shoulders
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Is it 2 game when your stomach lurches in the course of performing 2 Cuban cight?

Is it 2 game when beads of sweat appear on your forehead while flying under London’s Tower

Bridge to digitally sampled sound? No. This is not 2 game. This

is Microsoft” Flight Simulatar for Windows® 95, the latest upgrade

to the most realistic PC flight simulation available anywhere.

Expericnced sim pilots will relish logging time in their new Bocing

737-400 and aerobatic Extra 3008, extending the range of experience beyond

the four planes already in the flect. A heightened level of realistic flight
dynamics has been achicved,
as verified by Flight Safety International, the world's
leading pilot training organization.

Buzz Las Vegas by night and Martha's Vincyard
at dawn with a degree of photo-realism that only
satellite imaging makes possible. Soar over New York.
Paris, Tokyo and other citics with more detailed 3D
rendering. Improved performance delivers smoother

out-the-window views and more immediate response to cockpit controls.
Challenges have been added to test your skills under daunting weather conditions,
over new terrain, in varied aircraft. Fly in the face of Mother Nature as you shoot
an instrument approach into the fog. Climb over the Alps through rapidly shifting
winds, turhulence and changing visibility. Blow the skirts up on the Statuc of Liberty.
To find out even more about Microsoft Flight Simulator for Windows 95, visit our Web

site at www.microsoft.com/games,/fltsim/

Microsoft

Where do you want to go today?”

Expansion Pack with southern California scenery, challenges and adventures available soon.
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[Your first look at...

Yes, it's more real-time
strategy in the tradition
of WarCraft Il and
Command & Conquer.
But don’t turn the page
yet — this one could be
something special.

—Dan Bennett

Game: Dark Reign
Category: Strategy
Developer; Activision and Australis
on, 11601 Wilshire Blvd., Suite 1000,
Los Angeles, CA 90025 (310) 473-9200
Projected Price: $49.95
Percent Complete: 50

A strong computer opponent, units that think for them-
nd terrain effects are just some of the ingre
brings to the traditional real-time strateqy recipe.

&, but the design leam
ood arti-

veaking the game until play balance is perfect

Why should | care?

Dune il and WarCraft made up the first genemation of
real-time strategy games; Command & Conguer and
WarCraft l dominated the second; and Dark Reign joins
games like Red Alert and StarCraftin the third, upping
the ante with smarter Al and a wider array of options.

find when's it coming out?

Late February 1997

ssssssssnsssnane
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t was inevitable, really.

Blizzard's WarCraft [f
was the best-selling PC game
of 1996, and Westwood's
Command & Conguer had to
be a close second. So, just as a
slew of first-person 3D shoot-
‘em-ups naturally followed the
successes of id Software’s
Castle Wolfenstein 3D and
Doom, a crowd of real-time, top-down
strategy games is poised to pull at our
purse-strings this year.

You may remember that most of the
Doom clones didn’t come close to the orig-
inal in addictive playability. But there were
exceptions to that rule, like Dark Farces
and id's own Heretic; games that had so
much personality they rose above the sta-
tus of knock-offs. Then there were the
next-generation games, like Duke Nukem
30 and Quake, which brought the old for-
mula to life with the lotest technology

The same Is bound to happen with
real-time strategy games, and Activision's
Dark: Reign looks like it has plenty of both
qualities needed to rise above the crowd
of me-too games: plenty of personality and
new technology.

Dark Reign's producer, Greg
Borrund. doesn’t pretend his game is
entirely original, but he's determined to
make it better than its predecessors,

“We really started out with C&C and
WarCraft I as a basis for our game,”
Borrund says, “and everyone is going to
assume that we're going to have at least
that level of functionality.”

To ensure that Dark Relgn does more

The Spiderbike is ane of Dark
Reign's unique military units.

G800 PBRORNOBORNRNRRNNRORSISRReRRRORERRS

than just equal the earlier games,
Borrund and the development team paid
close attention to gamers’ complaints
gbout C&C and WarCraft [l — including
their own, of course.

One of the most common gripes
about both games centered on their artifi-
cial intelligence; the computerized oppo-
nents were pccasionally tough, but they
were pretty predictable. Winning a single-
player scenario generally meant figuring
out the actions the Al-controlled enemy
would take every time-and finding a way
around them. Not quite as satisfying as a
multi-player game, in which your oppo-
nents might never do the same thing twice.

Borrund decided one of the team’s
primary tasks would be to come up with
an Al that made the single-player game
almost as unpredictable and intense as a
multi-player session.

“People are going to be expecting
the next level of Al from all the new strat-
eqy games,” Borrund says. "It's very diffi-
cult to do; we're spending a lot of our
resources on Al First of all, we're trying
to create an Al that responds in different
ways to different situations. It's not neces-
sarily going to do the exact same thing
every single time you play the mission.

“If the player's going to build up an
incredible air force, the computer’s going
to respond to that.” he explains. “It's
going to detect that you have an air pres-
ence, and it's going to build the appropri-
ate buildings.”

All the time and effort being lavished
on the game’s Al Is having an exciting
side-effect: units under the player’s con-
trol are going to be pretty smart, too. One
of the few tedious elements of previous
real-time strategy games was the need o
keep track of all your military units as
your army grew, making sure they were
going where you wanted them to go and
doing what you wanted them to do.

In Dark Reign. Borrund says, you'll
be able to give soldiers and vehicles
pretty specific orders — and they'll carry
them out whether or not you keep pop-
ping in to ¢lick on their littde heads.

“At the very beginning of a game, |
can assign certain key units with AL"
Borrund says. “For example, | can ask
them to go through the map and find key
buildings for me — and they'll do this all
on their own, so I don’t have to con-
stantly move them around the map,”

It’s also possible (0 determine how




Friendly un

out, like ha
other uni

your units will react when they're
attacked, or when they spot the enemy.
Two values in the game, autonomy and
tenacity, can be adjusted to suit any tacti-
cal situation. A unit with high autonomy
will automatically retreat from battle and
find a medic when its damage reaches a
certain level. Once it's repaired. it will
return to the fight — all without any input
from the player. Tenacity is the other side
of the equation; a unit with high tenacity
will wade into the fray and destroy the
enemy at all costs.

A waypoint system complements
your soldiers’ intelligence. In Dark
. Reign, you won't have to play sheepdog
to your units, herding them along a
. specific path with one mouse-click after
. another. Instead, you'll just define the
¢ path with a series of waypoints and tell
. your troops to follow it
1 Two types of waypoints will be avail-

able, Global waypoints can be created,

then assigned at any tme o @ny units
under your control. For example:

“As I uncover portions of the
map, I'll find weak points for the
enemy,” Barrund says, “and | can lay
down a waypoint that might lead
from my base to the enemy’s base.
Any time | want to take a unit or a
group of units 1o the enemy base, 1
can just send them to that waypoint.”

Paths can be altered on-the-fly; if
you decide 16 build a new structure in
the middle of a vital route to the enemy,
you can just grab any waypoint on the
path and drag it to another position. You
can also insert new waypoints along an
existing path.

Then there are local waypoints,
which can be assigned to a single unit:
you might want to put a hovertank on a
repeating patrol circuit, for instance, The
unit will follow the path until you tell it
differently — or until its
autonomy/lenacity settings make it
detour to go after an enemy unit. Local
waypoints can be complex. too, Includ-
ing actions as well as movement orders:
Go to point A, then to point B, fire at an
enemy structure, pull back to point C,
and repeat Artillery pieces could follow
classic fire-and-move tactics without
constant mouse-clicking from the player
The possibilities are just about endless.

“The waypoints are really exciting.”
Borrund says, “In fact, we're using them
quite a bit in our gameplay right now.”

Terrain effects are another of Dark
Reign's innovations. Borrund says the
game will have eight different types of
terrain, and each type will affect units’
movement across ity troops slogging

Tanacity

Rutonemy

through a mud bog will be much slower
than troops moving across a paved road.

Elevation will also come into play.
Any patch of terrain will have one of
eight levels of elevation, so a Dark Reign
map can have valleys, hills. and moun-
tains. This will affect movement, but it will
also limit players’ knowledge of the ene-
my'’s position.

“You're not going to be abie to see
around hills,” Borrund says. "It gives
meaning to having to gain the high
ground in each mission.”

The designers even plan to let cer-
tain weapons deform the terrain;
artillery and rocket hits will create
craters, lowering the elevation and fur-
ther affecting movement.

Of course, even as they pay all this
attention to — gasp! — gameplay details,
the Dark Reign team hasn't completely
neglected the bells and whistles. Borrund
says the game will feature at least 35 dif-
ferent units divided between the
Imperfum and the Freedom Guards, the
two sides of Dark Reign's science-fictional
conflict. In addition to the basic, meat-
dnd-potatoes troops you'll find in any
real-time strategy game, there are some
pretty unsual units.

A particularly nasty one is the
Hostage-Taker, Borrund says. It's a vehi-
cle that plows into enemy infantry, grabs
a hapless soldier, lob izes him, straps
a bomb on his back, and sends him back
to blow his comrades to bits, Then there's
the Spy. who can sabotage enemy facili-
ties or steal vital information; as in
Command & Conquer, each side has its
own unigue military units — but in Dark
Reign, if the enemy has something you
like. your Spy can pilfer the plans for it so
you can build your own.

Other units have the ability to
“maorph,” altering their appearance so
they look like enemy units or terrain fea-
tures, like trees or rocks. Picture a large
stand of innocent-looking trees suddenly
moving toward your base; it's & scenario
straight out of Macbeth, as Birnam
Wood comes to Dunsinane all over
again. Pretty nifty.

Add to all this the most versatile
map editor yet. plus multi-player action —
including Internet play without the need
for a dedicated gaming service — and
Dark Reign stacks up as a pretty strong
contender for the next real-time strategy

he lmperium and the Freedom Guard, the game

rring factiol

crown. We can't wait to play it.
nt military v
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simultaneous or turn-based

gameplay plus adjustable turn
. length and game speed will
challenge both real-time and
turn-based strategy gamers

Any combination of up to
four human or computer
opponents can wage war.
Battle over a network or clash
head-to-head via modem

i Play as one of eight Factions, choose
- from over 50 land, sea, and air units,
upgrade armor, speed, and range

21994 Interplay Productions. All rights reserved. M.A X Mechanized Assaull & Exploration ond Interplay are
trademarks of Interplay Preductions. All rights reserved
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Your first look at...

an you hold y

ir own with th

This golf sim series is
finally back in business
— and a course editor
and greater control
over your shots help
this game stand out
from the crowd.

—T. Liam McDonald

Game: Jack Nicklaus Four

Developer: matronics

Publisher: Accolade, 5300 Stevens Creek Bhvd,, Su
500, San Jose, CA 95129 (800) 245-7744

Projected Price: /!

Percentage Complete: 80%

rew features and — naturally —
e designer.

What's so special?

The Jack Nicklaus series is best known for one thing

With & powerful new course desi s ¢ Micklaus
Four has one major feature lacking in Links LS, mak-
ing it the one other golf game you will have to own.

Why should | care?

Even though older JN games are woelully out of date,
they still have a large following with golfers and
onling gamers, thanks to the course designer. Course
design g, and JNY is the only game in town.

find when's it coming out?

March 1957

Jack Nicklaus Four

olden Bear

I E AR RN E R EENEENNEREEEEEENEEENRENNEREERRESEERENRNENHNHS]

While Jack himselt is in the game, you
n't be able to play as him — only
against him. Hey, there's only one Jack,

t's in the Bible, if you read
carefully. We shall be visited by
plagues of locusts, frogs, gnats
and, vep, right there: golf simu-
lations. Swarming over the
land. Darkening the sky.

Do we really need
another? Isn't Links LS the
most gorgeous? Doesn't PGA
Tour have good tournament
play? Doesn't British Open have crowds
and announcers? Not to mention Front
Page Sports: Golf (formerly known as The
Golf Club), Greg Norman Ultimate Golf
Picture Perfect Golf; MS Golf, and possibly
QuakeGolf, for all T know (if none of the
QuakeC hackers were working on that,
someone surely will now)

follow-up to the first computer golf
game, Mean 18 (from British Open cre-
ator Rex Bradford)

An improved edition followed as
fack Nickiaus Unlimited, with the added
innovation of a course creation utility, An
improved version, . Nicklaus Signature
Edition, followed in early 1994, but then
there was nothing new for a long time.
Jack Nickiaus at Muirfleld !
be the next incarnation, featuring hun-
dreds of on-site photographs stitched
together into a game. But the result.
which was overly similar to the lackluster
Picture Perfect Golf in approach, was
scrapped a5 unacceptable after months of
development time. A new team called
Cinematronics was brought in, along with
a new producer, former touring player
Michael Franco, They started from
scratch, creating the sharp new engine at
the heart of Jack Nicklaus Four, and the
results are impressive

Graphically, JN4 for Windows 95
looks very good, with excellent water
effects and smooth terrain. Though
it’s not the visual show-stopper Links
LS is, it also won't stop mid-range sys-
tems cold as you wait for redraw, and it
plays smoothly on those machines as
well. But where do vou beégin when
designing a new sim in such a crowded
market? As Mike Franco says, you start
with the basics:

“Like everyone else, we want to
create the visual experience you get on
the real golf course, so you have to
make something high-res and beauti-

‘Well, there may be one more
golf sim you need after all: Jack
Nicklaus Four: Golden Bear Edition,
It has some things the others don’t:
@ few new features and play
mechanics, a knockout course
designer, and — of course — the
Golden Bear himself,

Arnie may have his Army, but
Jack is the best player the game
has ever known (and if you have to
ask who are Arnie and Jack are,
you probably won't care about this
game anywayl. He's won more
tournaments, made more money,
and played better in his prime than
Jjust about anyone who ever picked
up a club, Accolade began its rela-
tionship with Nicklaus with Jack
Nicklaus's Greatest 18 Holes, the

| 40 il GAMER January 1937




The uhiguitous power bar, o
that make it

ing meter
er golf sims.

feel — with the sounds and everything
vou see on-screen — like youre on a
golf course. The second goal was to
recreate the experience of playing golf.
That has always been my pet peeve
with some games, since | can’t play the
way an experienced player does. 1 can’t
read the course and build my swing the
way | would on a real course.”

The solution was twofold: more
viewing angles than other games offer,
and more control over the swing profile.
When vou're out on a course and your
ball lands in the rough or behind a tree,
you walk around and look at the lie from
different angles. You check out different
lines of sight, Often — especially when
reading a green while putting — you get
down on your hands and knees and take
in & worm’'s-eye view.

The fast screen redraws help make
this more feasible, but JN4 also offers the
widest range of viewing angles of any
game on the market. The “camera” can be
moved virtually anywhere and pointed at
anything on the course. It can also be
adjusted for height and zoom level, so
you can go from ground level to crane
level, in close or out wide. On the green,
you can turn on the traditional grid over-
lay to see the undulations and read the
break, or you can just get down low and
- eyeball it. As Franco points out, “The
mental way you play Is to visualize your
. shot and then to implement your shot
- through your swing. That's what we're
. trying to get.”

3 By adding some new twists on shot
{ mechanics, JN4 also gives you a different
| of control than you'll find in most
| other golf sims. The power bar and aim-
ing arrow are still there, but they can be

. subtly adjusted for each shot. You set up
each shot first by choosing where you
want it to be hit. Then you can essentially
“bend” the aiming arrow in different
witys to adjust for draws and fades,
whether the shot has a high or low trajec-
tory, and how intense the shot will be. By

sent in JV, but with some subtle differences

ﬁ You can watch a shot from a re
il you like {either live or in

repl leaves on the hall trail to watch
the flight, bou , and roll phys

bending the arrow, vou can shape each
shot more effectively. When you're ready
to take your shot via the power bar, the
shot profile yvou've created will effect how
the meter works: if you're looking to get a
lot of distance out vour club, the power
bar will move much faster than it will if
you're going for a shorter, more gentle
shot. That level of control should help
when you go up against Jack himself,
who's included in the game.

All this makes JN4's gameplay
slightly different when compared to
other titles, but that's not what's going
to sell it, That task falls to its very pow-
erful course builder. Hundreds, if not
thousands, of Jack Nicklaus Signature
Edition courses are already in circula-
tion online, and dozens of web and FTP
sites are still around for the fans. Not
many five-year-old games still have
such an active following. (Check out
http://users.aol.comy td4729/nse.htm for
some choice JNSE stuff))

JN4 takes the complex task of
course building and makes It accessible,
For those who want to ease into course
creation, “wizards” guide you through
the task, letting you take a score card
from any club, enter the yardage and par
for each hole, designate direction,

“We want to create the

visual experience you get on

the real golf course.”
— MICHAEL FRANCO,
GAME PRODUCER
S S A B AR e R

doglegs, breaks, and o on, and watch the
program create the course automatically.
For those who want to jump in and create
a whole course from scratch, JN4 makes
it easy. You begin by setting the yardage
and shape of each hole from an overhead
view of the course. This creates the basic
outline you'll work with, devoid of haz-
ards and geographical features

You can then edit each hole sepa-
rately. The fairways. roughs, greens, and
other incidental geographical features like
hills and lakes each have numercus “han-
dles” that allow you to move and shape
them. As with any good graphics render-
ing program, you can shorten, lengthen,
twist, and warp shapes any way you like.
Another set of tools then allows you to
raise and lower terrain in various
degrees, creating hills, valleys, and undu-
lations, As [ watched Franco work, he
created a hole with a volcano in the cen-
ter in about five minutes as an example of
Jjust how much JN4 ‘s editor can do and
how easy it is to use.

Once you shape your course, vou
can drop in different features from a wide
selection of 150-200 objects. Trees,
bushes, rocks, ball washers, carts, the
clubhouse, and other objects can be
dropped just about anywhere, Whole
swatches of forest can be created in a few
seconds, and you can make and place
brooks, rivers, and bunkers just as easily.
A selection of traditional green shapes
and bunker designs (created with the help
of the Jack Nicklaus Design Company)
will also be included to help speed course
creation, You can even watch the course
take shape from any angle by opening a
3D viewing window that updates the view
of the course as you build it.

JN4 will ship with fice Nicklaus
courses; Cabo del Sol, The Country Club
of the South, Colleton River Plantation,
Hilton Head, and Muirfield Village, A
sixth “fantasy” course is being specially
built by the Nicklaus design firm using
the course designer itself, which should
be interesting. Add to that all the new
courses that will certainly follow from
fans — and the fact that old courses can
be brought forward to the new game —
an you have a wider variety of courses
than any other golf game can hope to
affer. With course design and course
architects more popular than at any time
in the history of the game, JN4 will hit a
fertile market waiting to test their talents
against Jones, Hills, Dye, Ross, and the
Bear himself.

BCG
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LOOKING FOR THE MOST REALISTIC

“  WORLD WAR 1 AERIAL COMBAT

SINCE 19177 LOOK NO FURTHER!
JUST BUCKLE UP AND
PREPARE FOR FLYING CORPS.

FLY ANY ONE OF SIX HISTORICALLY
ACCURATE WWI AIRCRAFT, ALL
INCORPORATING TOTALLY AUTHENTIC
FLIGHT DYNAMICS. NAVIGATE THROUGH A “
e 3D TEXTURED LANDSCAPE MODELED e
FROM ACTUAL AERIAL PHOTOGRAPHY. / .
THE HISTORICALLY ACCURATE
CAMPAIGNS ALLOW YOU TO EXPERIENCE
TANK BATTLES, BALLOON BUSTING AND

TO PURCHASE FLYING CORPS
VISIT YOUR LOCAL RETAILER (R CALL 5 2
SYSTEM REQUIREMENTS: -
FLYING CORPS IS “PLUG AND PEAY™, =
\_, PIOG, BME KAM, SVGA, WINDOWS™ 05 & DOS. "3
EMPIRE INTERACTIVE L “c.ru“l- ’CREE" SHOT

18220 WISTERIA DRIVE, ngnu.m'rawn M. gosﬁ‘ u’sm-.
World Wids Wab Page hiip/waww.or






{Your first look at...

Jazz Jackrabbif ¢

Forget Mario, Sonic,
and Crash — the PC’s
very own platform
hero is back in a big
way, and he’s got more
attitude than ever.

—Gary Whitta

Game: Jazz Jackrabhit 2

Category; Platiorm

Developer: Epic MegaGame

Publis Epic MegaGames, 3204 Tower Daks Blvd.,
Suite 410, Rockville, Maryland 20852 (800 972-7434

Projected Price: TBA
Percentage Complete: 30%

Epic’s super-swish and attitude-filled platform hero is
back 1o prove that the PC can do 2D arcade
wall as any of these n

a whol new characters and
ry, and the ab. to build your own Jazz
games with the MLLE software.

5 I plattorm
hero, and this new game should pr
doesn’t need to be behind the consol
20 action games.

n terms of fast

I T GAMER Janary 1357

Epic MegaGames brings its buck-toothed hero out of retirement
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Jazz's deranged brother Spaz makes his debut in Jazz Jackrabbit 2 Playing ns- this second

character allows you access to a different set of secret areas not ace

sible as Jazz

game machine,
the PC has always
been the prover-
hial jack of all
trades. You name
it — roleplaying,
flight simulations,
strategy games,
3D blasters, mili-
tary sims, graphic adventures, puzzles,
driving games — there’s not much the
old warhorse can't (or at least doesn't)
turn its hand to, Well... excepl maybe
good old-fashioned arcade games. The
2D action genre, and in particular the
platform game. has for years been the
almost exclusive territory of those pesky
videogame consoles and their dedicated
sprite-based hardware. The poor old PC
was never really designed with shifting
sprites around the screen at speed, and

s0 while leading the way in most genres,

has historically been left eating the dust
of Mario’s plumber boots and Sonic's
running shoes,

ore than any other

winging around Jazz
ungle level — note the
hrowing monkeys.

Spaz go
Jackrabbit
uhiguitous bana

But not always. Epic MegaGames,
shareware heroes and masters of the
much-neglected 2D action genre (their
latest effort, Fire Fight, was a 90% win-
ner recently) have never been satisfied
with the console’s dominance of the
platform scene, so in August of 1994
created a character to rival Nintendo
and Sega’s bouncy brand champions,
The result was Jazz Jackrabbit, a brave
bunny battling cosmic injustice with his




iy ledg
're bac

- Dange

bit, and th

mited.

fun — but ammunition is

ray gun, level-leaping skills, and cocky
attitude — kind of a cross between
Sonic and Bugs. Making a splash in a
much-neglected genre on the PC, Jazz
was an instant hit. In fact. according to
the game’s producer Robert Allen, it
was a milestone for the genre. “1 think
the original Jazz was a necessary step,
not only for Epic, but for the PC gam-
ing community as well,” he says. "1
remember thinking, ‘My Gaod! This
thing is running at 70 frames per sec-
ond on a 33Mhz 486! In 1994 a 70fps
game was virtually unheard of. 1 think it
went a long way in proving the techni-
cal prowess of the PC, and helped push
PC deévelopers to strive for higher stan-
dards in thelr development and design.”
Now, just over two years on, he’s

. back in‘an even more slaborate adventure:

Jazz Jackrabbit 2 (obviously, mini-
mal brainpower was used in the cre-
i ation of the game’s title, so that it could
all be saved for the game design) picks
up where the original left off, offering a
mare high-tech and fast-paced continu-
ation of the first game. “We didn't have
the time or resources during the origi-
. nal Jazz to do the game as well as we
. wanted to,” explains Jazz 2's designer
. and co-producer, Cliff Bleszinski. “We
. wanted to expand upon the characters’
personalities by adding hundreds of
frames of animation, and expand the
game universe by adding characters
like Jazz's deranged brother Spaz.”
Here's the deal: the evil tortoise king
Devan Shell has swiped Eva Earlong's 14
carrot {geddit???) wedding diamond for
his time machine. Eva’s fiancee Jazz

! chases Devan 1o his laboratory, but

promptly gets sucked Into a time warp

-
were part and p
in abundance in th

where he must
prevent Devan
Shell from knock-
ing off his hippie
parents, thereby
wiping out Jazz's
existence.
Confused? Don't
Worry, all just
an excuse for 24 levels of frantic level-
leaping and enemy-bashing as Jazz bat-
tles through the game’s four time zones.

Bleszinski isn't surprised that there
haven’t been more games like Jazz on the
PC before. “Almost every platform-style
game that's been on the PC has been a
translation of an older console title,” he
says. "By nature, the PC gamer is some-
what elitist when it comes to compar-
isons between his PC and a console sys-
tem. So, when the average PC gamer
sees a translation of a console game his
first reaction tends to be ‘Oh, more old
console trash ported poorly to the PC
But Jazz is a PC exclusive who already
has an established fan base, and he's
hard to dislike. Jazz just takes advantage
of too many PC features that cannot be
done on consoles to be ignored.”

These features include a new high-
res mode that allows for a large-scale
view of the play area (Epic says this will
help players find secrets and bonuses);
multiple two-player modes, including a
race against the clock; and a battle
mode that sees rival bunnies head-
butting each other; dynamic lighting;
particle effects; 8-layer parallax

high-res mode allow
a better idea of the

for some great-looking visus

“I think the original
Jazz was a necessary
step, not only for Epic,
but for the PC gaming
community as well. |
think it went a long
way in proving the
technical prowess of

the PC.”
— ROBERT ALLEN
GAME PRODUCER

——— e G R RS ER RS

scrolling and more. All, most impor-
tantly, while maintaining the smooth
framerates normally missing from PC
platformers, “With the development of
Windows 95, the task of hardware sup-
paort has been eased, but it still takes a
very talented programmer 10 Squeeze
out the performance necessary for fast
and furious gameplay,” says Allen. “But
if you're @ good programmer like Arjan
{Brussee, the lead programmer), you
can make the PC jump through flaming
hoops with scrolling games.” And like
Epic’s much-awaited 3D game Unreal,
Jazz Jackrabbit 2 will come with full

- X

out of the leveal
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Your first look at...

ght now at Epic
gion, the compan
ambitious entry into the ever-growing r
rateqy genre. With monster ga lil
Hand Red Alert currently ruling th
bie to enter the genre
lighily. Bm Epic is willing to take up the fight
with its futuristic strategy game

n1wm: Red Alert and Mech-
of hutking robots battle it
lyptic wasteland
1 7th Legion will be on

player has a budget, but there is no harvest-

ing or mining to worry about. At regular time
i h player

credits for them to spend on creating and

atdvancing units. You can eam exira credits
ing out enemy units, like a traditional
tem. Stealth units,
eatures that can be
some of 7th
, but

[0 P GRHER Jamuary 1597

5 ever easy to deal with, but Jazz is as cool as the pmmrhml cucum-
ber. Look out for his “idle” moves; if he's left alone witho,

yer input for too lo

MMX support, s0 gamers with MMX-
powered PCs will get an even more
arcade-like experience.

The guys at Epic profess to be big
fans of the Mario and Sonic games, and
take some of their inspiration from
these classic titles when developing a
game like Jazz 2, Says Bleszinksi.
“We're attempting to capture the mys-
tery of Mario with the speed and excite-
ment of Sonic.” But Epic is also aware
that to appeal to the more mature
demographic of PC gamers, they need
to steer away from the out-and-out
cutesy approach of those console
fayorites. “Sure, on the surface, the
game looks like a kid's game,” says
Bleszinski. “but there is-a lot of subtle
adult humour peppered throughout.
For instance, there is a level called
‘Purple Haze Maze,” which will give ex-
hippies serious flashbacks. We've also
got a level called “A Cold Day In Heck”

Levels like th

ool dungeon show off some of the game's dynamic lighting
ax scrolling, can only be appreciated if you see the game in motion.

where Hell actually freezes over, as well
as some creative foes that are bordering
on bad taste. Nick Stadler, our anima
tor, is a truly twisted individual.”

Style points aside, look out for
plenty of classic platform game elements
that the Jazz 2 team owes (o those con-
sole golden oldies. There are secret
coins around each level that can be col
lected to open up warpgates to bonus
rounds, floors that can be stomped
through, blastable walls, and plenty of
other surprises. Bleszinski’s best advice
for gamers is to “keep your eyes
peeled.” Jazz has been beefed up with
Some new moves, too — he can now
climb along ropes with his ears, as well
as using them to “helicopter” to safety,
and there’s a new move called the “butt-
stomp,” which pretty much speaks for
itself, There’s even an all-new character
o play in form of Jazz's deranged
brother, Spaz — depending on who you
decide to control, there will be different
sets of bonuses. secret rooms and warps
to be found on each level.

Another neat bonus for Jazz 2 play
ers is the game editor software that will
rs to make their own levels
ge them amongst their
friends. Called MLLE (Mult-Layer Level
Editor), the progam, which will be
released for users to tinker with, is the
very same Windows 95 application that
Epic is using to build the levels in the
game; 50 you can be sure it's a full-fea-
tured program, The Internet |s sure to be
bulging with user-created Juzz 2 worlds
not long after MLLE becomes available.

other effects,
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hitp:/ /www.sierra_com/rama

RAM When Arthur C. Clarke, ane of the greatest vision-
aries of all time and author of 2001: A Space Odyssey combined
forces with Gentry Lee to write the book Rama Il, it was bound to
be an extraordinary experience. No less so s the game based on
their sci-fi masterwork. Aboard a great interstellar ship, you'll find
a world so vast, that exploring its complex secrets and mysteries
will stretch both the limits of time and your mind. At first you will
wonder: what goes on here? who can be trust-
ed? where is the danger? But, as you decrypt
the language of octospiders and avians, and sur-
vey the riddles of this 30-mile long spaceship,
you will be drawn in to play the role of savior.
wnwmn  NOt for The Weak-Willed or The Faint of
Heart. But, definitely for The Adventurous
WIN 95 [DOS' Devotee of Scifi.

LEISURE SUIT LARRY" atention party
Animals: He's back. He's balding. He's as desperate as ever. Yes,
from the wacked-out mind of Al Lowe, comes the latest miss-adven-
ture of Leisure Suit Larry, Love For Sail™ In this politically-incor-
a'__‘ v . rect bikinkwatch, you're given the dublous task
5 of helping Larry cavort his way through salty
; - pugzles and brain teasers in quest of the ulti-
; mate, uh, well, ub, you figure it out. Guaranteed
o ™ 10 peq your laugh meter. But then what. ...,
al, would you expect from a CD game with
Scratch ‘n’ Sniff? ~ wWiN 95 WIN DOS

S I E R R A




PHANTASMAGORIA® Il

. Roberta Williams' Phantasmagoria terrified and

-y captivated more than a million horror and mystery

J lovers as one of the unqualified successes of the

past year. Now the terror is back, intensified and

mare controversial than ever in an all new story,

A Puzzle of Flesh"A game that will appeal to The

Steel-Merved, this richly woven tapestry of psychological horror pulls
no punches, The scenes are often all too graphic, the fear you'll feel
will be all too real. Fortunately, the designers have thoughtfully pro-
vided a password-protected way to set the level of intensity,
should this game be a little too much for some members of
your family. Or, perhaps, even you. WIN S5 DOS MAC

Oicrra Adventure Galics:
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hitp:/ fwww.sierra.com/phantas2

Buy 2 Sietva CDs and Geta 3rd feed < vin a5 home thedfr Pe

See mailin cards or call 1-800-757-7707 to order direct
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FRONT PAGE SPORTS: FOOTBALL PRO™97

When Compurer Gaming Womo says you're the “Sports Game of the
Year” three years in a row, you better come back with samething spec-
tacular for year 4. Done. The ‘97 version of Football Pro adds network
and modem play, so if you're one of The Keenly Competitive, you can
mmmmlmm WM-MMTM

htip:/ /www.sierracom,/thass2

FRONT PAGE SPORTS": TROPHY BASS" 2

Are you The Fishing Fanatic on your block? Well, even the most maniacal can't be
;i on the lake all the time, But now you can sit at the keyboard

and do your fishing with Trophy Bass 2. You get to chew over

the weather, water temperature, the season, and time of day

to choose the right tackle. Then, pick your spot on ane of 10

bass-packed lakes, and make just the right moves o cast

where bubba’s hiding oul. Here's another exclusive

angle: You can go orine to challenge other cyberan- ﬂ

glers head-to-head In a bass tourney. WIN 95 WIN L-‘

ieffa Sporrts Gaes:
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NASCAR. RACING 2

What do you get when you take the most
popular racing game ever made (the one
PC Gamer called “the best racing sim
ever made,” and the only one licensed
by NASCAR) and tell the pit crew to do
a major overhaul? You get a game wilh
‘96 cars and 16 Nascar Winston Cup cir-
cuit tracks. You get 8-driver network
play, a faster frame rate, and a new
arcade mode that helps you start driving
faster. Another most cool addition: sim-
ulated spotter and crew chief communi-
cations so you'll know who's on your tail
and when it's time for new rubber. Is
there a better game for The Avid Lover
of Realism and Racing? Negatory.
NASCARH Racing 2 s offickally Beersed by NASCAR, The nams and
llruess amd marks of the 43 GM Goodwrench Service stock car anif
the Dale Esrmdhandt name are ficersed wilh Dabe Esmhardt, Inc The
right 10 ime The name, Wheness and image of the Hendrick
Motorsparts Car #5, Kellogg's Racing snd Eerry Labonte are grant
e wnder Beense from Hendrick Molursports. Tide and Tide the
Loga are registeved irademarks. of Poder & Cambile and may not
b used withoa! writhen congent of Procter & Gamble. Procler &
Camble has lhoensed these rights 1o Papyrus Design Geou's name.
Name and liheness of the 4 10 Tide car b used under Foomse with
LCR, Inc. The right o use nimw, Bieoess and image of Hendsick
Maodorsports car #24 DuPont Autsmotive Finishes and beff Goedan
are granted wnder license fom IG

Matorsparts, Inc. The name of lohnmy »
Ba , the b and Tace o "

e o Rt 30 e MDD
including the trademark of Pennusd

Company, are used under license with gy :“'“-\‘

Bahari Racing and luhany Benson, -

b * . “
NASCAR Racing s also avall- - Tt
wumn  able for Mac and the e
R ( PlayStation™ \ -

ﬂ pOS  game console —

hitp:/ /www.sierra.com/nascard

FRONT PAGE SPORTS: -
Mark @

GOLF What does swinging a golf P
cub have in common with clicking a Hiole = Pur 3
mouse? If you ask us: nada. That's why Eatinee i, 0 fiien
we invented TrueSwing™. You pull the
mouse back for your backswing, then
thrust it forward for your shot. Now we're
talking golf. We're also talking down-to-
the-inch realism on the world-class
courses you'll play and the 3D animated
golfers you'll watch. And, thanks to net-
work play, you can hit the links with up
to 255 of your closest friends. Anything
else? Yes. This game was designed by
Vance Cook, the genius
behind the original Links
386. So, basically, it's
the golf game to get if -
you're The Settle-For-
Nothing-But-The-
Best kind of gamer.
WIN 95

hittp:// www.sierra, com/golf

Buy 2 Sieta Cps and Gef a 3rd fifee nd et o win 25000 heme Thedler PC

See mailin cards or call 1-800-757-7707 to order direct

Product Information Number 335
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http:/ /www sierra.com/lords2

LO RDS ” The original Lords of the Realm™ was

named “Best Historical Simulation” by PC Gamer. Now
they say this all new sequel, “combines the best of two
worlds,” referring to the real time battles and the turn-
based strateqy game that is Lords /. In other words, you
can lay siege to your opponents with catapults, flaming
> - + arrows, pikes, maces, and the ever popular boiling oil.
Yl But, first, you need to come up with a
brilliant strateqy for managing your lands
— o o i and serfs. Build up a strong kingdom
and it's plunder time. Play up to three

- | others head-to-head via modems =

| / oo and networks, then watch those a0

head-to-heads roll.  win 95 [B0S

CYBE RG LAD'ATORSN What's 12-feet

tall, weighs 3'/; tons, is made from toxic waste and mili-

/ ” tary wreckage, and s capable of kicking your sorry butt

into next Tuesday? Duh. They're CyberGladiators- the

most aggressive, unpleasant, and downright vicious oppo-

nents ever lo appear on a PC monitor. You can interrupt

- - and change moves on the fly (a first).

" Plus you can kick your opponent's head

off and watch his lifeforce ooze away

{another first in computer gaming, and in

civilization in general). Ideal for The

Manly-Man. Not recommended for ze=sw
[ anybody who goes by

! | the nickname “Wuss."  WIN 95

b Y

S I E R R A
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p— g  HUNTER/HUNTED
Q "o Take a deadly arsenal, a computer,
Pt ki) a couple of Iife forms, and then put
yod W X the whale works on bo
] f ~/ ! and M Rgﬂﬂﬁ#
St { furiously paced Hunt
You can be the “hunter,” a
horned monster having a serious
bad-hair day, or the “h a
human who does not think it Is ﬁm
to be placed in a life-and-death
: battle simply for the amusement
= . ; 2 . of a race of super-aliens. You'll
£ ol = encounter flesh-eating tunnels and
- ' booby-trapped sewers in the first
W PC game that lets
o : you fight head-to-
¥ . head with a split
screen S0 you can
keep a hmm
eye on your
| nemesis. B
WIN 95

e

i
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Bt/ wekow, shierra, com hupter
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hitp: /S www_sierra, com/antara

BETRAYAL IN ANTARAM In our realm's (role-playing computer games) glorious medieval

period (about three years ago), a great lord known as the Empirical Scribe (editor) of a journal of a emi-
nent repute (Computer Gaming Worip) bestowed a greal honor (“Hall of Fame”) upon the forebearer
(Betrayal at Krondor) of the newly conceived Betrayal in Antara. And so, from these royal roots, comes a
rich, complex brew of secrecy, magic and combat. More than 50 spells are placed at your diabolical o
disposal, as you hinder the corrupt agenda of the Antaran empire. For The Magical, Tactical Wizard

in your realm. Mere mortals need not apply. WIN G5 WIN

e BlRTHRIGHTm There are

certain things one approaches very
carefully:  dragons, swords, spells,
. treachery, and taking a legendary
Ni AN = Apvanceo Duvceon & Dracons™ game
. like Birrumicut and pulting it on a CD.
So let’s just say we treated Biriwmicu
with more respect and authenticity to
the TSR™ way than you might expect
from a computer game. This first game in the Biemnrici1
trilogy gives you the opportunity to share the realms of
Anuire with other players over the Internet and networks.
Discover what happens when fantasy role-playing meets
strateqy and war-and when the magic of zz=x
BiwrsmicHT meels your computer,
BiRtions and Avviacen Dincions & Deagony are

trademarks of T5R, Inc. and used onder license WIN 55 DOS MAC

\“.
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POWER CHESSII Here, finally, is a computer-based chess
game made to satisfy The Computer-Based Chess Game Skeptic. Why?
Because Power Chess doesn't just beat you to a pulp like a microchip '
Grandmaster. Instead, it uses artificial intelligence to actually figure out SPQWQ Ad% n'hqre & @he 55
y how good you are. Then the computer plays just a few
rating points beyond you to keep you challenged and L ‘f-
sharpen your game. There's also a personal coach who W e ‘u- 2
elsome AddiTiens

will analyze your moves and give expert suggestions in

clear, non-computery, spoken English. Now, what are "’3 LL 1‘ f
you going to do with your new chess skills? How ‘H’!E- CD Cg ec |°n 0
about taking them on-line to beat other Power @

Chess players (preferably, to a pulp). wiNos

=

the y n

hitp:/ Swww sierra.com/powerchess

Buy 2 sierrﬂ (DS aM Ge#dgr‘i Fr’ee‘ar‘if‘:‘r:fl-rinrilrrjl\.-::nr call be i.-'.ltn-l-::-nll_;eu :Iur:rr.
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Sieffa for the Home aré Family: Rrfect for

THE TIME WARP OF DR. BRAIN"

Are you one of those Research-Things-To-Death-Before-You-

Buy people? Well, last year, a magazine thal reports on

consumer matters and who would sue us in an instant if

. we used their name, said that Dr. Brain Is the best soft-
ware you can buy for your kids, And what would they say

to our latest installment? We bet they'd

e “T;' Y like the way Dr. Brain lets you travel

N UPOI8A0  through time. But mostly, they'd be

,-"-? \ impressed by the ten new 3D puzzle

~ Db areas, over 600 new puzzles, and the
v |~ ey three levels of difficulty that make Dr.

-‘_. o i3 J__" Brain fun and challenging for _

all ages-including yours. T\
WIN 95 WIN MAC Lﬂ

TO LEARN"' Here are two CDs from the people
- who brought you Dr. Brain (us) for The Soon-To-Be-
Precocious in your house. Eager To Learn gives your
pre-schoolers a valuable head start by helping them
learn to count, recognize letters and numbers, and do

S VA ' S ' SIERRA'S SCHOOL HOUSE"/EAGER
V)

- simple math problems. With Sierra’s School House,
- your school-age kids will get extra attention in math,
- - —— science and English- from 2nd all the way through 5th

grade. Either way, they .-
won't mind learning with 'ﬁ_
these “games,” because %
they'll have fun and get to A
be creative, ) P

y i o Bl e RO B

.

$ 1 E R R A

http:/ fwww.sierra.com/drbraind




SELECT DO

SIERRAHOME:
4 “MUST-HAVE " PRODUCTS
AT 1 INCREDIBLE PRICE.

L. Print Artist 4.0 starts you o0l with hundreds of cards
signs, stationery, and designs you can modify

l 2. More than a redipe collection, MasterCook Deluve helps %

yous work ot nutrition, menus and your shopping list

[y S el =

http:// www.slerra.com,/ printart

3. Plant your dream garden with LandDesig
Yive: compuiter show you how it will look thed

SI ERRAHOM E You know those software collections they make for businesses?
Well we've brought that same idea home, by taking the best software for families and
putting it all together in one first-rate, reasonably-priced,

indispensable package. Here's what you get: Print Artist™ (5 IY 4R
4.0, acclaimed by PC Macazive and Famiy PC as the best all-  + 1 rariomc
around home publishing software for invitations, cards, signs -

and more; MasterCook'™ Deluxe, with 1,600 rather tasty ¥
kitchen-tested recipes and nutritional data; LandDesigner 30

a detailed reference on plants and vegetables that lets you

create gardens you can walk through in remarkably realistic

3D; and Collier’s” Encyclopedia, the most serious, information-
packed CD reference available, and an

4. Coitiers Encyclopedia Isa't 2 toy or 2 “sound bite invaluable resource for students and adults. WIN 95 Gl
collection. It's a serious, authoritative refers
. orfe 1 8¢ 00 home Thed
BU 2 S n& de ](\ and enfer To win a %5000 home Thedler PC
y lerrﬂ CDS a Ge 33"4 l’ee' See mailin cards or call 1-800-757-7707 to order direct
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Sieff"ﬂ [Meade ¢ Em‘ly Games: For

the Gy with st of Quarlars

HOYLE® CASINO
Here's a game that will hit the jackpot for
The Riverboat Gambler, The Slick-Talking
Dude, and The Incredible Cheapskate in all
of us. It features the games you'd find in
. casinos: poker, blackjack, roulette, craps,
" slots, and more. But, it also includes a cast
of witty, sharptongued, animated charac-
ters for you to play against. If you're up to human competi-
tion, you can go omine and match your luck with real gam-
blers from around the globe. Thankfully, no actual money
changes hands, so you'll never have to explain things to your
spouse in the a.m. WIN 95 WIN ===y
Sierta OneLine is 20 officlal licenses of Hivle ™ a4 dieision of Arovwn & Bigelow, Inc @

hitp:/ fwww.sierra.com/hoyle/ classic

3D ULTRA PINBALL": CREEP NIGHT"

If you're one of The Over-Stim Deprived, do we have a game for

you. Following on the incredibly hat heels of last year's best-selling

3D Uttra Pinball comes this all-new edition, with three separate
tables brimming with moving zombies, skele-
tons, gargoyles and ball-stealing ghosts. (Bet
you've never seen that in a quarter-gobbling
table.) And here's something you don’t see in
other PC pinball games: Sierra's physics-based
ball movement, extra wide tables, and super-
fast play action, Exciting? Exciting! _ _
We're getting wired just telling you P .
about it. WIN 95 IWINMAC @ o

http:/ fwww, sierra.com/3dupb2

SIERRA GOOD AS GOLD

OuR PROMISE COMES WITH EVERY SIERRA PRODUCT
“ Satisfaction quaranteed or your money back. & Free technical support. + Auto-update downloader bullt in.

S E R R A" Buy2 Sietva cos and ot a3rd free

Product Information Number 335




We're glving away FIVE NetTV® WorldVision Home Theater PCs. If you |
don’t know what those are, prepare to drool. Start with a 29-inch TV monitor with stereo
speakers and a 125 channel cable-ready tuner. Actually, that monitor is also an 800x600
display for the 200 Mhz Pentium PC with 32 megs of RAM, 1.6 GB hard drive, and a
33.6 fax/modem. There's also a remote wireless keyboard with trackball. You want?
Option A: Scour every page of the Sierra ad, answer the questions below, send this card
to us by February 28, 1997 and be very optimistic. Option B: Call 1-800-440-6388 for

the NetTV dealer nearest you.

Win a WorLdvision Home Treater PC.For

3)One Sierra product is actually four different CDs in a
value-priced collection. What is It?

1) Flaming arrows, pikes, maces, and boiling oil are part
of your arsenal In this Slerra CD. What is its name?

The |ncifable Ophimist

2) A simulated spotter and crew chief communicate with

you in which Sierra game?

4)Which Sierra game takes place on an Arthur C. Clarke-

Inspired 30-mile long space ship?

Phone

Buy 2 Siefra @Ds and Get & Fre€”

p]

Hard to believe, but there are even more Slerra products than we
could squeeze into this ad. So check them all out by going to the place where
you like to buy software or call 1-800-757-7707 and order directly from Slerra,

WHEN vou BuY ANY Two CDS FROM THE LIST BELOW BETWEEN
NOVEMBER 1, 1996 AND JANUARY 31, 1997, YOU CAN SELECT ONE MORE FROM THE
OTHER SIDE OF THIS CARD AND WE'LL SEND IT TO YOU FREE."

Betrayal In Antara

BIRTHRIGHT

Caesar Il

Casino Deluxe 2

Cooking Light 4.0

CyberGladiators

Eager to Learn

Front Page Sports:
Baseball Pro '96,
Golf, Football Pro '97
or Trophy Bass 2

Hoyle® Casino

Hoyle® Classic Games

Hunter/Hunted

Indycar Racing 2

LandDesigner 3D

Lelsure Sult Larry - Love For Sall
Lighthouse

Lords of the Realm |1
MasterCook Deluxe
MisslonForce: CyberStorm
Mixed-Up Mother Goose Deluxe
NASCAR Racing 2
Phantasmagoria 1l

Power Chess

Print Artist 4.0

*Well, OK, free plus $5.95 for shipping and handling.

F"l‘ the g0°d Deal. 5 fer

\

RAMA
Rise and Rule of Anclent Empires
Robert E. Lee: Civil War General
Shivers
SierraHome
Slerra’s School House:

Math, English or Science
The Incredible Machine v3.0
The Lost Mind of Dr. Brain
The Time Warp of Dr, Brain
3D Ultra Pinball
3D Ultra Pinball: Creep Night
Urban Runner
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Buy 2 Sierra Cbs and cefa 3rd fiee

Check the box in front of your free product from the list below (please indicate platform) and mall this card with your
check or money order made out to Sierra On-Line for $5.95 for shipping and handling, original dated receipts and proofs of
purchase from both games (the UPC bar code from the cartons, no photocopies) to:

Sierra Buy 2 Get 1 Free Offer
P.0. Box 1301
Coarsegold, CA 93614

You can also take advantage of this offer by ordering directly from Sierra at 1-800-757-7707.
(3 Caesar Il DWin O Dos O Mac () LandDesigner 3D Owin [ Silent Thunder ©win
[ Casino Deluxe 2 > Win (d MasterCook Deluxe ©OWin O Mac [J Space Bucks ©OWin

] Eager to Learn ©3Win O Mac 'J Mixed-Up Mother Goose Deluxe > Win OMac ') Space Quest 6 O Win O Mac O Dos
[ EarthSiege 2 Owin [J Print Artist 4.0 Owin () The Lost Mind of Dr. Brain Owin O Mac
[ Football Pro '96 ©Des [ Rise and Rule of Ancient Empires Owin [ The Incredible Machine v3.0 O Win O Mac
I Hoyle® Classic Games O Win O Mac [ Shivers O win O Mac (J 3D Ultra Pinball ©Win O Mac
[ King’s Quest VIl OWin OMac ODos P Sierra’s School House: O Win O Mac [ Torin's Passage O Win O Mac

- Math (J English or (J Science [ Urban Runner O win

MY ESR ESE G A M E T 0

Phone (in case we have a question about your order,}

State Zip

Please allow 4 to & weeks for defivery. Offer valid in the LS. only, Not valid with any other otler, Requests must be postmarked hy February 28, 1997
This offer may be discontinued without notice. Sierra reserves the right to limit quantities, No dealers, please




NEWS  PREVIEWS « BEHIND-THE-SCENES REPORTS

Second online
games service
joins the fray

path Interactive’s
multi-player onling
gaming service,

Mplayer, officially went commer-
cial this fall. This move follows
shortly after The Total Entertain-
ment Network’s official commer-
cigl taunch. Now both commar-
cial networks will be competing
head-to-head in the brand new
onling games market.

Mplayer members who sign
up before January 31st, 1997 are
aligible for charter member pricing
— §7.95 a month for five hours,
and $1 for each additional hour.
Alternately, they can pay a flat
rate of $19.95 a month for unlim-
ited usage. After January 3ist, a
niew pricing plan will coma into
effect for members who join after
that time. (Those who took part in
the beta tast program will be
allowed to play for free until
December 315t of this year,)

Mpath uses & variety of cut-
ting-adge technologies to enhance
the onling gaming experience,

chat, and virtual seribble boards

that allow members to

Among the games currently
itable on Mplayer are Quake,
MechWarrior 2, Ci d & Con-

Blood and guts
from Bungie

ne of the most successful
0 gaming genres over the

last year or so has been
real-time strategy, with games like

cate. They also pride
on the speed of their network.
"There is absolutaly no other
experience on the Internet like
Mplayer,” says Paul Matteucci,
CED of Mpath, “lts fast perfor-
mance makes Mplayer the Ferrari
of Internet game services. In addi-
tion, Mplayer offers great games,
the best tachnology for player inter-
action and communications, and &
dynamic and friendly community —

quer, WarCraft, and Terminal
Valocity. Upcoming games include
Diablo, Deadlock, Panzer General,
Wear Wind, Havoc, Big Red Racing,
Chaos Overlords, and SimCity 2000,
Mpath also recently signed
a deal with Hasbro Interactiva to
bring some of their classic
boardgames to the service.
Check out Mplayer for your-
self by using the software pro-

Ce d & Conquer and WarCraft
Ilopping best-seller lists for
months on end. With such success,
a large number of companies have
been developing their own real-
time games, but there have been
few that we've seen look as origi-
nal as Myth.

Myth — a working title — is
from Bungie Software, a major

Continued on page B6:

luding voice all at an affordable price.” vided on The CO this month. See Myth
; © "I couldn't be more excited
i y a - ahout joining the Prey team,”
| - said Schuytema. "I took one look
i at the Pray engine and knew
MechWarrior 3 designer joins 3D Realms i e

arlier this year, several would rebound from the defec-  force to be reckoned with. It was
key programmers leftthe  tions, and he seems to have - the only project in the industry
Pray project, & highly- . ‘made good on his promise. IU's that could have pulled me away
 anticipated 30 action title being  ~ just been annaunced that Paul  from MechWarrior 3.
- developed by 30 Reaims, cre- | Schuytema; former designer on Timothy Gerritsen, producer
- ators of Duke Nukem 30. But 3D FASA Interactive's MechWarrior ~ for MechWarrior 3, says that
- Aealms’ President George Brous- 3, will jain 30 Realms to head up * Schuytema's daparture will riot
sard promised his company the Pray project. - affect the MechWarrior 3 project

PCGAMER Janary 1337
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Continued from page 65
developer of Macintosh games,
including the very popular
Marathon series. Until now, Bungie
has developad primarily for the
Macintosh, but with the advent of
Windows 95, the team has
embraced the new operating sys-
tem and has begun to develop con-
currently for =3
the PC as well.

Mythis
a real-time
strategy game
setin a fan-
tasy world, but
there are sig-
nificant differ-
ences from
WarCraft Il
The world of Myth is a fully-realized
30 world, with elevations, slopes,
gullies, hills, and other realistic ter-
rain features, The units are also
larger and more detailed, as you
can see from the screen shots, but
you control them as in WarCraft—
group them with 8 mouse and send
them to a location or into the
attack. But there are no town halls
or resource gathering, and with the
zoomed-in, isometric view of the
units; it may be better to call it a
real-time tactical game:

Armies of knights, archers,
and dwarvas battle the forces of
darkness, including skeletons and
orcs, over battlegrounds of forest,

hills, snow, and deserts. The
dwarves hurl explosive bottles of
chemicals at the foe, which deto-
nate and take out whole ranks of
the enemy. Terrain is a key factor
— you must get your archers up on
the slopes if they are going to be
effective, as units shoot farther
when they are higher up, boulders
and trees provide cover, and move-
ment increases or decreases as

The
battiefield
i quite

Only 1,000 openings available

ore than 250,000
gamers tried to sign up
as beta-testers for the

online version of Blizzard's
upcoming roleplaying game, Dia-
blo. The game will be tha first to
be tested on Blizzard's free Inter-
net game sarvice, battle.net, and
the beta testers will be the first to
get to play Diablo online. You can
find bamtle.net at www.battle.net
Only 1,000 siots were avail-
able, and these filled up in the first
three minutes. Still, the requests
kept pouring in all night, until more
than 250,000 had been logged.
“We were shocked by the
tremendous response to our beta-

testing registration,” said Blizzard
president Allen Adham. “But it
reaffirmed our belief that gamers
want to share their ideas and expe-
riences with game developers,”

Blizzard is the creator of the
immensely successful WarCraft /I,
PC Gamer's Game of the Year for
1995. The upcoming Diablo is one
of the most eagerly anticipated
RPGs of the saason; 8 demo of the
game is available on the Novem-
ber PC Gamer CO-ROM.

In other Blizzard news, War-
Craft | remains the best-selling
computer game of 1996. Accord-
ing to PC Data, it has sold more
than 1.2 million copies already

Bill Gates
Hooked on Tetris?

Microsoft hires Pajitnov

lexey Pajitnov, creator
of the world-famous
Tatris, has joined

Microsoft's growing entertain-
ment software division, Pajitnov
previously worked with

S| HoloByte on a line

gory as blood-
stains and
corpses litter
the ground, not
| disappearing

| after a while.
Particle effects
will portray
snow, ash, and rain, and they will
have the effect of putting out fires
and reducing the effectiveness of
fiery missiles, Seasans will change
as the game’s campaign pro-
gresses, and all the units, struc-
ture, terrain, and other features
cast dynamic shadows on the
ground, while light from explosions
and volcanoes lluminates the
landscape.

Finally, flexible scripting will
allow users to reprogram mon-
sters, change game variables, and
even madify network game rules.

The game is being developed
for Win 95 and will be available
|ate in the second quarter of 1997,

of puzzie games, and he will
be heading up a similar effort
&t Microsoft.

Tetris was one of the most
popular and addictive games in
racent memory. Developed by
Pajitnov in Russia during the
1980s; it gained a worldwide fol-
lowing, appearing in innumar-
able incamations on PCs, con-
soles, and even in the arcades.
Tragically, Pajitnov never

PIPLAYER 2PLAYER
21939 Nintendo

The Nintendo Gameboy on ol
Tetr. 18 immensely popular

received much money for his
game design, as the Russian
government at the time retainad
the rights to the game.

Tetris was first developed

in 1985 in Moscow and hit the
- American arcadas in 1987, the

first commercial software prod-
uct from the Soviet Union,
In 1989, the Nintendo

. Gameboy version of Tetris was

an instant success,

Tetris lives on today in
innumerable shareware clones
and java-based applets on the
World Wide Web,

ﬁ PCGAHER January 1997
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The Monster Board

Diamond ships
new accelerator

ha Monster 30 is Di i

bi-linear and tri-lingar MIP-map-
ping, and transparent and translu-
cent effects.

The ten games bundled with

Multimedia's new 30

accelerator board. Pow-
ered by the 3Dfx Voodoo Graphics
engine and bundled with ten top
games, it's Diamond’s latest high-
end graphics add-on card.

Featuring four megabytes of

EDO DRAM, The M Disa

the { include Acti 's
HyperBlade and MechWarnior Z, as
well as Tomb Raider, Descent I,
VR Soccer 96, Whiplash, and
EF2000. In addition, Diamond says
that a large number of game com-
panias are working on titles using
the Voodoo Graphics technology,

30-only card, meaning you'll still
also need a 20 Windows graphics
card. Two megabytes of the
DRAM is devoted
to texture map-
ping, while the
other two megs
are used for
frame butfer
memory. Among
the advanced 30
features sup-
ported by the card
are Gouraud
shading, full-
speed Z-buffering,

a Psyg , Virgin, and
Playmatas Interactive. More than
50 Voodoo-ready titles should be
availabie by sarly 1997

The 30fx
chip will support
Microsoft's
Direct3D AP as
& matter of
course. In fact,
“Diamond's
Monster 3D
takes maximum
advantage of
Direct3D to
deliver compati-
bility and perfor

53 Makes New
ViBGE Chipset

or in the

Another major pl

VIRGE/DX
include impr
mapping, tri-lin

g and other

mance for the new Direct3D-
based titles,” says Kevin Dallas,
Microsoft's group product man-
agar for DirectX.

For more information on 30
accelerators, be sure to check out
our Peripheral Visions hardware
section, on page 266.

Modem Speeds to Double

U.S. Robotics, others, break the 28.8 barrier

n exciting news for PC

gamers everywhere, major

modem manufacturars have
announced & breakthrough tech-
nology that will allow modem
speeds to effectively double

The new technology, called
x2, brings top modem speeds to
56Kbps (Kilobytes per sacond),
nearly as fast as a single 64Kpbs
ISDN channel, but the 56Kbps
modam will operate over standard
phone lines without special
equipment on the user's end,
which ISON requires

U.S. Robotics has submitted
a proposal for 56Kbps modems
to ITU, the industry body that reg-
ulates standards in communica-
tion speeds.

But the process of getting a
new speed standard approved
can be a lengthy one, and in the
meantime LS. Robotics will
introduce the proprietary technal-
ogy, x2. into the market as soon
as possible.

I'he new modem
standards work by
boosting downstream
data transmission at the
higher rate of 56 Kbps

U.S. Robotics is not the only
company to have developed this
technology. Rockwell, another
leading modem manufacturar,
has also announced 56Kbps tech-
nology, and others will likely fol-
low suit.

For a while, each company's
solution will probahly be propri-
etary, until the ITU sets an
intarnational standard for the
56Kbps modems.

The new 56Kbps technology
waorks by boosting downstream
data transmission — data sent
from the network to your com-
puter — at the higher rate of 56
Kbps, while the smaller signals

the user sends “upstream” to the
network — requests for new doc-
uments and the like — are sent at
the older rate of 28.8 or 33.6Kbps.
However, these new, faster
modems will depend on a digital
phone network existing in your
local area; otherwise older, noisier
phone lines will limit you to current
speeds of 33.6Kbps or less.
Furthermore, your data car-
rier, whether it's America Online
or a local ISP, must be digitally
connected to the network. The
first 56Kbps modems will be avail-
able in the first quarter of 1997

1.5, Robotics is developing a new
S6Kbps modem.

UNDER
CONSTRUCTION

LY

Interplay is working on al

yet unnamed roleplaying game,

more of

roleplaying ¢

to Undermounta
e

view

BioV

s being put togethe
the doctors-turned
programmers that did Shat

tered Sh

upcaming

Elder Scrolls:
Tribunal
Daggerfall is still making
w but w gol some
inside information on the

s future. The third

hould be about a y in
elopment
Even further out on the

he lourth chapter,
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Fallout
Roleplaying fa

Interplay h
game

the Generic Universal Role
Playing System, St
1 Games™ most popular
paper roleplayin

first Interplay title to
GURPS license will be Fallo
A GURPS Post-

ture. It's a third-person POV
roleplaying game,

warld of m
The §

from a

nture forth

old lallout

beyond
acti
turn-hased tactical combat
em are both drawn directly
rulebo The game
will probably be d for
hoth Windows 95 and DOS

around April

The Rift
Hipnotic Interactive, the ne
company founded by two

P GANER Januany 1997

Much to Do Online

Game weaving on
the Web

he growth of the World

Wide Web has opened up

a whole new avenue for
ambitious game designers as
online games proliferate. While
some of these efforts have been
less than overwhelming, there are
quite a few worth that are worth
your while.

Virgin's SubSpaca is one of
the most impressive online games
around at the moment: profes-
sionally designed, good graphics,
vary light bandwidth require-
ments, and very popular, Nat only
that, but it's free, too.

Too play, you simply down-
load a 1.3 megabyte file from the
Virgin site, set it up, and run. The
game plays a fot like Asteroids, but
instead of shoot-
ing up a bunch of
rocks, you're fight-
ing against dozens
of ather players
on the same map.
Power-ups
abound, adding
such things as
improved
waaponry, shield-

The bulls and bea
in Sandbox Ente

ing, and cloaks.
When you first

sign onto the ser-
vice, the game
scans the running
servers, finding
which has the
least latency.

Virgin's also
provided a rookie
zone, where new-
hie players can
go to learn the
game without
being complately
destroyed. To see for yourself,
visit www.vie.com/subspace.

For those who prafer the
clatter and clamor of Wall Strest
to silent death in deep space,
there's Final Bell, a new web-
based stock market sim. With
weekly and monthly prizes and

=y Lsing real stock
market prices
from NASDAQ
and other
axchanges, it's a
great way to play
the market with-
out losing your
d shirt. Try it at
www. finalbell.
com.

are on t

Mystery fans take note:
SouthPeak Interactive is hosting
web-based mysteries on its web-
site at www.lightfiles.com,
Written by Lee Sheldon, whose
cradits include The Riddle of
Master Lu and television

scripts for a number of shows, it's
sure to intrigue even the most
|aded armchair Sherlocks. And
with a 35,000 cash prize, there's
plenty at staka.

Another interesting site is
PlaySite, found at www. playsite.
com, a web page that uses Java
and JavaScript entirely to let
users play games of chass,
checkers, Othello, and backgam-
mon, with poker games to come

AOL Announces Flat Rate

Response to local internet providers

merica Oniing has just

made flat-rate pricing avail-

able on its popular online
commercial service.

There are two new plans: one
costs $9.95 a month and allows
unlimited access
to AOQL, while the

from the larger, pay-by-the-hour
commercial services,

“America Online has grown
rapidly in recent years, and is now
the glebal leader in interactive ser-
vices,” says Steve Case, chairman

other is $19.95 a
manth, allowing
unlimited access
1o both AOL and
the Internet.

The pricing
reduction is seen
@s a response o
the growth of
local Internet
providers, whose
flat-rate pricing
plans have drawn
many customers
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and CEO of America Online.
“Through new competitive ‘unlim-
ited’ pricing and a superior con-
sumer offering enhanced by new
programming and design
advances, we are further strength-
ening the position of our flagship
America Onling brand as the undis-
puted leader in value and service
and the clear choice for millions of
consumers worldwide.”

Along with the new pricing
plans, AOL has reorganized its
corporate structure into three
divisions

ADL Networks will continue
to run the company's flagship com-
marcial online service, while AOL
Studios will concentrate on devel-
oping new content for the services.

Finally, ANS Communica-
tions will develop tha global
II'Ifl'ESIlLIC‘lII'e Uf the communica-
tions netwoark.







The only way to get more speed. action and response is to

GamePad Pro - is the next evolution of P
gaming. It has ten programmable buttons. Two-plaver

action. High-speed digital response. And it's compatible with all of vour [avorite

DOS and Windows'95 eames. As well as vour existing hands and fneers. 1t's L riv i
msale action for vour PC. It's whal you've been wailing for. Check it oy

tadav., And start plaving games the way they were meant to be plaved.

Get GamelPad Pro at vour favorite store or call us at 1-800-257-0061,

Product Information Number 207
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QuickShot MasterPilot

he MasterPilot ta
all those mv
8 gim keyboard com-
mands that are so hard to
keep track of and puts them
in one, easy-to-use multi-
function display. The unit
uses an upgradeable car-
tridge that comes pre-pro-
grammed with 32 gamas
and even has a program
full of Windows 95 shortcut
keys. It's not programmable
itself — you have to insert a
cartridge to load up the pre-
programmed keys, but
QuickShot promises to cre-
ate modules for new flight
sims as they hit the market.
1 order to keep track of
at the buttons do, it has
shortcut cards that label
each of them and give you
quick reference to what you
need to press.

Don't expect to get a
lot of use from it in games
that have simple to remem-
ber keyboard command.
like Quake or WarCraft Il.
This peripharal :
more complex games, like
EF2000 or Falcon 3.0. Rather

than looking up the
command in the manual,
then punching it into the
keyboard, the MasterPilot
puts it all at your fi
It certainly isn't
but if you've
stick and want a bit more
control over that flight sim,
it's a neat little toy

The MasterP
available from Qui

$99.95. For more informa
call Quickshot

Space Modems

The New Quicktel Il

he new Quicktal [l
28.8Kbps’ modem
belongs on the bridge

of the UL5.5. Enterpri:
science fiction design and
banks of pulsing red lig
will quickly put anyone in a
spacefaring mood

Built out of anodized
aluminum and lined with six-
teen red, pulsing LED ligh
that keep you up to date on
your connection’s status, the
Quicktal Il is an imposing
presence on any desktop,

It's an extarnal modem;
the power ch is quite
accessible, and a handy, pull-
down LCD status display
adds another pansl of infor-
mation to help
modam si

microphona and an
ergonomic design round out
the design

EYEWITNESS

Continged from page s
ex-30 Realms programmers, is
hard at work on their first pro
ject, an add-on package for
Quake called The Rifr. There
will be 15 new levels and three
NEW WEBPONS, two new mon-
sters, and a new boss. Look for
it in the early part of 1997

[l

2711 aa4
Psygnasis is bringing some of its hot
corsole racing games to the PC

Formula 1
Psygnosis’ PlayStation hlock-
buster is being converted to the
PC for early 1997, With over-
head views. multi-player
options, and 30 frames-per

ond graphics, this one looks
like it'll be a contender. Tracks
range from 3.3 km to 7 km in
length, and have hetween 60
and 30,000 polygons and 256
color hackdrops. 26 different
Formula 1 cars make up the
race. Also en route from Psyg
nosis is another hot console
title, Wipeout XL, which is
being put together for 3dix-
based cards, and Destruction
Derby 2

Phoenix Armada
Internet game development con-
tiniies at a breakneck pace: One
of the most ambitious projects
we've heard about is The
Phoenix Armada, being devel
oped by AlterNet Realities. This
is a real-time 3D game, being
developed exclusively for the
Internet, and it will take advan-
tage of Direct3D and MMX tech-
nology — so it will most proba-
bly require Windows 95, a P100
and 16 megabytes of RAM. The

PCGAMER January 1397

S3d and Interplay
make Descent ||

i

Alien furies close in. You wheel, circle,

fire desperately. You wonder: How many

levels of hell are there? With 53d™

on board, it's time to start counting,

S3d technology makes
games, Internet 3D, and

Windows applications

come alive. So get extreme,

Get Descent™ !l from Interplay™ and

demand software and hardware with

the S3d logo. Now at stores everywhere,
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TV On Yaur PC

ATI technologies launches ATI-TV

card thet acts as a TV
tuner for your PC. It
users to keep watch on
what's happening on televi-
sion, right on their Windo
desktop,
your favorite spo eam or
keep up with the news aven

Windows controls allow you
1o select your channel and
other options.

information will bec
le immedia

You'll also be abl

he zoom
frame captur
grab video
lips and save them to y

uu; and
i ard has a suggested retail

$129. For more infor-

advantage of the cor
gence of the PC

Electronic Arts Launches
Matchmaker Service

Gamers Can Link Up for Free

lectronic Arts has
just announced a
new matchmaker

The new onling ser
will allow gamers to find
pponents in tf

and play head
the modem with their

form ask

EYEWITNESS

/777

Continued From pog

plotis science fiction, depiciing
the flight of humanity, escaping
a dying planet on a huge armada
ol starships for a new world
Thousands of users will be able
to play simultaneously, AlterNet
hopes to have the game ot no
later than Winter 1997

The clans of Horus and Set clash in
Sand Warriors,

Sand Warriors

From Gremlin Interactive comes
Sand Warriars, o 30 arcade
flight sim set in the distant
future. Two powerlul houses of
of Set
and the House of Horus — are

warlords — the Ho

struggling for control of the
desen planet Tawny. Twenty
different ships, ground units, up
to 15 wingmen and many other
features will give gomers
plenty to shoot at, and the blend
ol ancient Egyp!

with that of higl

change of pace. Samd Warriors
should be out in the January of
1997, published by Interplay.

The Lost Vikings are coming back
Norse by Norsewes!

Norse by Norsewest
The Lost Vikings are coming
back, after three long years
Erik the Swilt, Baleog the
Fierce, and Olal the Stout have
been kidnapped yet again by

Condimed on page 75
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83d and GTE make
FX Fighter Turbo

scredm.

You've battled aliens. But this one,
Linna, she's new. And before you can
blink, she launches into your face with a
deadly combo that makes you question
whether you'll live to see the sun rise,
With S3d™ on board,
perception becomes
reality. S3d technology
brings games, Internet 30, and Windows
applications to lile. So get extreme.
Get software and hardware with the

S3d logo. Now at stores everywhere,




STOP PLAYING WITH
YOURSELF!

START PLAYING WITH THE WORLD.

4..& m@m . leo)

MLILTIF'LAYER
GAMES ON
THE INTERNET

THE ARENA IS BREOUGHT TO you B? EARTHLINK PRIZES
NETWORK, INC., RREVIDER OF THE BEI:ILEST

EASIEST INTERNET ACCESS ON EARTH. il
CALL TODAY TO SIGN UF AND RECEIVE YOUR ON-LINE TOURNAMENTS
FREE EARTHLINK NETWEBRK TOTALACCESS"
PACKAGE WITH EVERYTHING YOU NEED TO GET
ON THE INTERNET IN MINUTES. ONE PASSWORD

ONE ACCOUNT
1-800+38 S 25
ENTER THE ARENA AT WWW.EARTHLINK.NET/THEARENA

‘ PARTNERS IN THE ARENA INCLUDE:

AN - /\RIES © |\NATION. & gggg
,’T‘{\ —' ; GAMES I

4 Y oM eme- ’
fy, TECHNOLOGIES, INC. NomBeR Ning )
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Jean-Michel Coustoau is your guide in The Sacred Mirror of Kofun,

ime out
the fishes

Continued on page 76:
See K

Bostdes Coustean, you'll wark with several
other crewmates on your ship.

EYEWITNESS

1777

¢ontinied Trom page 75

S3d and Mindscape
make MegaRace 2

‘scream.

Tomator, the mad alien overlord,
and are lost in time. Armed with
new rocket boots, light sabers
and other gizmos, they have a

number of encounters and
explore strange worlds, and
along the way encounter two
new characters: Fang, a were-
woll, and Scorch, a dragon,

I.uoi\ far i|_.|m||l.-qu'-| Fragile Alle

fiance early in 1997,

. - You. The finish line, And seven nasty

Fragile Allegiance

A new space strategy game is drivers determined to keep you from

Fragile Allegiance, licensed

from Gremlin by Interplay. An getting there. With S3d™ on board,

MS-DOS game, it will leature =
Mmegarace ! 1 i

SVGA graphics, six different Lga‘_-':" it's a race with reality.

E AR

alien races, and real-time plan o ." % 534 technology brings
etary development. Different - 1!’
micro and macro-management A & games, Internet 3D,

options will let players fiddle as
much or as little as they like, and Windows applications to life.
and as many as four players can

compete in network mode So get extreme, Get software and

hardware with the 53d logo

Now al stores n-.-m-fwhr:rn

m

den /_'I

Alien oddities abound in The Realns
of the Haunting

The Realms

of the Haunting

Coming in Fehruary from Inter-
play is The Realms of the Haunt:
ing. a mix of action and adven-
twre with a horror motif, set in

an English village
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Jay Wilbur Leaves id

ay Wilbur, cele-

bratad "biz guy” at

id Software, i5 leav-
ing the company to spend
mare time with his chil-
dren, Wilbur is the second
sanior i staffer to leave in recent
months, after the departure of
John Romero. "1 truly believe |
have had one of the coolest jobs
available to mankind, and | want
1o thank you all of you for making
vy work here a fun-fillad adven-
ture,” said Wilbur.

Wilbur's chosen succes-

sor, Todd Hollenshead, has

been appaintad chief
executive officer of id
Software. Hollenshead's
background is as a tax
manager at several differ-
A ent firms. “Wa hand-
picked Todd because of his

. awesome background, his

- experience at some of the best
- financial institutions, and his

. history working with id.”

Mike Wilson remains as

| “biz guy” and director of mar-
. keting and distribution. He and
i Hollenshead will run the busi-

ness side of the company.

Kofun

Continued from page 75

how a ship functions, marine biol-
ogy and coral reef ecology, Future
Concept knew how to use the
power of the computer to create an
adventure with all the complexity
invalved in life and death experi-
ences and a search for the
unknown. It was a good blend of
non-diving computar and craative
types with our divers, marine biolo-
gists, and film makers.”

PCG: What do you
will take from the adventura?
Cousteau; "First of all, we want
people to enjoy themselves in a
totally foreign environment where
they have to face many challenges
just to stay alive, as well as solve
some mystaries, We believe that
you can learn and have fun at the
same time, and have created an
adventure full of incredible experi-
ences that ensures all who partici-
pate will learn something. We

have infused the adventure with
many interesting elements, focus-
ing on geology, cceanography,
maring biology, diving, and naval
architecture, but these are not

wround a kidnapped
mirTor

presented in the normal boring
manner, they are part of the real
adventure of living and working

in the ocean. It is much more like
the true-life world of our real
expeditions, whera we must over-
come challenges to axplore and
solve problems in the sea. Itis

undersea experignce?
Cousteau: "For me, no computer
can replace the real experience,
but how many people will ever
get the chance 1o dive to 150 feet
and explore sunken Japanese
war vessels? For most people,
this adventure will be as close as
they could ever get to diving, and
| am proud to say this experience
will be more realistic than any
other medium could offer.”
1ave plan

future 0
Cousteau: "Absolutelyl We con-
sider this just the beginning and
are presently considering a num-
ber of other approaches as well
as a continuation of the The
Sacred Mirror of Kofun-type pro-
gram already produced, We
believe that adventure
gamas are one of the best
vehicles to educate young
people about the issues
confronting the environ-
ment and the oceans
Important concepts can be
learned while participants
in these games have fun
being an adventurer and
mystary-solver in some of
the greatest adventure set-
tings possible.”

Randomize WarCratt Il

New shareware
creates random
scenarios

he SpidenweBB has just
T released CraftGen, a new

utility for WarCraft Il that will
randomly generate scenarios for
you. You can insert values such as
land-to-water ratio and attack val-
ues for units, or add special options
such as hidden mountain passes
and the use of sea units on land.

“We originally designed Craft-

Gen for network play,” says
Howard Abraham, co-designer of
the program. “The chance that

your opponent has seen the map
before has been eliminated,
because each map is generated
randomiy.”

“We both love the game,”
adds Jim Siegienski, the other
designer, “Blizzard did a great job.
CraftGen helps you to relive the
feeling you had when you first
cracked the shrinkwrap, because
evarything is new again.”

It's & shareware product
that's only $15; tha registerad
version will let you work on all
map sizes. You can download it
from www.pcgamer.com, or visit
the CraftGen site at www.cris.
com/ ~Jimware/.

The PC Gamer Playlist

1o olten asked by

cutitnus readers how

th ditferent ganses
make it anto the Playlist. Well, it's an
inecact science, but we've come up
with some sure sigis o tell i o
game’s an office bit I coples of the
game continue o disappear from our
desks wid our alfice shelves, wan-
dering olf to be horrowed ngain and
again by ad stattors, salesfolks, and
miscresnts rom other magazines,
then surely it's a hit. And if our Man-

One of the

C&C: Red Alert

Daggerfall

Syndicate Wars
NHL 97

i aging Editor has to hide all the

* cophes of the game [n a time-locked

- wanlt, st 1o got some work out of us,
: that's another solid clue. But perhaps
£ the oot telling indication is when

the softvears companies themsolves
anly send us one copy of their hottest

£ tithe. Wo don't wehy this is. but there

seems 1o be o low that the hetter the

: game, the fower copies we recoive.
 Parhaps the soltwaee companies ang
¢ having the smme probilems with dis-

i nppaaring games ws we arn.

MechWarrior 2: Mercenaries

War Wind
NASCAR 2
Quake

Madden NFL 57
Circle of Blood
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53d and

Diamond

Multimedia
make your system

scream.

Fast forward to the future of 30
multimedia, Supersonic graphics.
All the power 3D has to offer for
business and entertainment on
your PC, right here= right now.
Stealth 30™ 2000
from Diamond "' =" Sl
~ Multimedia™ does it all with the
$3d™ chip on board, Use Diamond's
Stealth 3D 2000 together with 53d
logo software, They'll make

your system scream,

hit our web site for the
real stuff: seek.s3.com

Designed for
it

. + $3dis compatible with
Microsoft®  Windows 95 Windows 3.4,
Windows'95 Windows NT, and 05/2.




REFERENCE GUIDE TO
MENTAL DISORDERS

\ BUY 2 GAMES AND

' GET A THIRD ONE FREE'

cP-Roy,

For details on how to get your free game see your local
participating retafler or call 1-800-432-3483 ext. MB07

Me and M

from the

d oJJust Me and My Dad
t: Amok, Bediam, X8, ZFC,
alegy of Ultirmate Con Wars,
1997. Availab ubject to
tal 1.8, Not all games available on all
HREB at 1-800-771-3772.

platforms or




Delusions of inflation of worth, power, knowledge,
DELUSIONS identity or special relationship to a deity or famous

OF GRANDEUR;: Pperson. (e.g., all powerful sorceress, assassins, ancient

Romans, commanders of inter-galactic space ships)

HERETI(

Available November ‘96 Avallable November ‘86

ANTISOCIAL

A pattern of disregard for and violation of the rights
PERSONALITY of others. Elaborate weaponry is often involved.
DISORDER:

MEXCE A, &

Now Avallable sar ‘86 Now Available Avallable Ogtober ‘08 Now Available

OBSESSIVE / Repetitive behaviors or mental acts

(e.g., performing magic, killing) that the person feels
COMPU'LSIVE: driven to perform in response to an obsession.

N
o ?H\%

Bu

Now Available Now Available

Product Information Number 168



3 OUT OF 4 GAME CHARACTERS SURVEYED

would rather erush and destroy you while playing on a PC with

ATI 3D XPRESSION+ PC2TY.

And that’s just because thar ane last game goon hasn't seen what this sucker can do.

How the ATT 3D XPRESSIONA+ PC2TV" lers yvou plug your PC into your TV

m addition to your monitor for the ultimate big-screen s]:\mc—i:]li”cr that

blows away those game consoles once and for all. Or how ATTs new 3D

accelerator technology breathes life

Dt p TV

B mto evervthing on vour screen. With
m ) e )
i \LSl face-blasting speed, butter-smooth

detail and 65,000 crazy colors.

\” b(’fdllﬁt we bulld maore
fearures right onto the board than
Marrox. Diamond or anvone else.
Really cool stuff like Gouraud shading,

] " B i . :
WACROSUFT DIRECTIR - F1AL BATE 1842 [\I—] mear |r(‘l'l g, p ors pt‘t'.’ we-correct

texture mapping and fog effeces, Which. as we all know. means
scarier realtsm and Faster response than dad’s Porsche flar our on the
freewav. You also ger toral game acceleration m 3D and 2D with
Direet3D and DirectDraw support for Windows 93, fast DOS
performance and jaggv-free, full-sereen, full-motion Thequality MPEG
videa plavback. Plus vou get the ATT Software Superpak with the hotrest
3D games and 31 Web Browser software .1E!50|urcll\' free. So why die an
ordinary death when it’s so much more fun gerting dusted with
the new AT 3D XPRESSION+ PC2TV
graphies accelerator upgrade. Available in 2MB or l - g"‘f_..—

Yl

rII“‘

4MB versions. See it now at vour dealer.
Call us at 903 382-2600 press 2 for faxback .

Or check out all the derails ar wwwaritech.ca.
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It you play only one real RPG this year it will have to be...

Fallout

A GURPS Postnuclear Adventure

“Fallout has everything necessary to be the best roleplaying game of all fime”
— Next Generation

j/ﬁﬁ Product Information Number 189
J Coming Soon for

www.interplay.com Win 95/005, and Mac

© 1996 Interplay Productions. Folout: A GURPS Pestmuclear Adventure and Inlerplay mre trademarks of nterphey Productions. All rights resaved,
GURPS is o registored Wadamark of Steve Jacksen Games Incarporeted. Used under frense by Interplay. All ighty reserved




COVER STORY

ULTIMATE

STHHTEBV

One thing’s for sure about PC

games — they ain‘t getting any
easier. Fortunately, help is at
hand in the form of our second

annual Ultimate Strategy Guide,

so don't be a game victim any
longer — it's payback time!
CONTENTS

Abuse .................. 173 | Jagged Alliance:
Afterlife ..................173 | Deadly Games ....156
Betrayal at Krondor..173 | Magic Carpet | &11.179
Case of the MW2: Mercenaries.. 110
Rose Tatoo......... 103 | NHL97................... 133
CivNet ... 173 | Quake. SR
Command & Conguer: | Rebel Assault........ 180
Red Alert ... 119 | Rise of the Triad....180
Corridor 7 ...... 173 | Screamer................ 180
Crusader: Star Control 3.........84
No Remorse 175 | Strife ., ’ 183
Daggerfall .............126 | Super Stardust ...183
Dark Forces 175 | Sydicate .............183
Deadlock ................175 | Syndicate Wars ...161
Descent ................175 | Terminal Velocity .. 183
Descent |l +e.--176 | Terminator:
Doom | &1l ...........176 Future Shock ........183
Duke Nukem 3D ....176 | WarCraft ... 183
Earthworm Jim ...176 | WarCraft Il............184
Fury®.......... 179 | Whiplash ...... ... 184
Grand Prix Il .........143 | Wing Commander
Harvester Y .35 LA, &IV.........184
Hellbender.............141 | Witchaven Il 184
Heretic................... 179 | Wolfenstein 3D......184
Hexen 179 | Worms..... 184
Hind L censs VI [P - Srremappvenst 150
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COVER STORY

olHA CONTROL 3

Accolade’s Star Control 3
could take years to work
through. Here’s a quick

rundown of what you
need to finish the game.

LOST IN SPACE

When you start Star Control 3, all of the
League races are strewn across the
Kessarri Quadrant, and your first job
will be to find them all. ICOM (Inter-
conferencing and Monitoring system)
will tell you where the next one is, but
here’s the list:

Hum Helios 3

Spathi: Goshen 4

VUX: Salacia 2

Phunk: Arca
1: Velpuniz
Astarte 1
Janus 8
Chmmr: Hypnus 2
U Fomalhaut 5

OARTAHLAHPAR SHIPS

You’ l' run into Daktaklakpak ships
ue races. Destroy 1|1l m
all, and once you've cleaned them out of
League space, you'll find that their gib

h is actually a language. and you'll
have a translator that'll let you commu-
nicate with them. Speak

because you'll haw B
ground with them later in the game.

When the Daktakiakpak try to use the True Mame of the Eternal Dnes, th
way they do — with a pop.

LI PCGAMER January 1937

MYCON RRIDS

The Mycan are continuous]

s (from the VUX) happen every 30
days, so0 be around when this occu

times in a row to stop them, and y
have more ships later in the gam

STARS COLLAPSE

raided before
war with the Hegemonic Crux begins, The

|)l!||t1(] the course of the game, several

f IE lull.lpw Make sure you
i tar system and
0on as possibl
al clues and possibly

You'll uncover v
meet other races.

ARILOU. SUPOX, AND ORZ

I'he Arilou will appear after you've been
exploring for some time. When they do,

gin to mysteriously collapse
. Can you stop it before the
galaxy gives wi

ships tend to go out the same

Get used to combat, because you'll see a lot of
it. When things get too tough for you, try let-
ting the computer take over lor a while.

theyll tell you about the Supox and Quasi
Space Po M (Nyx 1). Go to Portal M,
and you'll discover the Orz and a
destroyed Supox ship. When you leave
the portal, you'll be at Muhlifain 7, where
you can find the Orz colony

THE OTHER RACES

this point, you can start s
e 1't~r1:1*; in the guadr

K'tang: Argus 5

OH, THOSE SPATHI

The Spathi never claimed to be |
After you find the first five Crux
the Spathi will be "rnu.uv 1ed, and then
will defect to the C I you go to them
and threaten them after they've left,
they'll be willing spies, telling you all sorts
of good dirt on the actions of the Crux.

THAT DARN ULTRON

When the Utwig tr -
have to find it iurumm Of course, ti
first race you suspect is the VUX, but they
won't help you out. The A
you that the Pkunk are ser
Ultran, so you should ¢
Pkunk will direct you o Erato 6, where
you'll have to wrestle the Ultron from
some YVUX Renegades, The Ultron is bro-
ken, however, and when you try Lo give it
back to the Utwig, they'll refuse it.
Promise to fix it, and take it to Arcadia 6.
The Pkunk will tefl you to find the Ebo
Hinge, the Marble Flange. and the Plate
3 | located on Nebusta 1. However
you really need the Ivory Sheath on
Caduceus 4 rather than the Ebon Hinge




Get the Ivory Sheath and the Plate
Crystal. The Spathi will give you the
Marble Flange. Use those three items
to repair the Ultron, but since the
repair isn't quite right. the Utwig will
still refuse to accept it. The last item
you'll need to fix the Ultron will be
found later.

THE MYCON'S INNER TURMOIL

When you find out that the Mycon's
Deep Children could be sentient
beings wiped out by the Mycon's
forced memory implants, League
rules compel you to save them. Talk
to the Mycon and ask about their
Deep Children, and then ask to
speak to a Deep Child, Several days
later, you'll be able to converse with a
Deep Child around Janus 1, and vou
will then discover that they're sentient
Ask them to join your battlegroup and
talk to the Mycon again. The s
rather angry at you, and defect to the
Crux. That's okay.

WHAT'S BIFURCATION?

The Dak will try to convince you that the
Chmmr are actually an Eternal One sum-
moning device. They'll want you to bifur-
cate them, or split them back into the
Mmrnmhrm and the Chenjesu. Don’t
take the bifurcator back to the Chmmr
homeworld — nevertheless, the Chmmr
will still be bifurcated. Get the sleeping
Chenjesu and the damaged Mmrnmhrm
parts for safekeeping.

THOSE SILLY PHUNH

After the third star system is destroyed
the Syreen will te u that the Pkunk
are feeling unhapy ce you can’t
have the hippie aliens feeling sad, go
talk to the Exquivan. Even though they
will say they don’t know what's going
on, you'll find se days later that the

he Harika and the Yorn

number of star ms to explore will st
our mind, Use the lists of locations in thes)
1 it all straight

mental emanations are coming from
Anshar 3. The Exquivan won't let any
one on their planet who doesn’t have
nothingness of mind. so vou'll have to
go talk to the Syreen to make a tech
team temporarily mindless. The mind-
less tech team will be able to success-
fully land on the planet, and remove a
Precursor Data Pack from a wrecked
ship. It contains the True Name of the
Eternal Ones, so don't even think about
examining it with your ship’s computer,

THE 000G CAN BE BOUGHT

The Doog are only working for the
Crux because v owe them money
(something the Spathi will tell youl. Go
to them and steer the conversation
toward buying them out of their debt,
and they'll agree. After you buy a
colony, as eir Anti-Matter
Containme |, After you buy all the
Doog colonies yv're officially a
League

Lzanami 2

COVER STORY

THE SICH HARIKA

The Harika are sick. and they'll tell you
that the Dak are working to cure them
Ask the Dak about the sickness the next
chance you get. and they'l tell they don’t
really want to cure the plague. If you tell
the Harika this, they won't belleve you
The Spathi will tell you, however, that the
Dak actually created the plague, The Dak
will mention a microbial war started by
the K'tang. Naturally, your next step is to
confront the K'tang about this war, and
the K'tang will mention Zosma 6. Go there
and meet the Xchaggers, Ask these cule
little guys to join the League, and they will.
Keep asking the Xch about the
plague until a tech team is allowed to
examine them, and you'll find out that
they are indeed the cause of the plague,
and the tech team can cure the Ha
with an Xchagger Eradicator Serum that
will kil all the Xchaggers in the host.
However, if the tech team can examine a
sick Harika, a cure could be found to save
both races. Press the Harika for one of
their sick members while refusing to kill
the Xchaggers with your current serum
Once you get a sick Harika, you'll need to
find something to carry the Xchaggers in
Go back to the Zosma 6 and g hive
ship fram the Xchaggers, Several days
later. you'll hav Xchagger Absorber
(o to the Harika, tell them you have a
cure; and use the Absorber from the
orbital screen. Do the same at the other
Harika colony (The two coloni e at
Gienah 1 and Typhon 3). Now you can
convince the Harika to join the League,

CLAIRCONCTLAR SHAME

The Spathi will tell you that the
Clairconctlar are a part of the Crux due to
a debt of honor, Ask the Clair about their
debt, and they'll have no idea what you're
talking about. Talk to the K'tang, and
they Il tell vou the Dak have mind-
controlled the Clairconctiar Queen at
Warp Station Klashog. Visit the Exquivan,
ask about the Clairconctlar, and theyll tell
you about the Paloozer Palavar. Tell all
this information to the Clairconctiar, and
they'll tell you Warp Station Klashog is at
Enkido 4C. Go there and create a dig to
get the Conc Rock. Eventually, the tech
team will uncover Quasi-Space Portal G
at Azazel, Enter the portal and destroy
the Crux fleet you encounter. Then

¥—7 |
evolve a Precursor to un information
that paints a whole new picture of reality.
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Digital precision. Deadly accuracy.

Imagine scorching your enemies with ragor-sharp
precision. with the world's 1irst digital-optical
joystick, the SideWindexr™ 3D Pro, you'll balance
complex moves with maximum contrel to get the ulti-
mate in responsive game plajy. You won't Have to
recalibrate, even after hours oi play. And every
handle rotation instantly changes jyour viewpoint.
Digital Overdrive lets the jojystick communicate
more efficiently with your windows' 95-based games.

ALl the better to singe your competition. Microsoft

Where doyou want togo today?  www.microsoft.com/sidewinder,’

BIRIG Microsaft orparation, A1 rights ressrved: Microsaft and Wimiven are rogivtered tradecaris and Mhere do row eae] o go foday? and SideW)eder are trademarks of Wiernsaft Gorparation.



destroy the following LK fleet. Go to the
LK homeworid, and they'll demand the
Red Spiral Rail to prove you're not Crux.
Get the rail from Anteaus 1 and give it to
the LK, and they'll give you a Sun Device.
Ask them about the Conc Rock, and
theyll tell you the Clairconctlar will
destroy anyone who breaks one. Go tell
the Clairconctlar that you're going to
destroy the Conc Rock, and theyTl pursue
you. Go to Enkido 4C, and wait for the
Clairconctlar to arrive. They'll spot their
Queen, and then you can ask them to join
the League. They'll accept.

AVOID THE PLOXIS

When the Ploxis CEO calls for a meeting,
be civil. He'll try to convince you to join
the Crux, but as you may already know,
it’s not a good idea, Refuse his offer.

ARINBOW WORLDS AND
THE MMANMHRM MOTHER ARC

The Clairconctlar will tell you about the
Mmrnmhrm Mother Arc. Go to the
Spathi, and they’ll tell you that the Dak
probably dumped it on a Rainbow Waorld,
where they do most of their dumping
The Rainbow Worlds are at:

Alula 1

Calypso 1

Euterupe 1

Ganesha 1

Indra 1

Kentaraus 1

Moria 1

Penates 1

Rudra 1

If you go to one of these worlds, you'll
discover an abandoned Owa fleet.
Promise to carry a message to their
homeworld. then defeat them in honor-
able battle, You'll find you can’t explore
the Rainbow Worlds because of the anti-
matter waste. Talk to the Harika, and
theyll tell you the Owa homeworld is
Mnemosyne 1. Talk to the Owa respect-
fully, and they'll give you the Anti-Matter
Explorer Vessel and the Anti-Matter
Scoop. Go to Alula 1 and find the Data
Pack that gives the secret origin of the
Dak and information on the Celestial Un-

pak overload whe
N of the E
to get inlormation
from them

limy little worms. Convi

LY

ou'll need to overthrow the Hegemonic Crux

Devalver (CUD). Then go to Calypso 1
and find the Mmrnmhrm Mother Arc

Go to the Syreen and ask them to
wake up the sleeping Chenjesu. Then talk
to the Xchaggers and ask them to per-
form micro-surgery on the Mmrmmhrm
Mother Arc. Go back to Janus 2 (Chmmr
colony) and activate the Sun Device, and
you'll rejoin the Chmmr. You will then
find out that the Ploxis Precursor vessel is
at Highpaoint.

INTRODUCING...
THE PRECURSORS!

Once you have the data pack with the
I'rue Name of the Eternal Ones and the
secret of the Dak, find a Dak fleet and ask
them about the Celestial Un-Devalver
{CUD). You'll find out, after repeated con-
versations, that the CUD is on Begregron
2, -and you'll need a Variance Key to use
it. Trade the True Name of the Eternal
Ones for a Variance Key. Your tech team
will discover the identity of the devolved
Precursors. Get one from Zosma 6, take it
to Begregron 2 and use the Variance Key
to activate the CUD and re-evolve a
Precursor. Talk carefully to the Precursor,
and you'll get a Signal Deflector and
Sentience Notation Device. They'll also tell
you how to use the Plasma Regroover,
which you can then use to free all the
Deep Children from Mycon calonies.

CLEANING UP THE GALAXY

At this point, it's a good idea to use the
Anti-Matter Scoop, the Owa Explorer
Vessel, and the Anti-Matter Containment
Grid to clean up the Rainbow Worlds.
Refer to the list mentioned previously for
their location. Once cleaned, the potential
for hyper-space travel will return, as will

re, the Vyro-lngo may be nasty and rather
ing information to

the Rainbow Worlds" smoothing effect on
the time-space continuum.

SUBDUE THE
MIGHTY-THEWED HING

Since you'll still have the Variance Key
and the True Name of the Eternal Ones
after the Dak self-destruction, find
another Daktaklakpak fleet and ask them
about destroying the K'tang. Trade them
the True Name of the Eternal Ones for the
Overlord-Seeking Larvicide Missile the
Dak built. Launch the missile from the
orbit screen on Argus 5, and the K'tang
King will tell vou the secret of the K'tang,
secrets about the Crux and the Ploxis, and
the code to reinitialize the Daktaklakpak.
You can then reinitialize the Dak from the
arbital screen using the data pack recov-
ered from Alula 1, and orbit Pauguk 4 to
recover a fleet of empty Ploxis ships,

THE VUX AND VYRO-INGD

After a while, the Arilou will tell you
about a race called the Vyro-Ingo on
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Izanagi 5. Go ther d tell them the
|J|IP\I‘~L<||l||lIIlII| 1 ically flawed
igh 1o join

ion Matrix when it's dis
You'll learn how to join the
two ma
Salacia
the Vyro-Ingo thl] into its ov \rl f
and send it to meet a \ U \
the VUX,
Rachet that will f'.\ l_"_:.' Ultron. Give
fixed Ultron to the Utwig.

PLOXIS REBELS

When the tech team discovers another

Quasi-Space Portal. F, at Xipe 1, go

through the portal and create a dig site Gather the sentience you need, and you can fill the Sentience Silo

to recover some frozen Ploxis. Put them feed so the galaxy will be safe for a fe

in the empty Ploxis ships, and yo

learn quite a bit about the Ploxis soci 05 z

y. A few days after the discovery of TH E DHHH I]H

Portal F, the tech team wi scover the

Sentience Collator, £ he Crux is def . the Orz
will try to take over the League using
mental powers, I yiou i

10 slop |;| ot

en-announce the coming of
the “l':'\:l{l‘-\

WELCOME THE HERALDS

dis-
g the com It's surprising what one can find in a star syst Here
v s are instrumental in destroying the i Ty come the Heralds, You'll have to deleat a good
Ploxis hiold on the Crux, and soon after finding them, P S setech on mber of them 1o continue saving the galaxy.
you can end the war.

Doog: Adapa 1

HH /C discover it is hig Clairconctiar: Cronos 7 or Enkido 7
EH[”HE THE H ! T 3 S noe esher Haerik l.|<l]\l|] i -u Ivphon 3
ience Collator, Sentience E

With the Anti-Matter Containment Grid Notati Jevice, and the Ebon Hinge o

at 100% capacity, the coordi redt Sentience Collector

Highpaint, and the crewe

the war can end. Go to H nint FHSE ‘[HE L E ”]]H THHIII RACES THAT WILL

the Anti-lv Containn i [:u L E IF YOU COMI I

blow the Ploxis Shield. Even thot he =

Ploxis will threaten to use the | Start collecting sentient energy {rom VUX: Salaci

bomb, don't give Battle and defea p \ A\ ] . Mycon Deep Children: Janus 8

Ploxis CEO in his Precursor ship, and the eworlds. The Arilou will ask you 1o Utwig: Fomalbaut

Crux will surrender to you, flee the quadrant. but vou should stay. LK: Quasi-Space Portal G 2
Once you've collected enough sentient Owa: Mnoemosyne 1

RACES THAT WILL
NOT OR CANNOT DONATE:

1. Congratulations Arilou

aralds

-on
K'tang
Ploxis Reb

Vyro-Ingo
M

=l
Once you make it to the system of Highpoint,

sing the Ploxis Rebels to aid you, the war ”\” s <

will soan be over iv-Guse -l||lllll. a BY MICHAEL WOLF
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EDITORIAL TYPES - PC GAMES

TIMELAPSE; TITANIC AND NCAA CHAMPIONSHIP BASKETBALL.
YOU'VE NEVER SEEN ANYTHING LIKE THEM. UNTIL NOW.






Journey through five S6I-rendered.
faithfully recreated 3D environsents
and unravel the secrets of Easter
Islands Egypts Atlantis and the
Mayan and Anasazi worlds-

Embark on & compelling. puzzle-
solving adventure with stunning
full-screen, photo-realistics ray
traced graphics as you travel
through time and space-

Enjoy over 40 hours of challenging

gameplay with multiple endings as

you attempt to reach your ultimate
destination.-.Atlantis

"There are a lot of gorgeous MYST-style
adventures, but this is the best of them all."
— Computer Games Strategy Plus

S T I L

pse's carefully crafted story line
e worth completing.”

A Graphical Adventure

Free demo disk
WwWww-im.gte.com
BTE Entertainment
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Oulwil spies, retrieve stolen ¢
before 90 tons of ice stops yor

“One of the best new game
— Computer Gamini

“Nothing short of awesome.
— Next Generation

“Incredibly detailed re-creation.
— Newsweek




To's the Thnic's Goeful nighe and vou pla
A British agent = the kev figure entangled
i race against tme to chiange the conrse
of 20th century history

Aclvanieod 3607 imomemernt s vou on Twwared an A story ol intrigae and disaster unfolds as e
ani ineraet with over 25 full aniniaed chirciens

histovically accurate SC1 rendition of the 1

s vone search for clues and secret docaments in who remeniber voun responses aned act accord-

abke 3D environients. innely s vend orisscross their paths

fully expl

A Graphical Adventure
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- Network and modem options »
et yoir challenge your friends for .
T season or tgurnament play.

"

{ Advanced artificial intelligence
lets you grow players from
f""a' . freshman to senior year.

64 Division | Teams

{':‘-:r'éi:;hics

e i"!r- .

National Champion

dem -to - Modem Play

Extensive recruiting feature
let's you rebuild your team
after each season of play.

“This is as close as you can
get to college hoops without
putting on the uniform
yourself.”

— Computer Game Review

“...NCAA Championship
Basketball combines arcade
style 5-on-5 hoops play
with a sophisticated sim of
Division | coaching life.”

— PC Games

Win tickets to the Final Four
Visit our website for info
http://www.im.gte.com



HARVESTER

If you've got the stomach
for it, we've got the com-
plete solution to Merit
Studios’ supernatural
adventure.

ORY ORE

pen the dresser and gel the quarter
and the pen. Head into the living
room and talk to your brother.
Enter the kitchen and talk to Mom.
Go back to the living room, pick up
the newspaper, and go outside. Give the
newspaper (o the paperboy and talk to
him about his job. Head down to the
burned-out newspaper building, Take
the shovel, then use it on the ashes. Get
the fyer for the e sale, then get the
button. Go to the Post Office and give
the button to the postman. Choose the
second response, “Cut the cra G
the General Store, give Mrs, Phelps a
quarter, and take the porno magazine.
Go back to the police station, and give
the porno magazine to Loomis. Open the
desk drawer and get the checkbook and
the key. Unlock the evidence room and

CHEAT

T

MURDERER:

SON OF SAM:

BRUCE:

NICK:

DUSTIN:

BOSTON STRANGLER:

HELTER SKELTER:

CHARLES MANSON:

Wateh out

go inside. Take the gas can, the sneakers,

and the camera. Go back to the post
office and give the gas can to the post-
master. This will convince him to give
you the lodge application, so fill it out
with the pen and take it to the lodge.

ORY TWO

Take the newspaper and give it to the
boy outside. Talk to him, give him the
sneakers, and accept the key to the high
school broom closet. Go to the school,
use the key on the lock. and take a pic
ture of the principal and the teacher. Tell
them that they're busted and accept the
baseball bat in trade for the photo. Go to
the lodge and talk to the hooded guy to
get your first assignment, Travel to the
Pottsdam’s house and ask Mrs.
Pottsdam’s permission to see Stephanie.
Head upstairs and enter the bathroom.
Open up the medicine chest and take the
Ora-Lube. Go into Stephanie’s bedroom
and talk to her. Go back to the Post
Office, use the Ora-Lube on the manhole
key, and take it.

NIGHT TWO

Go 1o the Johnson's house, and use the
manhole key on the manhole cover. Go
down into the sewer and use the shovel
to bust a hole in the wall. Go through it,
and emerge into the garage. Take the
furniture dolly, Look at the tool table and
take the screwdriver. Scratch the Tucker

COVER STORY

Jone 1o pick wi

y 10
yoil photograph of the

improving teacher-faculty rel:

with the screwdriver, and exit. Head to
the lodge, where the hooded guy will
give you your second assignment

DAY THAEE

Once again, take the newspaper, and
give il to the boy outside. Go to the
school and trigger the fire alarm. Now go
to the fire station and steal the ladder.
Travel to the meat plant and ask O'Reilly
for some meat. Get the slip and head
back to your house. In the living room,
use the dolly on the cabinet to reveal the
alarm switch. Turn it off and exit outside.
Use the screwdriver on the window bars
and enter the room. Talk to Dad and give
him the permission slip to sign. Head
back to the meat plant, give the slip to
O’Reilly, and take your meat.

P GRMER Januany 1997
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NIGHT THREE

required in every ture game) and
look at the sheet to the male
maodel, then use the fadder on the wall
to get the cloth.

Don't bother fighting this psychotic chel — just grab the meat and run

reward to Mrs. Phelps. and take the
pe and the wrench

NIGAT FOUR

(3o 1o the barber shop. Tape up th. door

Blow away the wasp woman in the abandoned
and hrudh the ql v ¥ e

t the
house, and you're treated to this grisly scene nt the s

hooded guy.

LODGE ONE
DAY FIVE —_— Talk o the man. Walk south and fall

pluw the bo

Take the newspaper and g
kid out Take the barber pole b
to the hooded guy 1
the mortuary
the camera on it. Go back lo the

ary lobby and go through the de ..:
the left to the embalmi 0 HH? SIX
Thr n Mr. Moynahan and +pt b

gift of glue. Take the newspaper and give it to the

the dini g ro¢
Talk to the ch

That's Colonel Buster Monroe, in charge of Harvest's nuclear arsenal. Whatever you do, don't talk to him The sheriff won't be much help — but boy,
about Communism does he sure enjoy his apple pie
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of meat. Go back to the cloak room, hit
the switch, and go through the door
Throw the meat in the water and walk
to the left. In the bathroom, grab the
weed killer. Walk back to the bridge
and throw the other chunk of meat in
the water. Walk to the right and return
to the bar. Go through the swinging
doors on the right to the room with the
fountain. Use the weed killer on the
Venus Fly Trap, then open the fountain,
Pick up the key inside (it's hidden near
the reflection of your left shoulder),
then use the key on the hole on the east
wall. Enter the room and kill the mon-
ster inside. Climb the rope.

LODGE TWO

Interrogate the art patron, then kill him.
Go to the left and kill the statue crea-
ture, who will give you a key. Moving
two more screens to the left. kill the sec-
ond statue. Uinlock the door with the key
and enter. Go through the doors in the
center of the screen into the library ancd
talk to the librarian. Exit the library
Walk south and go through the doors.
In the ballroom, kill the janitor and take
his nailgun, Exit to th llway and walk
to the left. From this screen, walk north
and go through the door with the two
asht
Chessmaster, kill the big wooden chess

RCl PCGAMER January 1437

aste your ammo

hallway. Go left. go through the door,
and kill Mr n. Go back to the library
and give the librarian the book. Go back
into the ballroom and use the
Chessmaster’s key on the locked door
Go ir nd blow away the evil clown
From here. go back to the hallway and
locate the theater doors. Use the clown's
key on the doors and enter the audit
rium. Take both Nags at the side of the
stage and slip through the curtains.
Grab the three wooden planks: Go
through the door at the right into the
lounge. Kill the zombie and take the
lighter fluid. At the mask puzzl

all bat will put o achnid 1o rest

the left mask so that it is upside down
and point the mask on the right to the
upper-left hand corner. Enter through
the secret door into the laundry room
xit south, then through the door, into
the boiler room. Go to the left, turn off
the valve, and remove the rusted pipe
with the wrench. Get the piece of pipe
on the ground and get the two curved
pieces from the screen to the left.
Combine the three pieces of pipe in vour
inventory, use it on the boiler, and turn
on the valve. Get the boiler room key
and unfock the door to the left. Dispatch
the zombie and walk through the door.
Use the two wooden planks on the lava
to form a bridge and walk left into the

ags on the two stalagmites
h the door to the right. Kill
juy and go upstairs,

LODGE THAEE

Get the pack of nails and exit to the left.
Kill Elvis and the suit. Go through the
door. Kill the three zombies who attack
your, Go through the door. When you
talk to the pastor, tell him that you
believe in God, he resides in Heaven, he
frolics with the Wombats, uses his Staff,
and is an all-expense paid trip to Brazil.
Exit through the door on the left. Eat the
sea rations and exit the hut. Kill the sol-
dier. and go through the door on the
right. Blow away Mr. Pottsdam. Exit to
the north. Tell the prostitutes that theyre
skanky, and take out the one who attacks
you. Exit to the left. Talk to Mrs. Vain
and kill her to the left. Whack the
guy on the table three times, and go
through the north door. Blast the beggar
and go through the door on the left. In
the arena. kill the Centurion and let the
old folks live. Exit to the right. Kill the
black and white gunslinger and Robhby
the Robot. Enter the television. In the
Inner Sanctum, kill the Grand Poobah.
Watch the cinematic sequence and
choose your destiny — stay with
Stephanie or return 1o the real world.

s e
BY COLIN WILLIAMSON
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THE LOST FILES OF SHERLOCK HOLMES:

EA's adventure has as
many twists as one of Sir
Doyle’s books. Here's our

guide to some of the more
perplexing mysteries.

his graphic adventure mystery can

get pretty tough, so we put the PC

Gamer strategy crew on the job to

get some answers. The solutions

here are for the most difficult prob-
lems you'll encounter

Let’s start off with some general
tips. As with any graphic adventure, be
sure to ask every gquestion available to
you and talk to every character you can
interact with. You never know who may
have some valuable information. When
you're playing as Dr, Watson, be sure to
talk to Wiggins, the friendly street urchin
outside 2218 Baker Street. He'll start you
off in the right direction. When you're
playing as Holmes, stop and ask Dr.
Watson questions while you're visiting
with other characters. Watson will aften
say something 10 help the conversation
along or take it down a different path

Be sure to pick up everything you
can and keep it in your inventory. Also,
periodically check on your inventory
and see if the status of an item has
changed. It could help your progress.
For example, you start off with Holmes’

When the Diogen
upset about hi

business cird, but all
you can do is look at it.
However, at the right
moment in the game,
you'll be able to give it
to some one. You
won't know this unless
you check on the
inventory items from
time to time and notice
that the business card
has two options (“look”
and “give”) instead of
one (“look”),

Another useful
item is Watson's jour-
nal. This is a record of
every conversation you
have during the game.

The journal can be

saved a text file and

printed out. It's also a

good idea to keep your

own “journal” of observa-

tions and descriptions of characters and
places, which are not recorded in
Watson's journal,

Now that we've covered the easy
stuff, let’s dive into puzzle solutions, listed
here in sequential order. Space prevents
us from listing every solution, so we've
narrowed it down to just the hard stuff
that you'll probably have the most trouble
with. Remember, the case starts off with
vou playing as Watson. Holmes' brother,
Mycroft, has been injured in an explosion

usly injured, Holme
n, to start the inguirie

A lab tahle at 221B Baker
ou found on the clock face at the club

at his club, and Holmes is too despondent
to investigate the incident.

ENTICING HOLMES

Your first task is to gather enough evi-
dence to prove to Holmes that the
investigation is a worthy cause, so
Holmes will join you in solving the case.
Your trip to Scotland Yard won't prove
very useful except for some suspicious
tidbits about the explosion (from the
guard posted out front), The same thing
happens when you visit the Diogenes
Club to take a look at the scene of the
crime; the guard won't let you inside.
What to do? Go visit Mycroft in the
hospital. The Matron there is pretty
unfriendly and won't let you see him, so
tell her vou're going to visit your old pal
in the morgue, Dr. McCabe, the coro-
ner. You'll have access to the new
patient ward from the morgue. Go talk
to Mycrofl. His ramblings aren’t too
helpful, so distract the Nurse by having
her go get Mycroft a glass of water so
vou can search Mycroft's belongings.
Take Mycroft's ring — it's a member-
ship ring for the Diogenes Club and will
get you in the front door

At the club, search everything.
You'll notice a small clock face covered
with a suspicious residue, Gather some
of the residue and analyze it back at the
lab table a 1B Baker Street. Use the
sulfide to test the residue, and a small
explosion should be the result

Now you finally have the evidence
vou need to lure Holmes out of his bed-
room and out onto the London streets
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GETTING INSIDE SCOTLAND YARD

Now playing as Holmes, you'll want to
see Inspector Lestrade at Scotland Yard
The guard still won't let you in. Go talk
to Augie, the street gambiler that the
guard has lost a lot of money to playing
the game “3-card Monte.” Play a game
with Augie, and you'll soon discover that
Augie’s cheating by palming the card.
Let the guard know that Augie's been
cheating, and he'll be grateful enough to
let you in to the Yard. Once inside,
Inspector Lestrade won't talk to you until
you discover that the man in the holding
cell is not drunk, he’s actually suffering
from epilepsy. Have Watson say that the
man is epileptic and confirm it by look
ing it up in the medical book. The
Inspector will then respect you and talk
to you about the Diogenes Club case.

INSPECTING THE DIOGENES CLUB

Search everything again, Ignore
Officer’s Forbes’ rules about not touch-
ing anything. You'll eventually have to
get rid of him by having Watson distract
him. Once he’s gone. you can go 1o the
lounge and shift the beam in the right
corner with a chain you find near the
fireplace in the middle of the room. With
the beam out of the way, you'll find a

steel spring that vou need.

GETTING INFORMATION
FROM MYCROFT

Next, go visit Mycroft again and get new
information from him. In order to get to
the new patient ward, you'll have to dis-
tract the Matron by rolling the patient in
the hallway down the hall. She’ll follow
him and you can go to the morgue.
While ’

body. It's from the explosion and con-
tains useful clues. Once in the ward,

Mycroft's ramblings will make more
sense to you. Mycroft reveals that there
is an account of the situation hidden at
his flat. Take the receipt from Mycroft
{it's on his medical chart) and give it to
the Matron so she will give you
Mycroft's effects. You'll need them to get
inside the flat

At the flat, the doorman won't let
you in until you talk to the cab driver
who turns out be an ex-constable and
will vouch for you and tell the doorman
to let you in. Inspect everything. You'll
find a foolscap that vou can’t figure out.
Here's the solution: the letters in the first
line stand for the letter that precedes it
in the alphabet; for example, “B” means
“A”, The second line is a play on words
and translates into H20 and BTU
water and heat. Take the foolscap to the
bedroom and heat it with the candle and
dunk it in water. The following words
appear: “See Books in Greek.” Bible is
the Greek word for book, so go look in
Mycroft’s Bible in his living room. You'll
find another piece of paper that appears
10 be blank. Go to Mycroft's desk and
pick up the pen. You'll figure out that he

t the hospital, stop by the morgue. This body, recovered from the scene of the
e at the Diogenes Club, will give you some valuable clues

him the silver spring you found at the
i

used invisible ink on the paper.

Back at 221B Baker Street, take the
paper to the lab table and use iodine on
it. Words will appear, and the whole sit-
uation will be explained. [t seems that a
chemical formula for a military bomb
was stolen from the Ministry, and some
of Mycroft's club members were less
than concerned about the crime.
Mycroft was suspicious of these blokes,
and suspicious of just about everybody,
S0 yOu can't go to the police. There are
a few suspects listed, and a mention of a
Professor Dewar, so you need to go
visit them,

TRLHING TO THE SUSPECTS

You'll find the suspect’s addresses in
the London Directory over at your desk
at 2218 Baker Street. When you visit
them, talk to every one and go every
where you can. At Lord Lawton's
house, be sure to go up the stairs. At
the Silverbridge’s, notice that a young
boy lives at the house but is nowhere to
be found. At Pratt’s, talk to the
land lady and find out that Pratt is a
shady character

When you visit Professor Dewar,
have him look at the spring you found at
the Diogenes Club. He won't have imme:
diate results, but be sure to look Inside
the stove in the back corner. You'll find
what looks like a copy of the chemical
formula that's lost

IDENTIFYING THE CORPSE

Upon your return to 221B Baker Street
you'll receive a telegram from Inspector
Lestrade. He needs your help in identify-
ing a John Doe corpse. Let Watson talk
you in to going to investigate. Talk to
Needhem, the river man who found the
body; talk to Lestrade; go to the morgue
to see the body and dothes. Go back and
talk to Needhem. Give him the watch
from the body, and he'll tell vou that he
saw the murder take place, Examine the
site of the crime with vour bulls-eye
lantern. Use the gail hook to retrieve a
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watch fob and a button. Take the fob to
the lab table at 221B Baker Street and use
the “Royal Water” on it. The inscription
will tell you the victim's age, which is
essential to know. Since you know that
the victim's tie was an “old school” tie,
and you've seen the Rose Tattoo on the
victim, it leads you to believe that the vic-
tim was connected with Cambridge
University. Talk to Fleming, a Maudlin
College porter, and have Watson give
him a potent potable. He'll tell you that
the victim was one of Mycroft's suspects,
Thomas Pratt.

INVESTIGRTING PRATT

Back at Pratt's apartment, go ahead and
check out the fireplace in the bedroom.
but don’t forget to search the work desk
in the studio. Be sure to take the hat pin
you find there. You'll find evidence of
Pratt’s involvement with the stolen
chemical formula document. He defi-
nitely stole the document, but vou don’t
why or for whom yet. Go talk to Pratt’s
friends and acquaintances. You won't
find anything too useful at the Weary
Punt gin mill, so concentrate on Neville's
Bathhouse, You'll run in to Eldridge
Whitmney, one of Mycroft's suspects. He
vields only minor information.

Go to Lord Lawton's house and
question him. He'll admit to knowing
Pratt, but that's about it. But Lawton will
give up Avery Fanshawe. Talk to Jenkins,
Lawton’s butler. He's a much mor
friendly bloke. Once at Fanshawe's, use
Fred to ract Hodgkins and then give
some birdseed to Fanshawe. He'll tell you
about Agnes Ratchet, who works at the
Ministry. from which the chemical for-
mula document was stolen

You'll find Ratchet while exploring
the Spitalfields in the East End. Go to the
grocer’s and distract the security guard
by buying something from the top shelf.
Look in the copybook for Ratchet’s
whereabouts. When you find her, you'll
have to prove that you're Mycroft's
brother before anyone will talk. Also,

Toby the bloodhound is hiding out here in St. Jam

" Park with a female friend. You need him to

help you find Virgil

buy some cofféee from the store and
brew her husband a nice cuppa by the
fire. He'll be more friendly to you and let
vou talk to Ratchet. She'll tell you that
Pratt admitted to her that he stole the
document and that he asked her to
return it to the Ministry,

DISCOVERING THE DOCUMENT

Whitney at the Ministry is none too
friendly. Show him the note that Mycroft
sent you summoning you to the
Diogenes Club before it blew up. This
helps soften Whitney up, but not enough
for him to let you see the returned docu-
ment. Start a fire in the mountain of
paper refuse to distract him. Take the
document back to 2218 Baker Street
and analyze it at the lab table. After
some thorough checking. you'll discover
that this document has been photo-
graphically reproduced.

RESCUING THE BOY

Go visit Silverbridge. His reaction to

erious dead woman. Take the woman's bracelet and

analyze it at the lab ©
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al 2Z21B Baker Street,

Pratt’s death is strange. Remark upon
Silverbridge’s son and notice the chess
set. Use your lead pencil to get a rubbing
from an inscription off the table. Go
ahead and make a move on the chess
table to open a secret chamber in the
desk, You'll find a ransom note explain-
ing that Silverbridge’s son has been kid-
napped. The note threatens Silverbridge,
preventing him from helping Holmes
with the Ministry incident. Take a piece
of cloth that belonged to the boy, Virgil
and go to Sherman’s Animal Emporium
You'll want to retrieve Toby, a blood
hound, to help you in your search. Lure
the mongoose at St. rman’s with a
biscuit, and then go to 5t. James” Park
and get Toby. Go to Windsor School,
from which Virgil was taken, and have
Toby go over the grounds. Have him
sniff the piece of cloth — but when that
doesn’t work, give him the ransom note.

Toby will take you to 66 Devereaux,
where you can get in the doaor using the
hat pin from Pratt’s flat with the mail slot,
You'll find Virgil and a dead woman
Examine her; look at her bracelet. Analyze
the bracelet at the lab table at 221B Baker
Street, and leave Virgil in Wiggins' capa-
ble hands. Talking to the jeweler will con-
nect the bracelet to Lawton.

DENTIFYING THE THIRD MAN

Turn your attention back to the third
man that Needhem saw at the river
when Pratt was murdered. After trying
to figure out who he is and having
Wiggins do a little snooping, yvou'll come
up empty-handed. Go see Charles
Freedman at the newspaper. He'll tell
you to talk to Nigel Hemmings, a young
artist. Have Hemmings talk to Needhem
and do a sketch of the third man. Take
the sketch back to Freedman at the
newspaper. He'll recognize the man as a
Prussian intelligence officer named
Moellendorf, Now you'll be able to tie
him to the rest of the characters and
continue your iny ation

R ———
BY LISA M. HOWIE
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MECHWARRIOR 2:

MERCENRRIE

If you're finding Acti-
vision’s mercenary biz is a
little too much

e work,
study these tips from the
game's lead designer.

CHOOSING A "MECH™

When buying a BattleMech, you should
always consider what value ill add to
your unit. Does your unit need some
lang-range support or close-assault fire-
power? Would a BattleMech that can
absorb a large amount of damage be a
useful distraction for enemy ‘Mechs?

You should also be wary of some
BattleMechs that have design flaws. As
you fight enemies in the field, you wi
discover that many ‘Mechs have weak
nesses you can exploit. The Catapult and
the Jenner are the two most obvious
examples; both have their cockpit placed
in a forward, easily targeted location.
These are "Mechs you want to consider
carefully before purchasing.

Customizing your BattleMech will
cost you a good deal of money. In many
cases, the cost of customizing your
‘Mech can run into a million C-Bills, but
the price is well worth it. Moving
weapons from the vulnerable arms to
the better-protected torso section of
your ‘Mech will give you fire power that

THE BEST OF

THE BEST

110
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Don't just buy the first 'Mech you can afford; make sure itll serve a real purpose as part of your unit,

I you've already got a Jenner, you might want

can last through a long battle.
When purchasing a BattleMech, con-
sider how' you want (o customize it. Every
time you have to move something around
inside your new ‘Mech, it'll cost you
money. Iff your new BattleMech is aln
very close to your final design
you less to finish' the customi:

HIRING MECHWRRRIORS

The best lance-mates can usually be found
after you complete long campalgns. Your
reputation in the mercenary comimurnity
sodrs after you complete these long and
difficult campaigns, and many
MechWarriors will want to jein your unit
Most MechWarriors are highly
skilled; their Comstar evaluations can give
tion of who is worth

ady
it will cost
tiomn.

-Bills of your
hardware. It's always worth the extra few
thousand to get a good pilot who will not
destroy your BattleMechs.

Many MechWarriors have special
skills. Sonie will group their weapons and
fire at enemy legs; some have trained
themselves as expert marksmen who are
able to effectively lead an enemy attack by
hitting their target with almost every shot.
Some simply prefer to group all their

mething slow

but heavier to complement it

weapons and Dlast away. Check out the
table at left to see the specialties of the
best MechWarriors-for-hire.

CRODSING A MISSION

For your first mission, you have a choice.
I you're new to the MechWarrior uni-
verse, vou may wish to choose the train
Ing campaign. You will support Hansons'
Roughriders in the field against a group
of pirates. You'll be trained in targeting
and piloting by an experfenced
MechWarrior, and you will be paid — not
much, but enough 1o keep vou in repairs
throughout your first serious campaign
The war on Galedon V is also a cam-
paign that will be available early in the
game, This campaign puts you in a sup-
port role for the Draconis Combine
against a group of poorly equipped
rebels. After training, this contract will
give you enough money to keep vour unit

Jn contracts are not easy to
fill. They require significant resources for
mercenary units to complete, and the
Houses who hire units for campaign con-
tracts want to make sure they get the best
talent for as little money as possible,
Campaign contracts will not be filled
immediately. You may go on one or two
missions to find that the campaign con
tract has been filled by another mercenary




weapans plac:

nerable that those mounted on arms.
unit and is no longer available to you,
However, there will almost always be at
least one campaign contract available
When choosing contracts for single
ons or campaigns, read the contract
ully. If it seems too good to be true,
it probably is. Watch out for Houses that
are prone to underestimating the strength
of their enemies. Consider the kind of
resistance you will be facing. Missions
against House troops are almost alway
more dangerous than missions against
pirates, Behind-the-lines raids are .ll-,u
dangerous and could result in the de
of your entire unit if you fail

At any one moment, you may be

able to choose between a campai
tract and several single-mission contracts
In this case, you need o evaluate t
strength of your own unit and determine
you are ready for the campaign or not.
If you do not think you're ready, then take
a few single missions to build up ¥
unit’s strength before taking the cam-
pe mn

ON CAMPRIGN

In Mercenaries, you can lose, and it's O.K
In fact, if you win every mission in the
iss 15+ additional mis-
'\H]J]\ that are only available if you lose
some missions. Occasionally, the ng
path is actually easier and more pmhl able
than the winning path
How will you know when the losing
IJ..ill'I is better? Read the News and the
s carefully. They often have clues
about what is going on in the battle or
hot-spots around the Inner Sphere. For
instance, the battle for Gravenhague has
some cool stull you'll anly see if you lose
one of the missions
Also remember that you can hit the
port Campaign™ button if you do not
like how things are going. Do not do it
often, because you won't get paid, but if
vou find yoursell in a losing situation. you
might as well los 1d live

GENERRL COMBAT

N missk

These tips will come in handy in just

nce-mates are cool. Get some.
im first for an enemy’s arms.

1tain weapons, and they
tend not to be very well armored. In some
. you may be able to ignore

be much of a thre:

* Learn the configurations of as
many BattleMechs as you can. When
you know where an enemy keeps his
most dangerous weapons, you can tar
get those fons.

* When shooting for the legs,
remember that they are specially rein-
forced to take the weight of a hundred
ton BattleMech. The legs of a
BattleMech are very difficult to destroy.
If you are able to shoot out the legs, you
will be rewarded by watching your
opponent fall and wiggle helplessly on
the ground. Weapons that can cause a
series of small injuries have a better
chance of destroying the structural
integrity of a leg than a single powe
shot. Missiles and machine guns are
good weapons for finishing off a leg,

CAMPRIGNS

Here are some hints that should help you
o campaigns.

The water-poor world of

n is about to million
tons of water in the form of a large block
of ice from space, The huge chunk of ice
has two large engines strapped to t the
sides, and the whole mass is being trans-
ported over several months to reach
Lietzen's orbit. The Free Rasalhague
Republic, the sponsors of this expensive
mission. need a mercenary unit to guard

and protect the ice-ship from any hostiles.

Hints: Space is a very challenging
1|1mnumrnl As it is difficult to move

You will almost certainly want jump-jets

EXT
ey el

Be careful when accepling a campaig

keep your speed down.

ontract. You'll be carrying out &

COVER STORY

for this campaign in case you accidentally
fall off the Ice-Ship. Missiles are also very
useful for firing .jl quickly moving
aerotech fighte
Lance-mates are probably not very
useful, since they rarely have the
patience to keep their speed down and
often end up careening off the lce Ship
into space. You can knock enemies off
the lce Ship if you hit them hard enough
in a ¢harge. Your radar is less than per-
fect in s : sometimes the enemy will
jam it, and as every MechWarrior
knows, “Mech radar display is only
designed for two dimensions.

WOLCOTT

Background: The Clans have arrived and
are smashing their way into the Inner
Sphere. The Draconis Combine has

CHEAT CODES

CONTROL ALT

Superfunkicalifragisexy:
iseenfireandiseentain

oaohhhillaaalllaaa:
inmyboautifulbalioon:
crazysexyconl:
lubbleboy:
likethecomstarbaby;

TACcERT | EXIT

Maechs or spare parts in between, so make sure you've got what you need
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One of the first contracts you'll be offered
hle ta handle it, and it'll giv

decided to make a firm stand at
Wolcott. They desperately need merce-
nary support

Hints: Lance-mates are the key to
success in this (and later) campaigns. It's
a good idea to outfit vour BattleMech
with at least one large Autocannon
Order the other members of your unit to
destroy key enemies while you save
yourself for the really dangerous oppo-
nents. An Autocannon can be emptied
quickly onto a single target, usually earn
ing vou a quick kill

Elementals (ir ry-sized power-
suits) will be among your opponents on
Walcott. LRMs and SRMs & e best
way to destroy them, v are diffi-
cult to hit with regular laser fire. The
“splash-damage” from a n system
will usually hurt the Elementals even if

don't hit them dead on.

LAST FRONTIER

Background: The Draconis Combine has a
plan to steal a Clan Ghost Bear
Batt ech. As more and more of the
Draconis Combine world comes under
heavy fire from the Clans, additional
Combing units are required at the front.
Only a mercenary unit is expendable
enough for this kind of mi:
Himts: Last Frontier

deception. Try to keep the enemy con-
fused. Hit-and-run is your key to success
In the first mission, once you destroy a
facility, keep moving, Once you destroy
ane of the enemy areas, the other areas
will be alerted to your presence, and
guards will be immediately dispatched to
defend .!\l:lln‘ﬂ your raids,

your goal is to cap-
ture the Clan BattleMech, not to fight
Ghost Bear "Mechs, Avoid enemies and
enemy-guarded installations whenever
possible. Get to your target and get out
You will be outnumbered and outgunned
If you are forced to fight, make it quick

LR PCGRNER January 1937

ampaign on Galedon V. It's not &
@ injection of ¢

In & campaign
best path. Watch the news for clues to what
you i

Shooting for the legs can be useful in
these missions (or any mission where you
are running), because if an enem

are damaged badly enough. he will 5
down to a fraction of his normal speed

MERCNET

There are several theories about how 1o
best battle in the multi-player action of
MercNet: most of them ter on how
you customize your BattleMech. How

1 individual customizes his BattleMech
.md hu.\ these custom ‘Mechs support
one another is crucial in team play. /
BattieMech that works well ¢
integrated team may not w
free-for-all or in a one-on-one duel

ONE-ONE-ONE
AND FREE-FOR-ALL

In one-on-one and free-for-all batt
Autocannons are definitely very powerful
weapons. They can take down &n oppo
nent quickly, which prevents your oppo-
nent from returning much fire before he's
dead. The problem is that once vour

tocannan is dry, yvour "Mech has sey.
eral tons 4'|'ll‘~'€ less hardware, A nice mix
is usually AC20 supported by several
lasers or FPCs that give you staying
power in battle. Do not be afraid to strap
on lots of armor. Your BattleMech
only support 80 many weapons before
heat becomes a problem, so do not waste
tONNage G Weapons you cannot re
afford to use
A favored tactic used by Bear Khan
[watch for him in Internet games — he's
e M naries director, Jack Mamais)
is 1o put a Narc Missile system on his
‘Mech and then load up on the Infernos
nd the Arrow [V st he tags you
with the Narc, and then he can hit you
with all of his i 5, O matter
which way he h facing. Then the
Infernos and 1 w Vs start 1o fly in.
If you're not -h|a| down by the heat from
the Infernos, you're taking severe dam
age from the Arrow Vs
Obviously, missile systems can be
very destructive (as Bear Khan demon-

ile System is a mu
Aech designs. R hat in a
¢, vou will have 1o r|{|h‘
are dead. You don't

nemies before they
drag you down plenty of ammo for
vour Anti-Missile 5 i
ammo weapon you want to have

throughout the battle

TEAM PLAY

~ team play, you should coordinate
e customizations with the rest of your
team. There are sev schools of
theught on the best team tactics, but here
are some fferent team
dattleMechs c
Assault Kill people. That's all these
'1‘ ;L‘ud to do [|| some |11|~"~.iunk. they
¢ quickly
5 n-\l |||t_ on L'(]ll]li.‘ll. nt for
these BattleMechs. Anti-Missile Systems
are usually a plu ince these
*Mechs will receive the most fire
echs look sim

Support lﬂ'\’ls '\lru.« IVs, and PPCs
Support ‘Me
should Inuk for fire positions that give
|I|. mac |h||l1|.|nc||||t;| view of the fleld

action, or by warning the
f they are about to come
under hea vy fire Support MechWarriors
less stressful position that
e and
[Iu.‘ team mak
Scout: Scouts need 1o find the ene-
mies and tell everybody else where they
Iso very useful to
Mechs, if the Scout guys
ile System. If the Scout
an l'I]l".'ﬂ) Wit
other friendly "Mechs will get a
lock with all of their m

BY DUSTIN BROWDER, ACTIVISION
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For a limited time, get the award-winning Marathon 2 for fust $29 through our secure web store, plus have a chance to win free tshirts, just for paying a visit
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Once upon a time,
in an enchanted kingdom,

there lived a big bosomed

lady and some gerbils.
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graphic adventure with cheek
100 hours of hilarious gameplay

»u in a bizarre realm where

without Death. Y h has gone on

holiday. And the hapless magician

} vocal stylings of Eric Idle.
Discworld Il: rtality

It's magical. It's enchanting. It's sick
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Fast action and stunning realism —
that's the promise of new 3D games and
edutainment software. But if your Super
Star Fighter jerks along instead of zoom-
ing and your “terrifying” monsters are
gloringly pixelated — face it. You're not
having much fun.

Don't just play it...Live it!

With a Reactor 3D graphics accelerator on

your PC, expect a whole new inferadive  judycar with SVGA Graphies IndyCar with Reactor Graphics

e:perien{e! Natice the jogged lines and edges and the flot, dull colors. Where's  Now you're racing! See the detoil on next car, Watch thase rearview
the erowd? Whot ore these blocky things in the background? Are mirmors — thit s real 301 Nofice the crowd in the stands and the

Plus Indy(m II"and HellBender™ FIREE!  vou reclly into this race? maurtains in the background. And how about thot sky!

R Want to know more? Call 800-763-0242 or reach us on the Internet ot http://www.intergraph.com/ics/reactor.
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Here’s help for the
opening Soviet missions
in Westwood’s classy
Command & Conquer
sequel.

MISSION 1

Comrade, this first mission allows you
to sample the awesome air power of the
People’s Army, as you'll command three
of our fearsome Yaks against the pitiful
Allied forces. With careful planning and
quick response, our overwhelming
forces can wipe the Allies off the map
with ease. At the start of the mission,
grab the planes just as they enter the
battiefield and redirect them to take out
the barrels near enemy troops.
Moments later, reinforcements will be
dispatched to assist in the battle, Once
the paratroops arrive, move them safely
back from danger, and re-launch your
fighters until all visible barrels have
been detonated. Now move the ground
troops to the north bridge to reveal
more terrain, and use your fighters
once again to detonate all the barrels. If
you're successful in doing this, you'll
win the day.

MISSION 2R

Based on your success with your previ-
ous mi n, Soviet Command has
decided to place you in charge of a
small garrison adjacent to an small
Allied base. You'll start with a construc-
tion yard, power station, and a few
meager units to attack our enemies.
Build up your facility quickly and add

COVER STORY

ON 1: To use your air powe
shoot the

guard dogs and barracks as
your first resources, Once the
ore truck has brought back its
first few shipments, all you
really need to do is crank out
ground troops and purchase
airplanes for vour airfields,
then mount a crushing attack
Be certain to explore as much
of the map as possible,
because the terrain allows for
a variety of hiding places for
the Allied forces

MISSION 2B

This variation on mission 2A
proves to be a lot easier than
the alternate mission, and
doesn’t require the same quick
response — but don't take the reduced
Allied threat too lightly. Upon entering
the mission, enemy troops will try to
infiltrate your base or attack your ore
truck, so you'll need to quickly build a
defensive force. Don’t explore the map
until you're confident you've built an
overwhelming ground force (30 or so

troops) to avoid additional Allied attack,

then wipe out their northern base with
a coordinated land and air assault

MISSION 3

In this timed mission, you're in a race

MISSION 2B: Atter lending off the initial allied attacks on your hase
you'll want to sit tight and build up
confident you c ~ d

iting force until you're
d assault

g
down an Allied spy who has just
destroved your base. You'll begin the
mission with only guard dog units to
chase down the spy. but instead of fol-
lowing him into the deadly fire of a pill-
box. you'll want to go to the civilian set-
tlement at the right of the screen to lib-
erate 1?;1p1uret‘i troops. Once you've got
these newly-acquired troops in hand,
head south to follow the traitor.
However, don’t rush blindly into battle
On your way, you'll encounter an Allied
pillbox surrounded by barbed wire, Use
vour human troops to detonate the bar
rels surrounding the allied pillbox.
From this point, you won't get any re-
inforcements during this mission, so try
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to use the unique abilities of each unit
to overcome the meager forces you'll
encounter (i.e. use vour troops to dis-
tract enemy troops, and send the dogs
to finish them off), If you're successful
in routing the handful of guards that

block your way, head west and destroy
the traitor before he can make his
escape on a sea transport.

MISSION 4

Superior technology gives the Allied
command a definite advantage in this
tough building mission, where you
must overcome phenomenal odds to
win the day. Once you've settled in
with your initial complement of tanks
and a construction site, build units and
buildings at a reckless pace, while fend-
ing off relentless onslaughts from
enemy engineers. The first order of
business is to stay near your initial drop
point and build a large main force at
the base to launch the first leg of a two-
tiered attack.

In the interim, build sev-
eral air units to launch air
attacks against those Allied
shipyards (shipyards can
repair damaged ships as well
as create new ones) and use
your spy plane to scope out
the upper left-hand and upper
right-hand corners of the
screen. The spy plane should
reveal important data about
your Allied foe — they're
using gap generators to hide
their positions! Continue to
build until your base is burst-
ing at the seams with troops,
tanks, planes, and buildings,
and split your forces into two
distinct groups; one to head
left through the lightly

(0N PCGAMER January 1957

defended ore fields,
and the other o
head north through
the strongest con
centration of Allied
forces. Use air
power to soften up
key Allied defenses
or buildings as your
troops close in for
the kill. Continue to
reinforce your team
with additional units
as the battles rage
on, and you'll
quickly bring this
Allied stronghold to
its knees.

MISSION 5

In this battle for control of a small
island, you'll have to build two bases in
order to capture Allied technology and
rout a powerful contingent of Allied
forces. The key to winning this battle is

a sprawling b

MISSION 5: Build on
set up shop along the
sub pen where you can build trog

you to the Allies’

MISSION 4: To defeat the
with a full complement of air and land units

t army of the Allied fc

location, location, location. When you
enter the mission, it's important 1o build
your construction yard near the shore-
line and place yvour power plant nearby.
You'll need to get close enaugh to the
shore to build a subpen, and the power
plant location is vital. The next step is to
crank out a barracks 5o you assign
troops (grenadiers) to defend the shore-
line against a sea assault by the Allied
navy, Once sea transports are available
build two of them — one for troops,
and one for your construction vehicle
and ore truck.

The island you seek is in the cool
uncharted waters at the right of the
screen (don't head north: head straight
to the right), where you'll find a suitable
landing spot for your new base. Ample
ore Is available on the island, so don't
be shy about expanding your base; just
be certain to watch for roving patrols of
Allied troops who are sure to sound the
alarm for their copatriots

S ——
BY TODD VAUGHN B JASON BATES




How did we come up with the exciting
new ieatures found in Destruction Derby 27

By accident.

Destruction Derby™ 2 is the perfect combo of balls-to-the-wall racing and 3D wreckage. Seven

new tracks are langer, wider, faster, plus four destruction bowls. Cars roll, cars flip, cars fly off
the track. There's more deadly debris to deal with - tires, doors, hoods get jettisoned and serve
as incoming missiles. There's all new fire, new explosions, and improved suspensions for more
realistic handling. Destruction Derby 2. Designed exclusively for the true connoisseur of crash.

1908 Poyos Lo A1 (gt resvonil. Desinachien Derty™ 2 and Prypacos md the Pyigeuss lge we tdenars of Papgrosle L. The mtnga looa i o riefemuark ol Ihe Inecaciien Dhgitat Saltate Ayzocamon
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THE TOP-SELLING PC GAME OF 1996
Visit Duke on the Web at www.gtinteractive.com/duke
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FOR A FREE DEMONSTRATION OF OUR 3-D GAMING EXPERIENCE,
SLAM THIS MAGAZINE INTO YOUR FACE.




INTRODUCING THE ULTIMATE,
NO-COMPROMISE, GAMER PC.

A NEG, our gaming PCs have just taken on a
whole new dimension. The third, to be exact.
With two dedicated 3-D graphic accelerators,

the NEG PowerPlayer™ [ 200 Mz Pentim |
Pronessor |

sucks you right into Diarnond Manster 3-0
! and AT1 -0 Rage
the action. graphic accelerators
32 MB RAM/3.2 Gigabyt HO

And don't worry,
you'll be armed with |_ _NEEW
averything a serious gamer could ask for.
A 200 MHz Pentium® processor, 6 MB of video
memory, and a 50-watt Advent surround
gound system with subwoofer. We've also
thrown in a Gravis gamepad, Thrustmaster
Joystick, and Logitech 3-button Mouseman”®
mouse. As well as a bunch of today's hottest
games, all reconfigured to take advantage of
our unigue 3-D technology. You can even head out
into cyberspace and play in real
time against anyone else on
the net.

For more information,
call 1-800-NEC-INFO. Or,
for a slightly more conventional

demonstration, visit your local retailer.
Available at Circuit City, CompUSA, Future
Shop, and Fry's.

SEE, HEAR AND FEEL THE DIFFERENCE."

NEC

. mﬂde
Visit our web site at hitp:/www.nec.com
h TR NEC Thermologess . PENTIUM.PRO
s, Koy #22653 FROCERRON

Product 1nfofmation Number .255
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THE ELDER SCROLLS:

DAGGERFALL

These tips for Bethesda
Software’s long awaited
roleplaying epic will help

you get the most from
the game.

amriel is a land filled with danger and

intrigue, friends and enemies, Not

only will you battle fierce monsters,

killer creatures, and anti-social

humans; but you'll have to walk a fine
line between the political intrigues of the
regions you'll travel, and the ramifications
of your actions could greatly affect the
entire empire,

But the core of Daggerfall is its non
linear gameplay. If you so choose, you
don’t have to follow the story line at all.
The world is open for exploration, battle,
thievery, and trade, Whatevr way you go,
however, you'll have to learn the ways of
Daggerfall, and finding the key elements
to building your character to Goliath level
can be is challenging. So here’s some tips
from the masters, the creators, and the
players. Keep each of them in mind as
you travel about the world — they could
save your life

THE VIEW MODE

It's official: Even though the default view
mode of the game is cursor-based,
where you move around by pressing the
left mouse button when the cursor is
pointing in the direction you want to
travel, the creators have fully embraced
using the View Mode. In View Mode, the
mouse controls the direction you face,
and the arrow keys move you forward
and back. Change the controls in the
Options menu, and you won't be sorry,
Also, you can change the keyboard com-
mands to fit your own desires — no mat-
ter what your preference, you can set

CREATOR'S TIP

il the more you prac-
2 in ability,

ons and run through town.” In other
nrids, hold d he run key whenever
exploring to 1 on horse
doe
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ommended, because you'll be using the
controls for hours on end.

MOVIN' UP IN THE WORLD

The first thing you'll have to face is mov-
ing up in levels. In order for the stary line
qu
level three. To this end. here ar
to use while creating a character:
Your level is determined not by
your experience, but by a co i
formula summing up the pe
vour Primary, Major,. and Minor s 5
Therefore, the faster you build up your
skills, the quicker you'll rise in levels, If
vou create a custom character, you can
ensure a quick rise in levels by making
sure the Primary and Major attributes
are ones that can be raised guickly. For
example, if your Primary attributes are

Using your horse in town may be efficient, but you
won't build up your speed skills on horsehack

sts to start. you'll have to attain at least
some tips

These zombies can be hard 1o kill a1 the
beginning of gameplay. It helps to run in,
nd run out again. Just don't let them
hack against a wall

Critical Strike, Long Blade, and
Dodging, then you'll be practicing those
skills each time you swing a sword in
battle. And the more you practice, the
quicker you'll rise in ability.

CLOSE COMBAT TIPS

T'o say you'll see lots of combat in
Daggerfall is like saying it rains in Seattle.
Learning how best to fight takes time and
practice. However, here are some ideas to
get you started

Use obstacles: Sometimes you'll
enter a room with a chair or a table, If
you can manage to get the object
between you and your foe, you'll stand
a much better chance of surviving the
conflict, especially if you can nail the
creature with a bow from a distance, or
wear it down with spells.

Keep moving: It's always a good idea




to keep moving around. Many creatures
take a few seconds to prepare to strike
you when you're in range. If you dash in,
hit with your blade once or twice, and
then move quickly out. you can sometimes
with out a hit from the enemy.
Many creatures have a
hard time negotiating doors. Sometimes
vou can lead a monster to the door, and
then move over to the side, and the ¢
ture will stay in the door frame. Then you
can elther pick it off with arrows and
spells, or strafe from side to side, hitting it
as you go by. Sometimes your enemy will
come through the door and start hunting
you, though, so make sure you've got an
eye on it at all times.

The secret ol clipping: Part of the pro-
gramming of Daggerfall deals specifically
with how to hit a creature with arrows.
There is a certain radius around the mon-
ster where an arrow strike will count as a
hit. Sometimes, this radius will even
extend outside of a wall if the creature is
close enough 1o it. So, if you open a door
and move to the side, possible for a
monster to move right next to the wall on
the other side. Firing the bow at the mon
ster will then count hits against the cres
ture, even though vou're actually shoot-
ing through a wall. It may not be in line
with the realism of the game, but it's a
handy way to kill creatures safely

Use heights and walls: Sometimes
you will battle a mons! ht next to a
ledge or cliff. Hitting a monster and
throwing it backward over the side will
often kill it on the way down. The draw-
back to this is that any treasure it might
have will be at the bottom of the drop.
Alsg, if you're battling a light creature,
such as a rat or a skeleton, you can knock
it into a wall behind it The hit against the
wall will count as another hit, so don't be
surprised if the knock against the wall
kills the beast for you

Pay attention to your swings: When
you make an attack. each swing should be
planned and thought out. The different
swings do different amounts of damage
and have different chances to hit
Sometimes, you might have to sacrifice a
powerful overhand swing, which has a

CREATOR’'S TP

-

i
Ip you to intention Iy mot use
ainst weak creatures
. it lands or not, counts
ur fighting skills, So killing a c
ture in five hi ill give you mo pe
s to intentionally
apon against a creaty

g anything le
an imp is pointl
rong @ nnngh use that handy iron
sword and the ture
it. but your skills wi
put a more powerful weapon

in your other hand, you c: tch over and
finish the imp guickly when it looks like the
imp is getting the better of you.

pecially il the

COVER STORY

paralyze you beforehand. Ke

to block spelis when you can

a |1|>r1u|.l|\r W
may In.- I1r e, hut re not stupid,
Don't tackle th mbie when you only have
an iron dagger and your heatth left

smaller chance of landing, for a forward
jab that will more than likely land, but will
do only a little bit of damage.

The special circle strafe: If you are
using View Mode, and you have a
where you can easily move sideways to
the left and right, you can try using the
circle strafe maneuver on the monsters
you face. To circle strafe, move to the left
or right while keeping your view centered
on the monster in front of you. You'll
move in a circle around it. Some crea-
tures don't have a fast turning time, 5o if
vou're quick enough, you can circle
around the monster and strike at it from
the back. It's a tricky move, because
whenever you start swinging, your side-
ways movement stops. But, with practice,
it’s one of the more effective moves.

Some monsters have no hands: It's
rather chvious when you think about it,
but many creatures you'll face have no
hands. Therefore, they can’t open doors.
If you find yourself in trouble, and there’s
a giant spider bearing down on you from
around the corner, run into a room and
shut the door. If you manage to keep
from locking yourself in with a wereboar.,
you'll at least have room to breathe.

Be patient You won't become the
world’s greatest warrior overnight. Some
creatures will take time and effort to
destroy, and you will always have to think
about how to kill the toughest ones. Don't
expect a walk in the park, because as your
skills increase, 5o do the skills of the crea-
tures you'll face. Keep working toward
your goal, and keep learning the tricks of
each new monster you face. , above
all, save your game often, especially when
you're in a dungeon.

EXPLORE THE CITIES

With more than 16,000 places to find in
Daggerfall, there are lots of areas to
explore. Since the major cities are
Daggerfall. Wayrest. and Sentin
your time exploring them. When you
enter a city, you'll have a map of where
each of the buildings are, and theyre
color coded to match the purpose they
serve. You can fill in the names of the
buildings on your map by walking to
them and using the Look function to find
out the name. Or some of the townsfolk
wandering the streets will tell you where
certain buildings are located. A trick you
can use is to talk to a citizen and ask
about all of the buildings you might be
interested in., If they know the direction,
continuous questions will eventually lead
to the NPC pointing the place out on
your map. Using this method, you can fill
in all the names on your map i
few characters some questions, rather
than wandering all around town
However. the views some of the cities
have to offer are well worth a walk.

T mie time to explore the beautiful tov
you encounter. Get to know them inside and
out — it gives you an advant

JUST SAY NO

Sometimes, you might talk to someone
who wants you to perform a quest that
is either too trying, or simply too bor
ing. Don’t be afraid to say no — your
reputation is not truly at stake for refus-
ing a simple quest. However, make sure

P GAHER January 1937
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1 get. To this end, i
important to have good mercantile

from a dungeon,
ecting them
ull get credi

Watch out for the seemingly nice shopkeepers in the stores — they're shrewd negaotiators, and

CHEATERS might take you for all you're worth

If y
spend some tin

-ash, you can br

The levitate spell will come in handy when
you want to reach high areas in some
of the dungeons

ful in reaching

b
W .
i
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Wander into a store late at night, and suddenly
everything on the shelves becomes free!

CREATOR'S TIP

ays helps to save money when you can,
and it spoeds up travel. From the fast-travel
screen, you'll notice you can shave quite a
few days off of your trip by using a ship.
However, it costs guite a bit more to us
ship if you don't already own one. Therefore
as Bruce Nesmith says, “Always joina
knightly order.” Not only will you have some
ing quests to at plish {al
they're not exactly profitable), but you also
will eventually have free room and board in
some cities, and that means you'll never have
to pay for travel. Which is a good thing,
because as the hero of this story, you'll travel

'h u
whether it’
1 descr
high-quality
items of

the length and breadth of the land of Tamriel!

The Daggerfall Graphical Utilities lots you modily

zharacier to your heart's content by editing

the save game files. : 5 1t me, ;
: / : BY MICHAEL WOLF
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INDICATES BIG SHOTS WHO ARE T0O/C mussnmum:smm ERT)SH

Put the kids to bed, JACK is back, Volume 2 is a brand new game with wild new features and
a whole new level of wicked, sarcastic fun. The party starts with 800 new caustic questions and
proceeds with hilarious Celebrity Collect Calls,” DisOrDat,™ Picture Questions, Screw Your Neighbor™ and
s0, 50, so much more. All you need is a CD-ROM drive and a thirst for verbal abuse. For a little taste, check
out www.berlisys.com, because unless we missed something, you still don't know jack.

23 AWARDS
AND WE
JUST GOT STARTED.
SO PLAY OR GET OUT
OF THE WAY.

- Sesiiow

& www.bezerk.com
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Command & Conquer Gold Edition for Windows® 35!

ALL-NEW GOLD EDITION FERTURES

Super VGA Graphics intensify
realism and excitement

Internet Head+o-Head play

Play against competitors across the world
with Westwood Chat*

New Command & Conquer Theme Pack includes
screen savers, icons and deskfop patterns

* Requires axisting Inlernel occess wWWww.wes t wWOoO d .com
Product Information Number 350
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AND AGAIN
AND AGAIN
AND AGAIN

Introducing DEUS, the 3D

role-playing game that requires

both brains and brawn.

= Your Identity: 22nd century
bounty hunter

* Your Goal: save the scientific
community on the planet
Alcibiade from terrorists

* Your Obstacles: 40 predators;
5 lunatic terrorists;
mind-bending puzzles;
your own life parameters
(health, energy, food)

, = ; -
* Your Strategy: Kill. eat. : \ 3
Kill. sleep. Kill. tend s "
wounds. Kill...

* Your Weapons: anything from '5

spears to rocket launchers
* Your Bonus: 2 play modes - role ﬂl ‘

W

playing and arcade

Dontfmm
’“hﬁ!mhuﬂ:::‘mwhu

Webslte:

http://www.readysoft.com

-

906 Sihmarily - AN |||- it ey, BELUS oo tractmarh 0F Sociehe Sinsans

Dintrtaited by ¥ L o
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Grab your sticks and hit
the ice; it's time to
rough up the opposition
in EA Sports’ terrific
hockey sim.

MULTI-PLAYER SETTINGS

bviously, if you're playing against

the AL choosing the Rookie setting

makes the game easier. But if

you're playing in head-to-head

mode with a friend, make sure to
turn the Al up to All-Star. The reason is
simple — the Al of players you're not
controlling will be a lot better, and the
result is a more exciting game.

3CORING

Shoot early, shoot often, and follow-up
that shot in order to shoot again. You
remember every coach you ever had
yvelling, “Follow up on the play, follow
up!” Well, they were right, After you
shoot. rush the goalie, swing your stick,
and hope for a rebound or another shot,
Keep tabs on how you're doing by
checking the shots-on-goal statistics
after each period, and keep the pressure
on from start to finish.

ICING ON THE CRHE

Iff you've turned off all of the rules and
penalties in NHL 97, you're missing
out on some of the juiciest scoring
opportunities this side of open net.
Favorable icing calls and two-line pass
calls put you in the opposing team'’s
zone, with a killer view of the goal. On
icing calls, keep hammering the pass
key before the referee drops the puck,

ays check
your team stac

and aim toward your outer defenseman.
If you've won the drop, this defenseman
will have a clean shot at the goal. You
may not make these tricky goals on
your first attempt, but keep the pressure
on — there are always a couple of
rebound opportunities just after the
shot is made.

MAHE IT A TEAM THANG!

One of the first thing novice hockey
fans tend to forget is that there are four
other guys out on the ice, and theyre all
working for you

While it's fun to think you're the
only person on the ice, passing to your
teammaltes is supremely Important
{especially on the higher difficulty set-
tings) for winning the game. Consistent
passing will also help you learn the sub
tle offensive and defensive formation
changes that occur during a rousing
game of hockey. Watch your passing
stats following each period to see how
you stack up to the opposing team.

Once you're acting like a team, it's
time to employ the old hockey trick of
“centering-up” when attacking the goal.
This simple-yet-effective strategy relies
on confusing the goalie and putting the
puck where it's most needed — in front
of the goal. In hockey, there's always
someone at center (even if that's not
their position) to pick up rebounds and
take quick passes from wingmen

This constant presence in

front of the goal is a good fallback
whenever you don’t have a clear shot, or
you've distracted the goalie enough that
the center of the net is left undefended.

COVER STORY

You can't have
you're ahways hogging the puck B
ring, amd victory

GOAL!

Learning how to shoot for those elusive
“five holes™ that the pros seem to find so
well may seem like one of the great mys-
teries of the ages, but in NHL 97, it's
merely a matter of having the right
frame of mind during the windup.
During a windup or wristshot. think of
the directional pad of your gamepad as
the face of the goal. and move the pad
accordingly. For example, if you want to
hit the top-left shelf of the goal, windup
the player controlling the puck, and
move the directional pad where you
want the puck to go inside the net. It’s an
imprecise science, to be sure, and it does
take a fair amount of practice, but it
you're tired of having last-place teams
hammer your net while you're hitting
their goalie in the pads, try thinking like
cery puck in order to find the net

e —
BY TODD VAUGHN & JASON BATES
P GRMER Januarg 1387
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YOU DON’T NEED GUTS
TO PLAY THIS GAME,
YOU JUST GOTTA KNOW
WHERE TO PUT EM.

Want to play doctor? Here's your chance to diagnose, treat and, hopefully, discharge

a healthy, living patient. CD ROM Today calls Emergency Room “a fast-paced, realistic

't medical adventure.’ Be prepared to face over 400 possible cases—
from hangnails to gunshot wounds. All brought to life by over 30 minules
of digital video, a Hollywood cast and 1,500 photo-realistic 3-D graphics.

=i} Lives are hanging in the balance, so rush to your local = o




We've got the inside
dope on Interactive
Magic's Russian helo sim
as Tom McDonald talks
to an Apache pilot.

ast year, Warrant Officer Rex
Swetnam gave us some inside tips
: s hot helo

sim, Apache. Officer Swetnam

1 Jnl of hours on Apacl

spent a lot of time in the real thing.
But Hind was a different matter.
It's a unique type of flving experience,
while to adapt
h!‘. Apache- Fl\.'mq skills to the low-
chopper. H Iped
with a little inside ai e from a
friend (we'll call him “Colonel X"), who
»aged about 50 hours in Hinds after
ferrying them back from
and evaluating their
WEAPONS sys
plonel X lhmk:. Hind is smack on
nd
ian helo to a “T",

house, with a lawn chair to sit in,

you'll have the Hind. It’s an M1 tank
with rotor blades.” It's essentially a
troop tran equipped with
guns so it could go into a hot landing

Come fast into & hat LZ and make a quick 180 turn to bleed speed, then drop down.

zone, clear [t out. then drop off the
infantry, They just kept piling more and
more weapons on it until it became an
attack helicopter.

If an Apache and a Hind get in
scrap, the Apache will outmaneuver it
any time, anywhere. But one thing
Apache pilots learned in flight tests was
not to go at the Hind with guns: 'he\:‘re

Infantry will crowd into the cabin of your Hind. These deployments and extractions are onique, and
crucial missions for the Hind,

head-to-head Apache versus Hind
If you're flving the Apache and

are out of missiles or can't get off a

missile shot, there is one trick for taking
et above it

and shoot down through the rotors.

It’s the only way to log a gun kill

against a Hind.

FLYING

Pilots moving from Apache to Hind are
i cing hm\ tnugh lho Hind is to ﬂ\ in

ation problems or other
technical glitches to account for the
flight behavior.

Turns out this aggravating ten-
dency is precisely how the Hind flies,
according to Colonel X. Officer
Swetnam explains

“translating tendency.
ect that occurs
n one direction
d opposite thrust in the other direc-
‘s a simple la physics: for
n there is an equal and oppo-
site reaction. These reactions make the
Hind drift. Most American he
compensate for this problem v
a

with inputs from the controls. “Think

P{ GRMER Jamuan) 1997
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at altitug

one of the

ADout arving a car aown a nignway
with the front-end alignment off,”
Swetnam points out, “and how you
have to steer off-center to maintain a
straight line. That's what you have to do
in Hind.

“You need to compensate
with all your inputs yourself, since
there’s no computer to do it for you. It
gets tricky, since you're drifting side-
ways, not yawing. It's not doing any-
thing with the nose, so you have com-
pensate for that with your cyclic and
your rudders, and most people are just
trying to fix it with rudders.”

The Apache is all computerized:
you can take your hands off the con-
trols and it will fiy practically itself
Hind is not: you have to fly it. There are
no hover-hold buttons. That's why so
many people are having trouble coming
in for landings, especially on missions
with troop deployment and extraction
in hot landing zones.

There isn’t a lot you can do to get a
good Hind landing other than practic-
ing correlating the power with cyclic.

PLGAMER January 1937

Work them together for the smoothest
results, over and over again, and you'll
get the feel.

Many people make the mistake of
coming in hot and heavy, then trying to
yank back to slow her down. Big mis-
take, since you lose sight of the ground:
you're blind,

Swetnam has a maneuver he uses
going into a hot LZ, but it takes some
practice: “If you have the room to do it,
go in fast, then do a 180 into your LZ,
pulling back on the cyclic to reduce
power to slow you down at the same
time. You don’t want to go in slow and
pitter around in the trees, but you also
don’t want to overshoot or come in so
fast you need to do some radical
maneuver that'll compromise you,” he
says. “So fly fast, do that hard 180,
reduce collective (power), and pull back
on cyclic. This lets you come in fast,
while the physics of the hard turning
will slow you down without putting
your nose in the air.”

As Colonel X points out; “The Hind
will wear you out. You have to fly it the

g caught in the bla

full two hours you're
in the aircraft.” Not
like the Apache, where
4 lot of the burden
fulls to computers,

First, and most impor-
spend time in the
sion planner, Study
the route, the known
tthreats, the mission,
and the loadout. If you
thave a waypoint that
takes you right over
the top of a mountain,
ichange it. Go around.
'The enemy has all its
‘weapons pointed at
that hill, and they’'re
Fexpecting you. Don’t
tgive them the plea-
sure. Plot a path
around it and fly
nap of the earth at all
times. Route around areas bristling with
air threats.

Study the mission requirements,
and use the mission specs to tweak the
loadout. Not every default loadout is
perfect. Sometimes an extra rocket pod
is more necessary than two points
packed with Saggers. Do the hard work
before you take off. Fly the mission
using the 3D mode to get an idea of
what's in store. Plan ahead!

Also, spend a lot of time in the
training missions. Know the capabilities
and the limits of your aircraft before
you go out into the “real world.” Get a
strong feel for fuel consumption, so you
know when planning if vou're taking
yourself too far out of the way to avoid
a hill or enemy concentration. As a very
rough rule of thumb, assume you have
maybe 15 minutes worth of fire-time in
the location, the rest being in transit.
Get the battlefield picture in advance so
this time isn’'t wasted while you burn
fuel doping out terrain and threats.

When you're flying. stay between
25 and 50 feet. Concealment is the name




DON'T lOOK BACK. YOU'RE
ALREADY IN OVER YOUR HEAD'

f\m.tent legend and underwater .ul\ée‘htuie come to;,ctlu.-
in a brainstwisting 1,1.1513_ tech mystery...
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110 West 40th Street,
Suite 2100

New York, NY 10018
212-221-6559

To place an order call:
Enteractive 800-433-4464
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Compete head-to-head. Surrender nothing.

The Microsait Sidewinder™ game pad maies it a zair right
ior you and up to three of jour best iriends. Hook up to
any oi your windows' 95-based games and all four (or three,
ar two) ol jou get the same fully functiopal, lightning-
imst game control and multibution maneuvers. So no matter
how many are plugged in, the competition's still quick
and exciting. It's & perrect fit ifor hands ol all slzes,
letting you keep & solid grip and making it easier to use
any oi the buttons or triggers to vanquish jour opponents.
Recard complicated, hard-to-remember multibution moves and
nap them to & single button for swilft execution oi lethal
nancuvers. Remember, the more Sidewinder game pads jou
ouwn, the more friends you can take advantage of. A little
iriendly competition mever hurt anjome, right?

lost people

enjoy the

inferiority

of their

best friends.

—Lord Chesteriield
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SpinContral ™ Technology gives.y
Precise 360-degree spin co
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: %  sure this baby stays put when
-~ — you're busy dodging Incaming
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From the world leader in control devices comes the world's best way to play doom style . ,l h:
-games:WingMan Warrior. With 360-degree motion and two-handed control, it's the choice lnl}{[[l}"
of hard-core gamers everywhere. For FaxBack information call: 1-800-245-0000,
~————— Document 8112 Or phone 1-800-732-2990. Visit Logitech and WingMan ' 1/c 1"
ommaviis  \\arrior at htep:/lwww.logitech.com e Vi e peapie jove




Microsoft's fast-paced 3D
shooter is no walk in
park, but it's a helluva lot
easier once you've col-
lected all eight pieces of
the Vortex.

FIRST PIECE: MORBOS

bunker containing the next piece of the
Vortex on a ledge high above you.

FIFTH PIECE: CHIMERR

LOCATION: 19,60 (CHAMBER)

In the underground tunnels, go to 115,26;
face south (on the Map display) and shoot
the wall to open a hidden door. Inside
you'll find a switch at 115,23: Shooting it
opens a door at 19.55, near the area
where you entered the underground com-
plex (it's a recessed spot with an eagle
symbal on the wall and orange bands on
: the ceiling and floor). Go through the
door, and you'll find the first Vortex piece
in & weapons bunker at 19,60.

SECOND PIECE: EYRIE

LOCATION: 60,83 (CHAMBER)

On the ground, go to 65,50 and shoot the
switch you see there, then head to 63,91 -
vou'll notice that a large, enclosed pool of
water has drained substantially. Shoot the
switch next to the pool at 65,84 to open a
door at 62,88. Go through the door, and
you'll see a weapons bunker at 60,83 — it
contains the second Vortex piece.

THIRD PIECE: I0NAH

LOCATION: 112,65 (CHAMBER)

There's a set of three switches in a little
alcove at 91,98; shooting the one at 90,97
will cause a wall to open and reveal a
switch at 88,97, Shooting this switch
opens the walls around the Vortex piece
(the other two switches open chambers
with other powerups). Shoot the switches
at 105,61 or 105,64 to cause a wall to
open; enter and you'll see a weapons
bunker at 112,65 — it contains the third
Vortex piece, Note: Don't shoot any of the
walls areund the weapons bunker! Doing
50 causes the ceiling to crush you.

FOURTH PIECE: HRESH

LOCATION: 58,99 (GROUND)

In the underground chamber contain-
ing the Kraaken and Death Ankh, go to
the intersection at 93,102 and face west
on the Map display, then travel to 52,99
and look up. You'll see the weapons

LOCATION: 43,65 (CHAMBER)

Enter the hidden tunnel entrance at 68,66,
go into the underground chamber found
there, and shootl the switch at 48,71.
Leave the underground chamber and go
to the building door at 53,59; head inside
and into a little chamber containing four
switches at 54.53; 54.58; 49,58; and 49.53.
Shoot them all, then enter the under-
ground chamber through the tunnel
entrance at 68,66 and shoot the wall in
the underground chamber at 48,66; the
wall will open to reveal a roomful of
weapons bunkers. The bunker in the mid-
dle of the room contains a Vortex piece.

SIXTH PIECE: TRICERIUS

LOCATION: 16,98 (CHAMBER)

There are switches located at 8,107 and
10,111. Shoot the one at 8,107, and the
ground to the east of the switch will rise
to reveal a chamber. Now shoot the other
one, fly into the chamber, and go through
the small entrance at 16,108 (it only stays
open for eight seconds, so hurry). Four
guards are waiting for you inside, so be
ready to start firing as soon as you enter
— but be extremely cautious about what
you shoot! If you hit any switches besides
the one at 19,109, the ceiling will crush
you. Shoot it and pass through the doors
at 16,104: here you'll spot one of Nyx's
fighters, and the weapons bunker con-

taining the Vortex plece next to it at 16,98

To leave, shoot the boxes marked with an
X — they explode and open up an exit.

COVER STORY

SEVENTH PIECE: SNOW CITY

LOCATION: 108,81 (CHAMBER)

Shoot the door jamb at 33,30 to open a
wall at 102,81 and expose the entrance to
the chamber housing the Vortex piece.
Inside you'll see four switches; shoot the
one at 105,78 to open the walls surround-
ing the Vortex piece located at 109,81,

EIGHTH PIECE: SHIVA

LOCATION: 41,108 (GROUND)

Shoot the switch at 64,103 and enter the
chamber that's revealed, then shoot the
switch at 60,103 to open a doaor. (Both
chambers contain guns, so be careful.)
Move through the door and shoot the
switch at 54,108 and head east until you
reach 48,108, then shoot the orange and
gray wall — it's a hidden door to a room
with several weapons bunkers. The one at
41,108 contains the final Vortex piece.

BY STEPHEN POOLE
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L e cHAMBER

The 3-D Rotatable Deathmatch

1
'\. -
PC CO-ROM

Visit us at hitp.//www activision.com or on America Online at Keyword "Activision™ or on CompuServe at Keywaord "Go Activision”

Product Information Number 91



The most realistic racing
game yet is also one of the
toughest. Fortunately, PC
Gamer's pit crew is here
with some expert hints.

ou can get endless advice on dri

ving technique and car setups, but

the most © al factor to your rac-

ing success is all yours: Practice.

Endless practice. Tedious pre
Boring. this-isn‘t-a-game-anymore

i he only way to get really
good at Grand Prix [I from MicroProse
— ar any good racing sim — is to get as
much seat time as you can, With that
out of the way, let's see how we can
make you faster so you can get up front
and run with the big dogs

DON'T RELY ON
THE DRIVING RIDS

A waord about driving aids: Turn ‘em
off. They make the game unrealistically
easy, and they just slow you down.
Besides, you'll never run up front if the
computer’s doing the braking and shift-
ing for you. The computer is far too
conservative, shifting and braking way
too early. To test this, turn on the auto-
matic braking and shifting and set your
opponents to the rookie level. You'll
blow past the other cars on the
straights, but they'll catch you in most
corners because they'll be braking so
much more aggressively.

Leave the driving aids on to have
some fun and impress your friends, but
don’t use them for too long. They're just

heim in the
TR

slowing you down, and the longer you
use them, the harder it will be to drive
without them. You're allowed a couple
of exceptions to this rule: Despite
putting in grueling hours of tests and
races, I'm not familiar enough yet with
the tracks to turn off the Ideal Line (F5)
The Throttle Help (F7), which limits
acceleration to maintain traction to the
rear tires, is also helpful. Practice with
this option turned off, and you'll get a
real feel for what a powerful beast
you're driving. Like the other aids,
though, you'll eventually be guicker if
you can learn to drive with Throttle
Help turned off.

FRAME RATE 15 YOUR FRIEND

(Grand Prix 11 is the best-looking
racing sim around, but those
pretty graphics will just slow you
down if you've got anything but
ithe fastest computer in town,
Iise the frame-rate estimation in
he Graphics Options to config-
re the game to run at least 20
frames per second, or higher if
ipossible. Turn off as many of the
raphics and textures necessary
o get a decent frame rate, or
you'll have a helluva time getting
feel for driving.

OUR ROOHIE SERSON

oull never win the champi
onship above the Rookie level

i the
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with the driving aids on, but they are a
useful tool when you're learning the
tracks. Here's my schedule for learning
the game: When you first climb into the
cockpit, leave all the driving aids on,
including invulnerability. Run a champi
onship season, with race length set
under 50%. You'll have some fun and
probably win some races, but more
importantly, youll get acquainted with
each of the very different and very
demanding circuits.

Okay, you kicked some butt and
won a few races in your first season,
but that was just a game. Now you're

yr the simulation. Start another

: nd this time turn off all the dri-
ving aids, except for the Ideal Line (F5)
and Throttle Help (F7). Set the opponent
level to Amateur or Semi-Pro. It doesn’t
matter; you're most likely going to get
your doors blown off either way. But
now you're racing

So you've visited each track before,
but theyre just a blur. Now you've got

PCGAMER January 1957
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to learn every corner and

son-apener in Brazl,
the track
xtensive testing.

you're going to
the wall quite a bit if

your own braking
To get an |de.1 of how fast

. you'll want to abandon the
hout saving it, so you can
our t
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and knnwledqt
ill far mare 1rn;:|nnam th.m

After you'v
fairly well, resum
out there with the L!Ig hm .
ly be in for a shock as
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practice session to get comfortable dri-

Plan your pit stra

ving in traffic, and to get more familiar
with the circuit

to start in the
middle of the p ing can be
fi 50 each car you can
put behind you on the will
precious time on the track

PIT ETHHTEEH'

ition in the
ermine

k. starting on the pole,
afford to make t
e stops, If you're an al
might want to ma
stop and try to g

y carelully. If you're outclassed on the race track, maybe you can make one
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fewer pit stop and gain some positions.




ing tire wear to a minimum s0 you
won't be sliding all over the track on
bald tires as you wait for your next pit
stop. If you're fast and you've decided
to make two or three stops, then go for
it to take advantage of the fresh rubber,

RACE STRATEGY

It's & maxim in road racing, and it
should be your approach as a rookie
Formula One racer: Race the track. not
the other drivers, Side-by-side racing is
risky stuff, so your strategy — at least
until you're an experienced racer —
should be to avoid it, That doesn’t mean
you should back off when a car gets
alongside you going into a corner. Just
hold your line and don’t move 1o block
the other car. You might hold him off.
but if he gets by, don’t worry. You'll
probably pass him back later on.

Take it easy when you find yourself
in heavy traffic. You can’t bang fenders
as if you were in a stock car — hell, these
things don’t even have fenders. The
slightest contact with the guy beside you
can send your car airborne. Your focus
on the track must be consistency. Sure,
vou should try to experiment to improve
your ling, but your top priority is to run
smoath, consistent laps.

THE START

If you're starting in the first few rows,
you can often gain a few positions on
the start without taking dangerous
risks. If you're in the middle or further
back in the pack on the starting grid,
take it easy when the green light comes
on. You might be able to pass half the
field in a bold maneuver, but more
likely you'll crash and you'll have to
head for the pits.

PASSING

For the first few laps aiter the start,
your focus should be on survival. After
the cars get separated on the track,
then you can start planning your
passes. At the lower skill levels —
Rookie or Semi-Pro — passing is a
breeze. Your car is much faster than the

1 Monaco. If you can g

Pulling off the pa

e most dangerous moment in auto racing
I a Formula On If you
enough to start up front, go for it Il you n
the middle of the p ake it easy until the
field gets sorted out

competition, so just wait for a straight-
away and blow on by, then try to hold
the other guy off getting through the
next corner.

When you graduate to the higher
skill levels, passing becomes much more
challenging. You might be able to over-
take on the straights, but the other guy
might be just as fast. You'll have to plan
maore carefully, and it usually
involves outbraking your opponent get-
ting into a corner. If you can pull along-
side the lead car on a straight, try to
line up your car on the preferred line
approaching the next turn. If you're
beside him and on the preferred line as
you enter the turn, your apponent will
be forced to give way.

alongside the lead c

sthrake him getting into the turn — he'll ha

COVER STORY

CORNERING

Another road-racing rule applies: Slow
down to go fast. Driving too deep into a
corner will ruin your exit to that turn
and cut your speed headed down the
next straight. Braking a bit earlier
approaching the turns will save tires and
help ensure a smooth exit. When you're
racing for a position late in the event, of
course, you can go for it, driving deeper
and braking harder. The corner markers
are critical for getting into the turns at
the proper angle and knowing when to
brake. Most turns are marked at 300 and
100 feet. with the signs on the side of the
track that represents the outside of the
turn. As you approach a corner, line up
alongside the signs and get ready to
brake. In general, try to begin braking as
the car reaches the 100-foot sign.
Braking, obviously, is a critical ele-
ment to how fast you get around a track
Your entry into a corner determines how
hard you'll be able to accelerate out of
the corner, and how much speed you'll
be able to carry into the next one. One
botched corner entry can screw you up
for half a lap. When you first apply the
brakes. slam them hard, then try to ease
up as you begin to turn into the corner.
Get back on the throttle as hard and as
quickly as you can, as long as you're able
to maintain the line through the corner.

N CONTROL

If you're serious about the game, you
deserve to reward yoursell with a
wheel-and-pedals set. You can drive
with the keyboard, sort of, and a joy
stick works okay, but you won't really
get a feel for Formula One racing until
you're working the wheel and slamming
on the brakes. More important than the
realistic feel you get with a wheel and
is the more precise contral they

. Pedals allow vou to ease off the
brakes a bit or feather the throttle as
you exit a turn. Using joystick buttons
or the keyboard, the gas and brakes are
either all the way an or all the way off

e
BY LEE BUCHANAN
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F’mduct IrﬁormaUOn Numbg

Thousands of evil orcs have landed in thn blg

city—make sure they get a rude wekome'

Choose a dwarf (Greg, Taconac or Cprthag)

and one of their . ty, weapons (baseball

bat, bowling pr - : shotgun). :

Blast, bludgeon or seven-ten split hordes of

villians in the Bronx, then rescue four genius

kids taken by a sinister general.

Alternate between the dwarves on the

fly to unleash special moves or combine

them for fast attacks in "brawl mode” or
“morph dwarf.”

Three Dirty Dwarves delivers non-stop head

smashing action with a high-energy sound-

track and a look all its own!

Three Dirty Dwarves™ for Sega Saturn™ and Windows® 95

SEGA SATURN

T



“Loads of character, interesting enemies and a completely
distinctive graphic style.”
NEXT GENERATION ONLINE I

“Looks gorgeous and plays extremely well... even
the loading screen is cool.” il :
- GAME FAN ;_:‘

“Entirely worthwhile, challenging
and constantly entertaining.”
GAME INFORMER :
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It's time to put a hurt on
those bad old blue ‘Bots,
with these helpful hints
from General Zod's
headquarters.

our final installment of Z strat
and what better 5 f
(tens 1

7 T with the final
1ardest ones in the
y enough

LEVEL 15

The forts are very close together, but the bridge
between the two is destroyed. Players should take
control of either the left or right side of the map, The
er should maintain a good defense in front of the
the CPU will repair the connecting bridge
and launch a direct attack across the river

bt at the beginning of this level, pick off any CPU

i which come close to the water's edge using
your heavy tank

Take the island territory flag to the right and
below your fort. Move the rabots to the right to cap-
ture the adjacent territory. Then move the remaining
robots back to defend the island

Caplure the territories in the bottom left of the
map @ and bring the crane back to repair the
hridge to the teft of your fort &

Use robots to sneak up and capture the two
{lags to the right of the CPU fort & &

[N PCGAMER Janwary 1957

LEVEL 16

There is a heavily delended direct road between the forts, Access is possible, althaugh difficult,
up either side of map. Whichaver route is clhiosan, the player must remave dolenses on the roads.
The: CPU pften launches a direct assault down the central road with a Heavy tank, and it is vital
1o eliminate this unit as soon as possible,

Move your heavy tank up to
take the tecritory in front of
your fort and to diter the CPU
from pressing an attack down
the central road 1 . After tak-
ing your “home” teritonies, try
1o take the territory on the right
which contains the 5* robot
lactary 2 . Use snipers / lasers
to take out the Gatling gun pro-
tecting the flag on the island ot
the left 3

LEVEL 17

A river runs from north to south, splitting the map into two halves. On a large island to the south
lies a very large parking lot. This contains lots of valuahl 2 (mobile missile launchers,
tanks etc.). The player sta level with very few robots and so is, initially, unable to eapture
all the hardware. The pl needs to get control of the two robot factories the bottom of the map
as soon as possible in order to manufacture robots 1o ocoupy the hardware. Once captured, the
hardware must be moved north to defend against CPU attacks in the center of the map.

Use your fast moving units (jeep,
Snipers) to get down to the parking
lot and capture some hardware

Get all your robot factories
going. Don't wait lorlasers — get
something built and get them 1o the
parking lot ASAP. This is a race
against time.

Use your tanks 1o defend
the two routes across the central
river () 2. When you have cap-
turad the heavy tank and maohile
missile launcher in the
bring them up to re
two points. and then to drive across
onto the CPU ol the map.

Do not | the bridges in
the parking lot undelended. Watch
out for raiding robo
hardware on your sid

Once all
ing lot have been occupied, build
Toughs in the southern robot facto
ries to put into the APCs



LEVEL 18

The forts are relatively close together, i vy three (initially yed) bridges. To the leh
and right are large enclosed areas containing 5* factories and heavy unmanned hardware Both
farts are vulnerable from attack in all directions. Beware of the CPU sending robots across the
river and vehicles across the bridges 1o attack your fort

Leave at least one artillery
unit in front of your fort to
leep the bridges
destroyed until you want
them repaired. Build other
units which can keep the
bridges destroyed as soon
as possible (e.g. Toughs)
so that you keep control
Split your forces evenly
and move around to cap-
ture the territories to the
Teht and right of your fort &8
2 , capturing the territo-
ries behind your fort on
the way. Use the crane
(bottom left) to repair the
bridge in that territary 3
and then bring it back to
your fort. Build powerful
units and reinforce your
forces on either side until
you can make an as 18
A few guerrilla operations
in the center will draw
some of his forces back to
defend his fort

LEVEL 19

The large open | is dod by huildings and which are divided betwoen
the two sides. The only way the player can reach the CPU fort is through the central territories,
This canses a magsive hattle as both players pete for in the central terri

Raiding missions across the river from the top lett and botiom right territonies to capture the adja-
cant terri will give an

Move robats and your modium

tank up the Jeft-hand road 1

to take all the territories on the

feft-hand side. Position your

miedinm tanks at the road junc-

tion below the top left territory 2

1o repel CPU heavy tank

assaults. Send troops along the

hattom to pick up the light tank

and use your heavy tank io

defend the 3 tank factory torri-

tory flag 3 . Send troops into

the bottom lefi central territory

to collect hardware 4 . Send

heavy tank imo the bottom right

central territory 5 with sup-

port from the lelt and try 1o hold

the 5* tank factory there while

a powerdil unit is buil

Alernatively, try 1o take the 3

ather 5* tank tactory (top loft 3

center] S . Once estabilished,

you ean try the fallowing: Send Robots 1o iry and steal the territories above & and to the right of
3 You will heed 1o use snipers to take the gun emplacements which protect thess territories.

Taling the territory to the rght of 3 will enabile you o push up the right-hand side of the map.

This assault can be supy d Iy units | o in territory S .

Being the last level of the game, everything is
thrown at the player. The initial layout is unusual in
that many of the buildings are clos2 1o the CPU and
HEP forts. The player must capture as many territo-
ries as possibilo to make these factories stective. It
is crucial that the player captures the Mohile
Missile Launcher and Heavy Tank in either the top
Ieft or bottom right of the map in order o have any
chance ol winning.

5

Thtre is no room for error here — You must...

Drive hard up the left hand side of the map,
blasting through the rocks to caplure these teerito-
ries and the uncaptured heavy tank 1 and mohile
missile launcher 2 - Move the Tank and Mobile
Launcher across to defend the road 1o the right

Mave robots swiftly into the two territories 1o
the right of your fort, using the crane 1o repair the
two biridges closest to your fort 3 4 .

Use o tank 1o desteoy the bridge in the borom
right corer so that the CPU heavy tank has to take &
long route around 5

The CPU concentrates attacks in the area to
the porth of 3 | 50 itis important to estakilish a
strong defense at this location, Try to provent the
bridge on the small island from being répaired, or
destroy it as CPU tanks come across 6

PCGAMER January 1997
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Warcraft defined the past. Command & Conquer
gave vou the present. Now, DOMINION
challenges vou to the future with fiety
real-time strategic combat, resolutions up to
1280 x 1024, and an unprecedented 95,000

frames of real-time 3-D animation.

It's 2224. Say good bye to the tactics
that served yvou well in previous
campaians. Your new reality: battle-
ground strategies vary by planet, and
the militavy-based AI anticipates
your every move. Invent new
maneuvers with dog-
. eat-dog Commanders.
Sabotage enemy bases
with computer viruses,
and teleport Men and
Materials across-world.
Isn't technology areat?

Download the

intevactive demo at:
www.gamespot.com

www.Tthlevel.com

Everv toth download

can win the
complete game.
—
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He's rackingG

v Hurroan Minaraur,

CrianT STRENGTH,

A Firepavl,

THE WaALL ©F STént.

Reverse Damacr.

A Hive Gianr,

AN SHATTER,




HE's pacKine

A Strra Anore,

Hory StrepmGri.

Istnami,

e Ware o Adw,
ARmMAGEDDON,
THE SHivan DrAcon,

AL REGETERATION,

This is the next dimension of Magic: The Gathering? Draw
on a mystic armory of 220 spells to invoke a supernatural
legion of creatures and powers! In the vortex of warfare every
unique spell reacts differently to every other spell. Prepare
voursell for another level of strategy!

Duel rapid-fire, real-time with up to 4 players over a PC
network or two players on PlayStation™and Sega Saturn” via
split-screen technology! Or wage a necromantic campaign
against Battlemage Ravidel and an alliance of wizards in
the vast uncharted wotld of Corondor.

Welcome to the ultimate War of the Wizards!

NGIC

,

-The Gathering
TLEMNMAGE

BASED ON THE FANTASY ADVENTURE WORLD OF MAGIC: THE GATHERING.

PLAYSTATION” WINMDOWS 95 SEGA SATURM®

wwmc:lamnnlmu com
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This sequel from Sir-tech
giving you trouble? Not
any more, thanks to these
top tips for beginners,
experts, and multi-players.

NOVICE TIFS

read the Tutorial
through in the manual,

2. Ifyouc

Ivan. In cert

one good merc

eight so-s

true in the first snow mission in the
main campaign.

3. When firing, spend the extra points
to refine your aim. It doesn’t do any
good to fire more often if all your shots
miss thelr targ

4. In the sol campaign, hire Pops for
the first mission. Give his equipment to

other mercs, and have him go out in the

field armed just with a .38. He v
probably go down fighting {(which
how he would have wanted it

Pops may be getting on in yes

[ PLGEHER January 1997

Mike
10000
e
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04
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0000

Picking a good Mercenary is like picking a car; you want ane with as many options as you can get

strategy may not b

of m
y important to deletl]ng and dis-

arming m nd traps. Don't hav
level-one mercs explore minefie
pick up su ous objects.

6. Try to avoid swimming or wading
whenever p You're a sitting duck
in the water because you can't fire back.

still a lot he can contribute. like his shotgun!

7. Often the best way imo a building is

entranc
the enem;

mpaign, collect E.'\-’EI')' med-
n find. Ifd merc is

hlm ) If all your mercs are qem:ur.ly
injured, either heal m
count on losing the nex
LAy ie Ve, T'he walking
wounded don’t win battles

merge it with a weapon. The result will
be a much more powerful gun.

10. Don't forget the basics of infantry
1ibat. Have your mercs cov

other, Use the natural cover. Dc

bunch up. Don't let the enemy sneak up

behind you.

EXPERT TIPS

learned some new trick

have to adjust your ta oume'du
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computer -L;\'J“'T"'!IL‘EI. mission.
aroum:l

one of those me X
needlng at least me in the field for

1 delITIUlll
amongst the

AD31VHILS

| i 15000

Cheap, expendahble, and well-equipped are the three virtues you'll want in your merc ¥ squad

them. "_‘ld)'iﬂ' under cover and lon the hit-and-run enemy walks into view,
distance fre is more important than it your mercs will get an interrupt and
was in JA. snipers x, Sidney. wipe him out.
and Scope — & i %
the enemy ata distam‘ Dealing with Micky can be a p:nn i:luL
Often the computer opponent will rth it in thc 1un;| run. Mick away trees shes (imagine
pull the trick of walking into view, a £ 3 thatl). There are no i s where y
a shot, then ¢ & = 0 , SO vith him ¢ y nay have to have a chainsaw, but there are a
Plant some decent mer § OV y & pa of junk e in a A w wih learing aw 1 tree will of
nearby and have them reserve but you won't mind en Micky starts up a shortcut or give you a better angle
Action s, With luck, the next ti selling you mustard g grunddu on the enemy.
M-14s!
9. You can nm\.‘dr-'-lrm.:r. explos
4. Check out the new mercs.
Buzz and Malice are
bargains for the pric

machine (look out, . ki al, won't s;m]-_.
Postie and Dyno aren’t much shooting at an opponent until he's d
as mercs, but are extremely ould make a persistent merc
entertaining nonetheless. stop firing at an opponent just by taking
e the gun out of his hand. That trick doesn’t
: 5. Don't forget: The solo work in Deadly, but a different one does:
campaign is just one small place a knife (or other cutting implement)
in the banquet that is |!\ the merc’s main hand | id of the
In later missions, t lorget to grab as many extras as you <t 2 _If you get The merc will be under your control
spons and tools can benefit your team FELUCK & Mk campaign, gain.

if it's necessary to bunch up your team when crossing open ground, be sure to keep your guard up. I's good to stay undercover and use long-distance fire

Pl GAMER Jangary 1337
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COMPUTER"STURN...

Myiinjuries..ate too severe... |

Just tell Lyns... Larty.., Bud.,,
Reéuban.., Speck and all the

others..that | love them,..all.!

To avoid the mission lailure screen, make sure
to follow our tips and suggestions

rule, don’t use unlimited turn

is great when it's your turn, L:I_n it
preity tedious when it's not!

Keeping your me aries healthy is key for unit cohesion and morale. Don't skimp on me

b) Have a disposable merc | price is nice and high, clic
or two Biff) walk up to a tree near ENEmies, instead of O R, and chortle w h q]u_
v Short turn Then have Bif rch the tree using the Jour opponent pays through the nose.
(] games and P it

3 Don’t alway < X 1 des, grenades, grenad
by the same route, and don’t always us i vitted Ih'ml. {lf'thi'.\ ].'H.ISL-I] i . if you have them, mortars, morta
the ¥ _ 5 M e ity. iff go ahead and plant a r prtars.) € ll-placed grenade

T hlm use a shr;rr fuse. It
onent, but

hires

me mere (say I /i Furi- the Random Hire feature to speed
5 biddin I ov up Lhu pre- mlsslun section of the gam

sut your opponent. Here
y turn the other guy i

0 the ‘:1lhi:r
the deal

: | . y start playing
Use the huildings and terrain wi Windows, doors, and fur- Jeadly ia modem
nishings make excellent ohstac and ohstruct lines of fire i E ou ﬂn"l your

the barrel, a
lar basis.) What can 3
tiplayer Dead)

of some kind — one
\ s while the other gets
4, and so0 on.

10. Taum early and often. Yo
hours of enjoyment from the t

it’s not their turn lu'lh:-r\--l'\{:
slowing the game down),
grenades. (Or, if you bav &M, mortars,
entive team if that team is bunched up

BY SIR-TECH
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[

alien species in stunning 30
motion-captured video and
digitized speech.

Encounter 6 diverse alien
cultures in a randomliy
generated universe.

Research and develop an
incredible array of spacecraft,
weaponry, mining technigues,
and intelligence systems.

Compete with up to B human
players via network ar modem.

Define your gaming experience
with custom aptions including
game length, universe size,
alien hostility, and micro or
macro management style.

Negotiate face-to-face with \

"3

Fragile Allegiance gives you ultimate control and
power in buillding a galactic empire. Managing
every detall-from

providing a stable

atmosphere to
securing adequate power, and constructing a
profitable mining operation - will require IMpressive
resource skills. Whether you build alliances, stay
neutral, or go to war, you must keep everything

under cantrol. Your contral,

P

Y GAMERS. FOHE GASERS

www.interplay.com

Available on PC CD-ROM

194 oo mieroven. (4 A Nighm, Revarsnad dniwoglay ed Frogie Moy wa trodssasies of Wiorpioy Pradursom 4 Bty Besarved. Irmeln & fhe ke publuhes sl diotribates. Letemied broan o dessleped by Gromie Inwersn, 112
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@ From the co-designer of
X Wing" & Tie Fighter” &
the designer of the Super
Star Wars " game trilogy

P50 twisting, turning action
packed sub-missions rife
with combat and puezle
solving objectives

& Dramatic graphics stunning-
ly rendered in cutting-edge
“Anime” style animation

F7 Flest person, side-scrolling
action in 2 1/2:D rombat
enviranments teeming with
truy lords, cyborgs and the
vilest perpetrator of all

@ Written by world-renowned
author Orson Seott Card
{Ender's Game, Speaker for
the Dead) this intense plot-
within-a-plot storyline comes
dlive with sizzling dialogue
and continuous interactivi
ly between characters

F* High-tech crime fighting
including DNA analyzation

& Cinematic soundirack with
original music and action-
enhancing sound effects

TED. |

It's 2095. You're Neo-Hunter Rick Gage—a human bloodhound hired to track down the killers of a

powerful senator. Use your sharp wit and even sharper shooting to navigate the dangerous metro-

| R s
L _'a . | polis of future San Francisca in an action-thriller that embroils you in an underworld of corruption
-
5 | . B ;
_"-3 et | and greed. It's a race against time to track down the powers orchestrating the collapse of the new
— | “ : ‘
Bla . millennium. All before the hunter becomes the hunted. & AMARATT =M
-3 ) Rt T TR e

s i ™

LAty Y L LIS
A LR+ u\\.ua

(EHVLEG Ve bitetaitive Entetainmnnl, Jic. A0 fights resarved Virgin is o sogrtneed traomank of Vg Entarpeines, Lid. Microsaf, Windaws and the Windows Loga are ol Miceagalt G
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Here's a comprehensive
walkthrough, direct from
Bullfrog, for the missions

facing the Eurocorp
Syndicate. We'll have
more help next month.

MISSION 1: LONDON

Take at least one minigun and buy some
body mods for your agents. Head
through the portcullis, then turn left
toward the Unguided. This area has a
few Unguided in it. which should be
easy kills unless you attract them all at
once. Don’t worry about civilians getting
caught up in the crossfire; they are
expendable. Once the objectives are
dead, collect as many Uzis as possible
and head home, but be on the lookout
for more Unguided. If vou are overpow-
ered, run back 1o base where the lackeys
defending it will assist you if you are fol-
lowed. The bank in London does not
contain any cash.

MISSION 2: DETROIT

It's best to enter this mission carrying
just two miniguns, because you can pick
up four Uzis on the level and sell them
afterward to make 8,000 credits. There
are a number of Punks (7) that have to
be killed. One of these, the woman trying
to destroy a tall building at the bottom of
the map, is carrying a number of pieces
of high explosive. As you get near her,
she will drop some and run off toward
an area of office buildings to place some
miore. In total, she drops five pieces, all
of which — u are quick — can be
picked up k re they go off. Inside the
base &t the top of the map; look out for
the two enemy Syndicate agents with

5 like this one in Detroit will be

knockout gas. One of these agents will
be dead when you get into the base, and
his unused gas will be sitting next to
him, ready to be picked up.

Be careful when you enter the base
because there is a gun turret inside that
will fire at you if you get too close. Seeing
as it Is very early in the game, you won't
have many mods, if any, so the laser fired
by the turret will make mincemeat of
your agents. Fortunately, a Zealot (one of
your objectives to kill) has placed some
high explosive down by the turret, so
hold back by the gate, and the turret will
be blown apart. One of the Zealots in the
base also has some explosive and is will-
ing to use it! Watch out for him as he
walks around the side of the biggest
building in the base and puts down the
explosive. Once again, this explosive can
be picked up if you are quick. If you don’t
kill him, he will get into a car and drive
out of the base and try to persuade all of
the civilians in the city, aided by another
two Zealots who were waiting for him in
the car. Kill them before they persuade
everyone. Once you've done that, get
back to the station and you've completed
the mission.

MISSION 3: HONG HONG

Start the mission with at least two mini-
guns and a persuadertron, The first
thing you will come across after leaving
the IML link is a small group of enemy
agents battling some Unguided. The best
move is to try and go left up the road,
avoiding them until you have persuaded

COVER STORY

il you follow our walkthrough

a small army of civilians and cops. You
can now persuade the agents as vour
persuaded army gives your per-
suadertron extra power. If this fails, start
shooting. Keep your guns concentrated
on one enemy until he drops before
turning to the next target. Try not to
destroy the green vehicle, as you will
need this to get through the gates to the
Yamaguchi compound. Once the agents
are neutralized, get in the vehicle and
drive across the bridge to the Yamaguchi
compound, where their security will
attack you. Persuade or kill them. Next,
persuade the scientists and get back in
your car, waiting until they are in too.
Drive back to the IML link

MISSION 3: BELJING

Start the mission with a persuadertron
and at least two miniguns. There are
four executives to be persuaded, but
remember that the security forces

A big building goes boom in Beijing
Syndi rale mone camage

PLGAMER Januany 1957 I3
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them. P

ians, then persuading the

4 and any hostile
guided is probabl:
but not the easiest

mission. When using the pers
ou will find it tough to get close

ometimes, as their bullets

The solution

you can d
bank and

Start the m
and as many miniguns as you ¢
The on this ¢ drop

keeping the scientists alive, so shoot any-

one else you see who might have a gun.
The scientists are in the most da

once you have ded them, s0
ensure the area is clear before you do.
Look out for an Cutive C

by security men; he is carrying s

cash, so mug him if you see him. Avoid
the Church enclosure; it is trapped.

MISSION 4: MATOCHHIN SHAR

Equip your men with miniguns, KO g
Ik

A" ]] b
- ar the area
four persuad ’d peup]e catch up
me point in thi i Z

sum of cash, which th Unguided are
trying to steal

ISSI0N 4: VANCOUVER

adertron

city to the ele-

j lot and kill the Unguided
hicle will arri

a1t them to follo
grounds. Now that 3
attacking the

Wy



WINnG COMMANDER

Win 95 is cool, 'bUt
sucks with DOS games!

Games run best on the Operatln'g Even your parents could do it!
System they were designed for! System Commander’s automatic installation will
You've got great DOS games, but you really have your PC ready to add OSes in less than 5
want to try that new Win 95 game. You want it all. minutes. And unlike some utilities, it uses less than
But, if you upgrade to Win 95, it will really hose 1 MB of hard disk space and no RAM!
your DOS games. With Get it and play it!
System Commander you can i As you install new OSes, System
play each game the way it Commander automatically copies key files
was meant to be played...on and adds the new OS to its menu. It man-
the OS it was designed for. ages unique copies of AUTOEXEC.BAT,
System Commander allows CONFIG.SYS and COMMAND.COM for
you to boot both DOS (3.3 or each installation of DOS, Windows 95 or
later) and Win 95 on the same any other operating system.
PC. When you turn on your System Commander is only $99.95 and
machine, System Commander comes with an unconditional 60 day money
gives you a menu. Pick the - back guarantee. Mention this ad and get
OS you want and with the - FREE" overnight shipping. Call today and

touch of a button System play your brains out tomorrow!
Commander does the rest.

4320 Stevens Creek Blvd, #120-CGW
San Jose, CA 95129
800+648+8266

Also available in the Utilities Section of all Major Software WWW.V-COM.Com
* When ordered before noon PST. No Saturday delivery, Standard shipping cutside US, CA res. add §7.25 sales tax, Offer subject to change
without notice. All logos and product names are trademarks or registered trad rks of their respective comg VISA/MC/Amex £1996
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ENTERTAINMENT

THINKIT |-

The only limit is your imagination!
BUILD IT | -
Quick and easy “drag and drop” interface.

THOUSANDS of fable combinations possible.

Hundreds of pre-made graphics or import PCX and BMP files.

PAINTSHOP PRO graphics program included to draw your
own designs.

Multiball play, adjustable table angles and an [nstant Replay
feature! _

Plenty of sound effects and MIDI music
fo add!

[PLAY T | =

Play over the Windows deskfop or choose a full
screen version.

Includes 2 READY-TO-PLAY
fables.

TRADE vour tables on disk or
over the [nternet.

AVAILASLE
ON £C
CD-ROM!

Product Information Number 371 @&
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anything el
done, it

tists. Kill all ¢
then take the |
to the IML link

MISSION 5: SINGAPORE

e

oy A A

Fighting fl,lullj vehicles like this one in Rome can be tough work for ill-prepared agents

AD3LVHlS

dnri)um]u straight
the remaining

. Once the
e item and run fc

Rome sure ain't what it used to be. Blow up
Mlﬁﬁl"" 7 Rﬂn[ the banks and collect the suitcases in the
- rubble for extra cash.
There are four r
g in Ft('.me The firs e
qhuld and keep
5 Iy i A 5 ite them. After the two §
f the bank. There 5 :

g on the ground ne I
uided will pmb.z

vnu have sniped

er droids the Zealots have sent. e of the city, but be

some fl amulhrm\

ugeﬁl who has up in the corner of
compound. The best tact
blow up the bank I:l]'d collect the

There will be sl

sghter on the streets of Phoenix as your Syndicate agents get into a heated hattle
with rival gun-toters, Eurocorp’s minigun formation should eventually win this fight
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ol Hong Kong light up — but not
armed guard during th

More blood and gu
Kong

We will concentrate on the persuading
option, as it is the harder of the two,
and the option that is better for you, as
vou gain a new agent for your

Cryovats, The key to the mission is to
persuade people before you enter the
base to persuade the main target. The
main problem here is keeping a per-
suaded force alive. The police won't
think twice about gunning down any
persuadees that you may have — some-
thing it's very hard to stop them from
doing, as your persuaded civilians walk
so much slower than you do. S0, you
can either try to kill the cops or per-
suade them, the latter being recom-
mended, as it helps you get to the level
of persuaded people required to per-
suade the agent at the end. Once you
have persuaded a certain number of
civilians, a bunch of cops will come
after you, and a police car will start
patrolling all over the city. The cops on
foot aren’t really a problem: persuade
or kill them. However, you may find
your persuaded force being seriously
reduced by the cop in the car who s
driving past and shooting a yone
you have persuaded. There is also a car
being driven around by a guard who
will do the same as the cop. You need to
get rid of these two as soon as possible,
LR Rifles work best, as you will be out
of his range when you shoot at the car.
Once you have built a big enough per
suaded force, it is time to get that agent.
As he is in a base, you need to get a car
to drive in. Don't try to blow open the
gate to the base, because chances are

PC GRMER January 1997
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thormy mi

you will blow up the bridge leading to
the gate as well, killing yourself. You
can find a car, guarded, at the east side
of the city. Drive this into the base, per-
suade the agent, and get out of there as
s00n as you can because there is an
airstrike on the way. If you are unlucky
enough to get stranded in the base
because the bridge has been blown up
in the airstrike, don’t despair, a flying
ambulance will fly in and the driver will
get out and look for anyone injured by
the blast. Steal the ambulance and fly
out to safety.

MISSION 8. PART 2: PHOENIX

The best way to complete this mission is
not to start to build a persuading force
until later in the level. It is best to start
off by taking out the Zealot presence in
the city, as you will find that any per
suaded force you have amassed will be
taken out by the Electron maces
employed by these Zealots. Once they
are out of the way, you can think about
building an army of persuaded civilians

and cops. To get into the base where the
agent you want to persuade is located,
you need a vehicle. The only vehicle you
can use is situated in the south of the
City, but unfortunately it is in an area
overrun by the Unguided. It is possible
to persuade them all, but it is extremely
difficult to do so. Watch out for Punks
with high explosive intent on stopping
you. With your force of persuaded peo-
ple amassed, go for the agent. He is
patrolling in the walled-off area to the
east of the IML with a number of guards
Beware of Zealots flying in once you
have persuaded the agent; they won't
take any prisoners. Kill them and head
for the station to complete the level

MISSION 8, PART 3: BEIJING

At the beginning of the level, you will be
set upon by a group of enemy agents.
Don’t even think about trying to per-
suade them; you won't be able o get
enough civilians persuaded in time. A
few blasts of laser or minigun fire should
sort them out. Move into the main part
of the city and start to build that per-
suaded force, watching out for any
enemy guards who could blow away
your newly acquired civvies. Watch the
roads, too, as they aren’t all on foot
Once you've got enough people, go for
the area where your target is situated,
making sure to take out the IFFs and
looking out for razor wire: Once that is
done, get to the station, but stay vigilant
for any attacks from the air and ground.
There is a bank that can be robbed on
this mission, so going into the mission
with explosive is a very good Idea, as it
is a bit of a waste self-destructing a mod-
ded-up and fully-equipped agent to blow
the bank. Look out for a police reaction.

MISSION 3: ROME

The agent you need to persuade s in the
walled area in the North. Unfortunately

ething to think about during this Phoenix m
tep guide to see how to deal with this little problem
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for him, he is locked into the base. He
does have a vehicle, but he can’t get into
it. You must get into the base and kill
him before he finds the keys he is franti-
cally running around looking for. If he
finds them, he will run for the vehicle
and fly away, and you will fail the mis-
sion. Lucky for you, he doesn’t seem to
find them until you have blown open the
base gate, which, by the way, is the only
way in. Explosive is a very good idea
again. The city is crawling with police,
so watch out for them. There is an
opportunity for financial gain in this city
because there is a Punk hidecut in this
city. As you get near it, the Punks see
you and come out to welcome you with
guns blazing, Look out for the Punk run-
ning away; maybe he doesn't want you
to get your hands on the cash that he
has just stolen. On your way back to the
station with your newly acquired agent,
look out for any Punks intent on hinder-
ing your progress.

MISSION 10: NEW YORH

Group all agents together and equip with
LR Rifles. Go east and pick off the small
group of five syndicate guards with LR
Rifles and miniguns, then quickly equip
RAPs to take out the two flying vehicles

Don't cross th

that will then attack. Don’t be afraid to
use medikits at this point if they are
required. If the flying taxi lands and four
syndicate guards emerge, kill them with
LR Rifles or RAFs, but on no account
should the taxi be approached. It is best
to attack the taxi (now grounded) with LR
Rifles or RAPs, then wait until the High
Explosive in the taxi explodes. Now is a
good time to obtain some Lazers to sell at
the end of the level to get some extra
money. With this small war finished, run
east, but only until you see a large num
ber of enemies appear on the scanner.,
Then back off a bit and take cut as many
of the enemy as you can with LR Rifles,
then switch to RAPs. Four of these ene-
mies have High Explosives on them, and
vou should not get too close to them. If
the attack is handled properly, one of the
first enemies that is killed should drop a
High Explosive, which will take out the
main body of the enemy. But remember
that there are still three more Explosives
somewhere amongst the corpses, so wait
until these explode before continuing.
The next stage involves running toward

COVER STORY

s! A flamethrower battle heats up in the New York mission

the armored syndicate car that lies just to
the East of the previous battle. IMPOR-
TANT: You will see a male civilian walk-
ing directly towards the car from the
South. Take him out with LR Rifles; then
run and pick up both of the weapons he
drops. The civilian is in fact an enemy
syndicate agent with a clone shield on,
and if he is not killed and his weapons
picked up quickly, the mine that he is car-
rying will explode next to the target vehi-
cle, and you will find it very hard to com-
plete the level. Next. persuade the nearby
target, and then enter the vehicle and
scan the map for the next target. Then
move to a point that is just inside the
door of the compound that houses the
target. En-route, equip the agents with
LR Rifles and be ready to switch to RAPs
when these are used once. You will be
attacked by flying vehicles when the
ground troops are destroyed in the
raised compouncd. Take out the fiying
enemy with RAPs, as this the most effi-
cient way to disable a flying target. When
the two flying enemies are destroyed,
persuade Miss Taks, the target, and get
into the waiting Police car (which conve-
niently has the ability to fly) and click
directly on the evacuation point (the IML
station). This will enable you to finish the
level if you wish. You can, of course, now
choose to attack the bank and retrieve a
large amount of money if you want to,
but bear in mind that there is a small
possibility that Miss Taks will get killed
by the enemy. This bank. as the netscan
says, has increased security, and this is
not that obvious when you are only con
fronted with a small force of five police.
However, when the police are killed and
the bank is demolished with the High
Explosive, you will be attacked by four
flying police cars. These are easy to deal
with if you equip RAPs to take them out
quickly. If you are not ready for the
attack, it's possible that you will lose an
agent before you know what is happen
ing — this is tantamount to suicide. Four
agents can take the Police cars down
quite easily, but three will really struggle.

BY BULLFROG PRODUCTIONS
P GANER January 1937
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NASCAR. Racing is also available for the Mac and the PlayStation..
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PC Gamer called NASCAR. Racing “...simply the best racing sim ever created.”
Here's what makes NASCAR. Racing 2 even better:

« Compete in the 1996 season with real NASCAR drivers  Fast and easy Arcade Mode lets novices jump in
. and teams on 16 NASCAR tracks and start driving immediately
! « Crew chief and spotter audio alert you to track = Faster graphics in SVGA
' conditions « Officially licensed by NASCAR
N
>0
e MULTIPLAYEH
‘ 7 =
Y A

Conneet
Bilip
HImy

¢ and head-

See your local software dealer or for a taste of the action,
download our demo from http://www.sierra.com/games/NASCARZ/
Product Information Number 308
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All these clever strate-
gies and tactics are very
well and good, but there

comes a time when
you've just got to cheat!

ABUSE
(CRACK DOT COM)

Use the command line parameter -edit to
get into the game in Edit (*God”) mode.
Hald down SHIFT and hit Z and then TAB
to start the game

Arts' Afterhife

AFTERLIFE

To see Sam & Max on the map, type
SAMNMAX. To get 10,000,000 pennies
type $@! (but only three times per game)

BETRAYAL AT HAONDOR

Here are the chapter passwords,
options, and everything eise you'll need
to beat the game: On the overhead map,
hold down the ALT, Right-SHIFT, and = (the
tilde) for about three seconds, and a
chest will appear. Each chest contains
the items needed to finish that chapter,
and an option to heal all characters.
Just use the cheat trick, in conjunction
with these level codes, and you can beat
every chapter:

(LUCASARTS)

(SIERRA)}

(MICROPROSE)

To activate the cheat menu, type CTRLA O
0 B AMF in order — don't hold down the
control button while doing s0. The menu
enables these cheats:

TYPE THIS TO GET THIS
Scaleht Increases production
Armyinfo Soe information
on other races
s money and power
the whole map
u 1,000 coins

MoneyAndP
AllSeeingEye
GetRichQuick
GotSmartluick

MissileCrisis

SettfersHo

CORRIDOR 7

T'o receive all nine weapons, full life, and
proximity mines, press and hold the let-

(GAMETEK)

COVER STORY

sie e

s should give gamers the multi-f

ters W, A, and X at the same time

NOTE: Your score is set back 1o zero every
time you use this code. You can also gain
access to individual cheats by typing C7
LEVEL! DIAGNOSTIC at the DOS prompt
when you begin the game. Then, during
play, try these key combinations:

HIT THIS

Backspacel
BackspaceW
Backspaceh

TO GET THIS
Toggles God mode
Warps batwoen |
Lets you walk
thr
Puts a skull image in
front of your character
Increases your score

BackspaceR

Backspacel

FCGAMER January 1997
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Survival comes down to two things,

And the roll of the die.

/

broadsword has there been a more realistic way to experience the pace of
battle. The new CD-ROM version of TSR's blockbuster hit, DRAGON
DICE, takes you on a dangerously realistic journey into one of the most
challenging and popular fantasy dice games ever.

This animated DRAGON DICE adventure, begins in eons past, when
the strength of the sword or the spell power of a sorcerer was the only
difference between a glorous life, and a vicious, terrible death.

You'll have to use all 128 of the games built-in computer dice to build
your own dice armies, to scout enemies, and to avoid traps. Plus, each
DRAGON DICE CD-ROM comes with a limited and collectible, TSR
sanctioned DRAGON MASTER die.

It's the most true-to-life dice hattle of strategy ynu'vc ever encountered, But beware, because anly the
cxfrcmc]y talented, or the unl-c]icvahly ]ucky will survive.

£ e e e ot e ot

@ BAseo on TSR'S BLOCKBUSTER STRATEGY HIT, DRAGON DicE.

@ CusToMIZE ENDLESS ARMIES FROM EVERY DIE AVAILABLE FOR TSR'S ORIGINAL DRAGON DICE (AL 128B)

@ SINGLE PLAYER OR A 4 PLAYER NETWORK MODE DRAWS YOU INTO THE RICH HISTORY AND
STORYLINE OF AN ANCIENT AD&D®* UNIVERSE

. BEALITIFUL ARTWORK AND DICE ~TO-CHARACTER ANIMATION BRING THE POPLILAR DICE GAME TO LIFE,
CREATING A RICH GAME PLAYING EXPERIENCE

Coming soon for Windows 95° Download the interactive preview at www.interplay.dragonplay.com
Check out TSR's DRAGON DICE game available now.

T L SR —r——

W gt remert A0 ) . 5 kg arw e of TR, b

Product Information Number 186

INTRODUCING DRAGON DICE ON CD-ROM. Not since the invention of the &
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the role of strategy.

BY GAMERS. FOR GAMERS.™



Invincibility in Crus 4 P is Just &
cod

CRUSAOER: NO REMORSE

(ORIGIN SYSTEMS)

To enable the cheats, type JASSICA1S and
you will hear a volce saying "Crusader:
No Remorse.” Then, by pressing ALT-F10,
you'll become invulnerable, or press Fi0
to gain all the items and weapons.

OARH FORCES

Just type the following codes during any
mission.

Labug {Bug Mode): This cheat lets you
squeeze through narrow passages
and greatly reduces your size when
crouching (very helpful in the
garbage crusher).

Lacds (Reveal Map): Get a full map of your
current level and locations of all ene-
mies, objects, and doors.

Ladats (Reveal Navigation Counter): Useful in
marking the exact coordinate of
jftems and important corridors.

Laimlome (Invincibility Toggle)

Lemaxeut Full ammo, shields, and
weapans

Lantii: Allows you to teleport to the cur-
rent map position one level above or
below your current location.

Lapoge: Disable height checking: allows
you to reach those high precipices
and ledges.

Lapostal: Get all weapons and ammo,

This Gamorrean Guard will be

Larandy: Produces the same effect as the
weapon super charge power-up, giv-
ing you an increase in rate of fire
from all weapons for 50 seconds.

Laredlite: Freezes enemies in their tracks.
All enemies take damage in this
mode; but you'll need to toggle it off
before It takes effect

Laskip: Completes the current level

Launlock: Get all keys, code cards, the
broken Dark Trooper gun, data tape,
ice cleats and Phrink metal

LEVEL CODES:

The following cheats will transport you
to any level you want, Just type in the
cheat during the game, and you're on
your way.

Lasechase: Secret Base

Latslay: Tac Base

Lasewers; Anoat City

Latesthase: Imperial Weapons Research
Facility

Lagromes; Gromas Mines

Ladtention: Impe Detention Center

Larsmshed: Ramsees Hed Docking Port

Larohotics: Robotics Construction Facility

Lanar n: Nar Shaddaa

Lajabship: Jabba's Ship

Laimp Imperial City

Latue Fuel Station

Lanre: The Arc Hammer

DERDLOCK

This fine turn-based strategy game just
got a hell of a lot easier, thanks to these
handy cheat codes. Please note, how-
ever, that these cheats only work in ver-
sion 1.0 of the game. So, if you have a
later version, don't bother trying the
codes; you'll just have to win honestly.
To activate cheats, hold down CTRL and
hit F1. then type the code into the mes-

COVER STORY

sage line. Oh, and these cheats do not
apply to multi-player. so you can't use
them to trick your friends,

TYPE THIS TO GET THIS

MAKE IT S0 5,000 credits and 100
of each resource in
each territory

FRODOD Completes research on
current tachnology
project

GHOTI Maximum population
in all territories

TOUCHE Allows you to view amy
video sequence

DESCENT

Type these in during

play. In order to get

the most out of

these cheats, you'll

probably want to

reconfigure your key-

board settings so you

don’t set off any bombs when you're

typing (that deadly “b” key) or move

yourself into danger

TYPE THIS TO GET THIS

GABBAGABBAHEY Cheats enabled

SCOURGE WowieZowie weapons

MITZI All koys

RACERX Invulnerability on/off

GUILE Cloak On/Of

TWILIGHT Shields recharged

FARMERJOE Warp to any non-secret
level

BUGGIN Turbo mode; everything
(including enemies)
spoods up

BRUIN Extra Lito

BIGRED SuperWowieZowin
woapons {includes
all weapans)

FLASH Shows the path to
the exit

AHIMSA Koeps enemy ships
from firing

POBOYS patroys
{version 1.4 o

PORGYS

LUNACY

n L4 only)

P GRMER Janyary 1997
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weapons to a “touch of

DESCENT Il

stop calling us and asking for them?
Okay, it's a deal. Here they come...

TYPE THIS TO GET THIS

dncomholio God mode

dnstufi All weapons, items, and
full amma

dnitems

dr apons

dnelip Walk through walls,
ceilings, ste

skill level
4 to 3)
Chase w
Steroid
Hit SPACE
Erases

dnalien

nt af I give you dneosma
e mode and quirky sc g

asprspopd NOTE: Using the dnscotty warp mode, the
first # is the episode number, the second

Same deal as Descent, different cheats..

idchoppers G { two are the mission number. For exam-
J ple, to warp to Episode 2, level 6 type
d oity206,

(INTERPLAY)

TYPE THIS TO GET THIS

WHAMMAZOOM
ERICAANNE
MOTHERLODE
CURRYGOAT
EATANGELDS
JOSHUAAKIRA
ZINGERMANS
ALIFALAFEL

GOWINGNUT
HELPVISHNU
PIGFARMER
BITTERSWEET
GODZILLA
FREESPACE

SPANIARD

ALMIGHTY
ROCKGRL
LPNLIZARD

D0OM 1 & 1

- ERRTHNORM JIN

Some handy hints here, to be typed in dur-
ing gameplay... (continued on next page)

(ACTIVISION)

idclev

idmypos

OUHE NUHEM 30

If we print all the Duke Nukem codes in
full here and now, will you guys finally

{3D REALMS)

Without further aco.

TYPE THIS

PC GAMER January 1957

(ID SOFTWARE)

TO GET THIS

A

Am
Walk through v

(Do, Come get some — we've got the full of definitive viles for Duke Nukem 30.




DEATH'S GRFATEST HIIS'

TV \WWTWNANTE OV Y ECTINA
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At retailers everywhere
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BN 1056 Mindscape, Inc, A rights rasered, A copy- — To order, visit your retailer
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REACH OUT AND ’

TORCH

FA-18 HORNET

The hottest flight simulator game is now torching up your Windows®
95 PC. It's F/A-18 Hornet. With incredible 3-D grophics and realistic
instrumentation, itll push you to the outer limits then bring you

sereaming back to earth. In fad, F/A-18 Hornet dosely simulates the

Novy's own attack-fighter aircroft. There's 28 different Persion Gulf
combat missions to test your skillk — where you can blow up ) A 00
NI riis
everything from ammunition depots using the M61 Vulcan cannon fo SIMULATIONS

il . C MG fighters with an AIM9 Sidewinder. So pick up the award winning

- Vs ¥ j s grophsim.com,/grophsim
o s EL LN e L 2 . It's the hest { 5
e e Product Information Number 164



TYPE THIS
ITSAWONDERFUL

TO GET THIS

An extra life
HATMAN T

ONANDONANDON
L r continues
POPOUIZHOTSHOT Gives you 1,000 b
SLAUTHERHOUSE Access the first five
s of the gome

Dur compreh: s for er? should

help liven up this shooter

(MICROSOFT)

These cheats will breathe new life in to
f-[Jr_\'". Type them In during play.

TYPE THIS
TRYMEON God mode

GIvimiup All weapons
URDUSTD Turbo

JUMPNIT Warp to next level
WORMITx warp to level x
TUFENUF Shinlds

PACKINT Servo ammo
PACKINZ Isokinetic ammo
PACKING Rapidfire lnser ammo
PACKING DOM ammo
PACKINS Viper ammo
PACKING Baryon smmo
PACKINT Superbombs

TO GET THIS

A 3D killing game ne:
and Herefic

HERETIC

Type these during play to activate some
cool cheats

TYPE THIS
Quicken
Maossacre

(GT INTERACTIVE)

TO GET THIS
God mode
orything on

Skal
Rambao

COVER STORY

You've got nothing to fear from enemies like this with our nifty Hexen codes.

HEXEN

Use these mystic formulae to deliver
some punishment to the monsters.

(GT INTERACTIVE)

TYPE THIS TO GET THIS
salan Invulnerahili
deliverance

Walk through walls
0 coordinates

whers
tickar

or level 41

MAGIC CARPET 1 & 2

(BULLFROG PRODUCTIONS)

Here's some cool cheats for both of
Bullfrog’s Magic Carpet games. Both
sets of cheats work the same for each
game, but the activation code is differ-
ent. Press the | key during play to bring
up a text prompt. Now, type the word
RATTY if you're playing the original
Magic Carpet. QUICK if you're playing
Hidden Worlds or Magic Carpet Flus, or

Pump that mana, baby! Just don't over-use the
mana cheat in Magic C:

WINDY if you're playing Magic Carpet 2.
Having typed in the cheat word, hit
ENTER to activate cheat mode. The cheats
are as follows:

HIT THIS
SHIFT 1
SHIFT 2
SHIFT 3
SHIFT &

TO GET THIS
Access all spells
More mana

Comple
Saves curr

NOTE: Constantly using the SHIFT2 cheat
for more mana can cause the game to
become unstable and crash.

OURHE

Here are all the cheats you'll ever need
for id's awesome 3D blaster. We've
printed the codes in capital letters for
easy recognition, but Quake doesn't rec-
ognize case, so don’t worry about using
upper or lower — either will do fine. But
remember to put the spaces in. Hit the
tilde key |~} during play to activate the
Quake console, Type in your chasen
cheat and hit ENTER, Now hit the til

[~} or ESC to resume play with the cheat
activated. To deactivate the cheat, go
back to the console and type it in again

(ID SOFTWARE)

| GENERAL CHEATS
TYPE THIS
GOD

KILL

TO GET THIS

PL GAMER Januany 1997
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NOTARGET an’t see you
attack them
Walk through walls

end ceilings

NOCUP

NODTES: When you use the MAP cheat to
warp, you lose all extra weapons,
health, and armor. The code for the
final mission is END,

WEAPON

TYPE THIS

Dow
shotgun
Nailgun

Thunderboh
NOTES: These cheats give you the

weapans, but without ammo. Which is
why you need this next set of codes...

AMMO AND HEALTH CHEATS

TYPE THIS

PULSE

PC GAMER January 137

AEBEL ASSAULT

After the animated LucasArts logo, move
your joystick UP and press ARE, move the
joystick DOWN : E, then move
the jovs
move the joystick RIGHT and press Fif
You'll hear a telephone ringing and a
voice answering “LucasArts,” which lets
you know that the cheat mode is active
. type the
er you want to play.
y mber 1-8 {or chapters
1-9, and A-F for chapters 10-15, Also, by
pressing the + key on numeric key-
! your damage 1o 2ero,
will let vou move to the

(LUCASARTS)

Simply type JOHNWOO in Rise Of The Triad
for instant Double Pistol action!

RISE OF THE TRIAD

{GT INTERACTIVE)

ROTT is our winner for game with the
most cheat codes (not counting level
codes). To use these codes, just type
them In during a game (remember to
type the first code, Dipstick, to enable
the cheats),

TO GET THIS

Enable/Disable cheat

TYPE THIS
Dipstick

Shootma
Burmme
Chojin

Booze

Bones

SCREAMER

T'ype these in at the menu screens to
enhance your racing fun.

(VIRGIN)

VTELD: All normal tracks available

INVER: Reversed tracks available

MONTY: Obstacle graphics are changed

JOINT: More obstacle graphics

CLOCK: Turn off that clock

TAZOR: Makes the bullet car available

UPDOW: Turns graphics upside down

MIRRD: Mirror mode

ABURN: Other cars become Bullet Cars
(NOTE: You can't undo this without a
reinstallation or backing up the
choice.dat file.)

er'sa ¢ cheats make
it even easi your oppon




WIN OR LOSE.

g - . ; ) -3
Feel the heart-racing excitement of real Las Vegas when you step into the Golden Nugget—
a CD-ROM that hits the jackpot with the most authentic casino gaming ever.

@ 16 classic casino games, including
Blackjack, Craps and Video Poker

% Authentic Las Vegas-style rules, odds
and pay-offs

%» Gorgeous 3-D graphics based on the
real casino

¢8» Over 45 minutes of live on-location
video, hosted by Adam West (Batman)

-

GOLDEN
NUGGET
M =sige =g

; WINDOWS" 95 " e ik 4 ot o s G &
www.vie.com CD-ROM okl evyreeRingicr gyt v s
MAC CD-ROM
Product Information Number 358




Get Civilized...

The critics are raving about CIVILIZATION II:
Sxmply the best!”

-5 Rll"‘." -

iith 20 new challenges from the Crusades 1o the Civil
War, from Alexander the Great to an all-out alien invasion,
Sid Meier’s Civilization IT Scenarios delivers more worlds to
conquer and more long nights! Jump right in at whatever
point in time you choose!

0-695-GAME (U.S. and Canada). Available for Windows CD-ROM. "‘-—tg m

WWW.MICroprose.com

Visit your 1\“1( rmmr or L.aII ‘4 I-murt 1-

T4 W Al

Product Information Number 235



STRIFE

Here are the cheats for the registered
version. Type them in on screen.

TYPE THIS
GPS

SPINg
OMNIPOTENT
BOOMSTIX

(VELOCITY)

TO GET THIS

God mode
All weapons
Gets you some keys
Get powers
No sliding
Walk through walls
3 Level Warp 01-32
STONECOLD Kills all monsters on
a level
DONNYTRUMP Gives you 300 gold
LEGO Gives you snother sigil
plece
TOPO Full map toggle |use
whan looking at map)
DoTs Framerate ticker
SCooTe Teleport 1o map spot

SUPER STRRDUST

(GAMETEK)

The following codes should be entered
as passwords on the title screen.

NOBRAKES: Full engine power

HARDGAME: Makes the game tougher

DNUMUAHCS: Ten times more energy, but
only one life

DIEALIENDIE: All weapons on full power

JJRULES: 35 lives, all weapons on Tull
power

WARHEAD; Makes missiles detonate when
they hit a target

ELITEMASTER: Weapons are ten times
more powerful

PETSKUMDDE: Enables reverse gear

oYNDICATE

(BULLFROG PRODUCTIONS)

Rename your team one of the following
names to activate the corresponding
cheat mode

v Select any country on the map
Gives money
Get money and items
Speeds up the clock
allowing for faster research
completion
Try it and see What happens!

of alien filth with e
e Terminal Velocity ¢

TERMINAL VELOCITY

To access the cheats, simply type in the
code during gameplay

TYPE THIS TO GET THIS
TRIFIRO Temporary i

TRIFIR1 PAC
TRIFIR ads ION
TRIFR3 o ATL

TRIFIR4

TRIFIRS

TRIFIRG

TRIFR7

TRIFIRS

(APOGEE)

TRIFIRS
TRIFIR10
TRIGODS

TRINEXT

TRISHLD

TRSCOPE ope
TRIHOVR Combat hovering
TRFRAME Frami
TRIWARP# \

TRIBURN

JDREALM

TEAMINATOR: FUTURE SHOCH

(BETHESDA SOFTWORKS)

“You'll be back” in this game if you use

RADIATION SAFE

COVER STORY

these nifty cheats.

BANDAID: Replenishes power and armor

FIREPOWER: Gives you all the game’s
weapons

SUPER Gives you a super uzi with
9999 ammo

NEXTMISSION: Transports you to next
mission

TURBD: Activates turbo mode

CANTSEE: infrared sight

GARBLE: Lets you see the cheats as you
type them

WHOAMI: Displays your coordinates

WARCRAFT

{BLIZZARD ENTERTAINMENT)

To enable these cheat codes, hit ENTER,
type one of the codes, and then hit
ENTER again. First use the Corwin

:r code to enable the others.

IN OF AMBER enables the use of the
codes below:

THERE CAN ONLY BE ONE: Makes all of your
soldiers invincible to everything
except catapults, and can kill an

n -one hit

HUMA Narp to any human mission.
Replace # with the number of the
mission you want to warp 1o,

ORC#: Warp to any orc mission. Works
the same way the human cheat works.

HURRY UP GUYS: Speeds up construction
and research

EYE OF NEWT: Gets all magic spells avail-
able to your team

IRON FORGE: Get the best weapon and
shield strength

SALLY SHEARS: Reveal entire map

POT OF GOLD: Get 10,000 more gold and
5,000 more lumber

IDES OF MARCH: Takes you to the final
sequence

YOURS TRULY: Takes you to the victory
sequence

CRUSHING DEFEAT: Takes you to the failure
sequence

HRMLKE

i" | HEALTH

vil T-800s definitely won't he biack, ance you've activated our Terminator: Future Shock cod

P GAMER January 1397
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STRATEGY

COVER STORY

WARCRAFT :TIDES OF DARKNESS

We get more requests for these handy
cheats than any other, so here they are
in their entirety. Hit ENTER to bring up
the message bar, type in the appropriate
cheat message and hit ENTER again — a
dialog box will appear to tell you the
cheat has been activated. To switch the
cheat back off, simply type it in again

TYPE THIS FOR THIS CHEAT
Unite I I
You pitifal

It is o good day t

Glittering pr

Valdez

Never a winner
Deck me out

Make it so
and upg
Tigerlily Ennbies mis:
Ore xx f Human xx Jumgp to mi
number

On screen Reveals the antire map

WHIPLASH

Use these codes as your player name

UPEAMAN: Makes your car invulnerable

CUPWON: See the end of championship
sequence

CINEMA: Play in widescreen

FORMULAY: Access alternate cars

(28 PCGRHER January 1997

the coolest cheats of the

MRAEPRISE: Access to the bonus set of
tracks

MRFROSTY: Tracks become very slippery

WARGATE: Cars warp

WING COMMANDER | & I

‘When you type in the startup command
for either game, add a space, then type
Origin -k. Make sure you use a capital “0,”
or the cheat won't work. You'll be able to
fly against wave after wave of Kilrathi
without taking damage, and destroy any
targeted ship (including the big capital
ships!) at will by pressing CTRL and DEL at
the same time

running Wing
nand

WING COMMANDER I

You use the command line

and then while in combat. CTR

a locked on enemy, and CTRL-ALT-W will
destroy all enemies in the radar map

WING COMMANDER IV

Use the command line w cken.

(ORIGIN)

Then: CTRL+W to destroy targeted enemy,
CTRL+ALT+W to destroy all enemies on
radar, and ALT+0 to become invulnerable

WITCHHAVEN I

First type backspace to activate cheat
mode. Then type these codes for the fol-
lowing cheats.

(INTRACO)

marketing: God mode
weapons: All weapons
healih: Restores health
armor: Restores armor
strength: Gets you the STR powerup

s: Gives all potions

- Get all spells

s: Gets all keys
Invisibility
: Level warping

WOLFENSTEIN 30

Sigh. Those were the days, eh? Here's
the definitive cheats for this golden oldie.

You need to start the game with a com-
mand line parameter:

for version 1.0 type woli3d -next

for version 1.1 type wolf3d -goobers

Once in the game, you need to activate
the cheats:

for version 1.0 press CTRL+ALT+ENTER
for version 1.1 press LSHIFT+ALT+BSPACE

Now vou can use these cheat codes:
TabG: God mode
Tabl: Add item
TabH: Self-mutilation
TabN: No clipping mode
sbP: Pauses game
: Exits
W: Turbo mode
X: Adds extra stuff
sbE: Finishes level
M+L+i: Weapons, ammo and invulnerable

WORMS

Type BAABAA at the weapons options
screen and have access to new, devastat-
Ing super-weapons.

(OCEAN)
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Fight your way
through time.

Or you're history.

_F'rl.!hialorh:
(i 1_ ‘ 3
| Nine Distinct Worlds
Battle thiough nine time ers

Prehistoric. Roman Times,
feudal Japan, Medieval,
Comquistador, Wester,
Modern Wars, The future
-~ and the oltimate showdown
B\ against The Vivs itself

Feudal Japan

45 Deadly Weapons

Master dozens of lethal weapans
= from Prehistonc clbs to Wild
West quas to futurstic lasers.

Over Bo Fierce Enemies
Deleat more than Bo real-time
polygonal 3 enemies trom past
and huture hattlefields.

Modern Wars

Weastern

Incredible Environments
Touney through stunning realms
s characters are seamlessly
integrated with gorgeous jire-
rendered hackgrounds.

The Fulure

£ L2 Ac'IiV ISION.

Product Information Number 90



S
U}
-
g
[+
=
wn

COVER STORY

What's the Ultimate
Strategy Guide without
Readers’” Requests?
Nothing! So, now, we turn

the floor over to you....

HING'S QUEST ¥

Please help me! | am so desperate, |
recently purchased King’s Quest V. and 1
cannot get anywhere that will actually
help me in the game. There are so many
different things. I know that this is an
old game, but maybe you can help. |
need a lot of answers, so here are some
questions.

1) How do you get past the snake?

2) How do you get in to the witches
house?

3) How do you get the door
unlocked inside the Innkeeper’s
cellar?

4) How do you get inside of the
temple in the desert?

—Lil Bizzy, via the [nternet

Well we're glad you're enjoying one of
those classic adventures from yesteryear.

1) To get past the snake, shake the
tambourine that the gypsies left
behind him. That'll scare him off.

2} To get into the Witch's house,
walk west, east. and then north.
Once you're there, talk to the
witch and give her the brass bot-
tle. Soon she’ll be in no condition
to keep you out of the house.

31 If you've been knocked uncon-
scious and tossed in the cellar,
there’s not much you can do
about it. On the other hand. if you
threw a shoe at the mangy cat
chasing the rat, you may have
won a friend for life. The rat will
now come in and gnaw off your
binds. Use the rope and the shoe-
maker’s hammer to knock the lock
off the cellar door.

4] To get inside the desert temple,
knack on the door with the Staff
you received from the bandits,

TERMINATOR: FUTURE SHOCH

I'm hopelessly stuck with Terminator;
Future Shock from Bethesda Softworks.
My problem is on the sixth mission. On
this mission, the objectives are:
1) Retrieve satchel charges from
Corporal Willis:

PC GRMER Jonsary 1997

2) Disable control substation.

3) Destroy satellite nodes.

4) Eliminate robots at the camp.

I've retrieved the satchel charges,
disabled the control substation, and
blown away the three satellite nodes.
After | blow the last node. I receive the
message: “Come in HQ. The satellite
nodes have been destroyed.” Well after
this, nothing happens. I've eliminated all
the robots (even the ones inside the
buildings), but after destroying the
nodes, nothing happens. Hope some-
body can help me. Thanks in advance.

—Aitor Gonzalez, Bilboa, Spain

Well Aitor. you're almost there... but not
quite. Even after you've destroyed the
satellite nodes and killed off all of the ter-
minators, you've still got one objective
left before you can finish the mission —
Destroy the Control Substation. The ter-
minator control substation is located in
the control center near the satellite com-
plex. Once you've entered this building,
you should come across a half-opened
door that blocks your path to the substa-
tion control panel. Place the satchel

charge just outside of this room to disable

the panel and the mission will end,

WARCRAFT Il

1 have many questions to ask and only &
few helpful hints. My first question is
about WarCraft II's expansion set. Every
time I put in the cheat code “It is a good
day to die,” I'm supposed to be invinci-
ble. But Death Knights can still kill me, Is
there another code [ have to put in, or is
it designed that way? My second ques-
tion is also about the expansion set. What
is the reveal map code? I've searched
high and low for it, but it can’t be found.

A gauntlet TS nig fop the

Here's my hint: If you're tired of

other peasants or peons trying to come

and take your money from your mine,

the answer you're looking for is the

“Gauntlet” (see illustration). It worked

for me, and | hope it works for you,
—Trevor Buxton, Bellefontaine, Ohio

Well Trevor, we're aftaid that the invinc-
bility cheat doesn’t work when the charac-
ters who have magical abilities attack you
in the WarCraf [l expansion set. The cheat
code for the map feature is ON SCREEN,

DUHE NUHEM 30

I'am a 13 year old gamer, and 1 would
like to congratulate you on a very excel-
lent magazine. | would also like to con-
tribute a tip for Duke Nukem 3D. Ok, first
you need to have lots of freezer ammo
(whoever uses that weapon anyway?).
Second, you need to be on a level that
has a pig cop. Now comes the easy part:
o up to a pig and shoot him with the
freezer — eventually he freezes, and he
may or may not drop a shotgun or used
armor. Anyway, wait for him to
unfreeze, and then shoot one more ice-
ball at him, and again he may drop
weapons. Just keep doing this until yvou
have loads of shotguns and armor lying
around. Then kill him, You can now go
around the rest of that level using that
ammo, and when you run low, you just
go back and pick up some more.

—HRyan Horrisberger,

White Bear Lake, MN

That's a pretty cool strategy Ryan, but a
little chilling. In fact. you might say it's
downright coldblooded!

WARCRRFT I

When playing a multi-player game of
WarCraft Il everyvone's first step is to
build a town hall — don’t! Before you




build any structure, take your peasant/
peon to the forest and have him swing his
axe at the trees ance, then pull him away
immediately. Then build your town hall
When it's done, you'll get an extra 100
lumber as if you had completed chopping
the trees. This may seem like an insignifi-
cant advantage, but believe me, the extra
100 lumber has given me the edge |
needed in more than one heated game.
—Jake Forbes, via the Internet

Right you are Jake, a lot of readers have
pointed out that little trick. Now that the
cat’s out of the bag. Joe will have to find
some other way to win

HINGDOM 0" MAGIC

Ever notice how there aren’t many hints
for SCI's Kingdom “0” Magic? That's
because there’s already a hint file on the
CD. From DOS, go to the CD-ROM
drive. In the directory KOMMEXTRAS,
there is a help.bin file. Type look
help.bin, and you will find some hints.
hope this will help many stuck KOM
players as desperate as | was for a clue.
—Danny DeWolf, Fullerton, CA

JAGGED ALLIANCE

In the game Jagged Alliance, | have
found a way to move as far as you want.
The way to do it is first turn on Reserve
Movement, Second, do any action,
except walk or turn, until the movement
portrait turns red. You should now be
able to move that merc onto any square
in a single move. | don't know if this is a
cheat or a bug, but it is really useful for
finding that last enemy in a sector. Hope
this helps anyone who found this game
wicked hard.

—David Li, Vancouver, BC, Canada

A bug it is, David, and thanks for pointing
it out. Of course by now we're sure
vou're busy with the sequel, Deadly
Games. Check out our Deadly Games
hints on page 155.

QURHE

I have a neat little activity to try on id's
Quake, | call it Quake Basketball. To play,
start the game at the difficulty selection
phase and select the grenade launcher
(6). Find one of those weird looking caul-
drons at either side of the room, and try
to aim the grenade to arc inside of the
bowl, If done right, the grenade will
bounce around inside the bowl and
explode. 1t's a fun little game to play over
the modem. Hook up with nd and
have & blast playing Horse:. With enough
practice, you can jump off the stalrway,
spin 360, and fire the grenade into the
cauldron. Imagine your opponent’s facial
expression when it's their turn!

—Erik Laymon, via the Internet

Sounds like fun, Eric; there may be a
guest shot for you in Hoop Squad!

MISSIONFORCE: CYBERSTORM

1am a big fan of your
magazine, and I reli-
giously pick it up the
day it hits the
shelves. But after
reading your
strategy tips for
Mission Force:
CyberStorm, | felt
compelled to write you
and save all those Herc Commanders
before they follow your advice,

Upgrading units is a good thing.
The further down the line you get, the
better weapons you have. | held onto
two “Giants” throughout the entire
game, and it was worth it when you find
out the weapons they can carry. The best
strategy is to use the bigger Hercs to
tear down the Cybrids shields with your
lasers, then use the Giants’ guns to
punch haoles in the armor, or use missiles
to tear them apart once you have
destroyed their shields.

Here's another tip you overlooked:
Once you have a mid-size force, say eight
or ten Hercs, and you don't have enough
energy weapons to take down shields,
use those missiles on the smaller Cybrids.
You can usually take out the smaller
Cybrids with a nice volley of missiles
even when their shields are at maximum,

Your tips suggested leaving the lit-
tle mining Hercs at the base when going
on military missions, Take them with
you! The Shadow has the best sensors
you can get. and being able to see those
extra few spaces will make the difference
between getting to the base and having
those turrets chew you to pieces. | equip
the shadows with mining equipment and
sensor upgrades; then they serve a dual
purpose, and you don't have to slow
down your big Hercs with mining equip-
ment. Well, you might say, what qualifies
me to make these tips? Well, 1 finished
the game, | gained three ranks immedi-
ately, and did it with only 14 Hercs when
you can command 28 when you reach
the highest rank.

I you are low on money during
the second sector missions of Cyber-

COVER STORY

Storm, pick a “Destroy Base” Mission.
Then when vou reach the base area.
don't destroy the Herc generator (the one
that generates Kamikaze Cybrids with
ELF weapons), but do destroy everything
else. Then at the beginning of the next
turn, two or three Cybrids will pop up,
but have to wait until next turn to move.
You then shoot them with a missile or
whatever you prefer. Then end the turn.
Repeat this cycle for as long as you have
patience, and at the end of the mission,
you will be awarded 1,000 bucks for
every little Cybrid you killed. Thirty turns
of duck shooting can buy you a whole
new Herc or do some serious upgrading
on Your current ones.

—Joe Szupiany, Rock Springs. WY

Congratulations Joe! You're this month's
Gaming Genius winner, Expect a few new
games and a bold and beautiful PC Gamer
T-shirt real soon, Thanks to everyone who
sent in tips, and keep ‘em coming!

PLGAMER January 1997
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The realistic sights, sounds,
psychology and art of fly fishing
come to life on

CD-ROM, in this | IR
challenging multi- WINDOWS 95

level skill game.

ired of carching hass! Ready for a challenging fishing sim! Welcome to the relaxing and challenging world of fly

fishing on your PC, The Art of Fly Fishing Volume 1 recreates this skillful sport using live videotaped foorage.
Fish three of the United Kingdom's finest trout and salmon rivers; the Blackwater, Spey and Test, With the sooth-
ing sounds of nature and the intricacies of choosing the right equipment and flies, this fishing simulation puts you
right in the water.

The Art of Fly Fishing is not just a fun fishing simulation; it also contains an extensive library of information to
help you learn more about the fish, their habitat and their behavior. Choose your fishing spot based on condirions @ pHI ll ps
including time of day, season, temperature and warer currents. Once you've chosen the right conditions, a variety of
flies and rods will help you land the fish of your dreams, provided your casting skill is up to par. After you've prac- ©1906 Arc Development. Published
ticed, invite up to 3 friends to enter into a fishing competition where the winner receives a cash prize and the by Gametek, Inc. Distributed by
opportunity to upgrade his equipment. The Art of Fly Fishing; the only fly fishing simulation for your PC. Prilips Media. Al fights reserved

To order, see your local retailer or call 1-800-340-7888
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, take Quaketo dwﬁole new,
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there was little doubt thit Quarke
would spawn a cult following that
would dwarl even that inspired by its
predecessor, Doom. From Usenct to
TR 1o the Web, Quike discussion
groups, home pages. and chat lines
popped up faster than shotgunned
sombies in Episode One. Quake is
more than a game, i's a phenomenon

ROM THE BEGINNING, B

even a way ol lile, “Not only can |
play against the same old people all
the time, | oan connect Lo a server in
another state or even another country,
and kill people Ul never meel... and
say that 1 olid it for my country.” stites
‘Gnowhknaym,” a denizen ol the ever
growing fguake channel on IRC, From
the sheer number of add-ons to the




QUAKE ADD-ONS

GRAPPLERS

34
/Y

First off, to uso the grapplers, you wanna aim for . and hold down the fire button to get yanked up
the ceiling. Aim carefully .. to the ceiling...

— and there's
:_mring down.
But what k

oW you're suspanded above, away from enemies.

)
1. id Softw an. Ildr! left the door wi
or programmers and art
ics of Quake,

]

It's the Fourth of July! Explading flirewalts always look coolor
than those wimpy sparklers, anyway.

———
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» gpitome of
q mlr:q goodness, fresh from the cre-
i »d) minds of
L- ayer Deathmatch
bound

tioned here require the
of Quake to run

to be a good little c:

your sharew:

your add-on inte newpatch, be s
check Lhe rcadnu: file

game |wupulch
and you should

.1{ the top left of
whoard to pull down the

§ original
en’t all that terribly

. Hold down on
n pllll up -:mcl latch
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#2 Hus removuble teeth

~12 mission-based, blood-soaked
worlds demanding non-stop violence
and mental marauding.

- Combat ruthless enemies and
fl savvy bosses including a death duel

with the biggest boss ever created.
el

' = Insane weapons of mass terror
. ot the kinda girl you con take - f including “Bloedbath Tidal Waves,"
o Aome for dinner ! [ “Multiplexing Molotov Cocktails,”
; . ; 8 “Seismic Tantrums,” *Radioactive
#1 Flesh—seeking ’ Green Fog," and more.

missiles cook ' : o Multi-Player mayhem.
victims to ' : .
perfection

#5 Every kill: finger-

lickin' good

#6 “Jaws of Decth’
shear right
through bone
Joes regular
Bwer lunch, ~
ith Jeffrey

Dahmer &
Hﬁimbal Lecter

#B First date could cost you
an arm and a leg

- #9 Can spit a ligament over 30 feet

0 Jles her take-put
# 4 . ESELIEIRGRUTE

= “Best Action \
, Game” of 1995 . .

Feel The Grot nd Bliste

t'-.a

Q’—u. ~

Alsavuiloble gt

for The

* Bring vc

M g |
o Mop layStation ]
® : [0
www.interplay.com
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Weopon: Special Weapon:
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QUAKE ADD-ONS

) 3 A

The fact that they're on'fire doesn't seam to
bother these 2ombies too much.

-

ral minutes he relationship between id geous. Raven has basically restructured the
1 torch Software and Raven Software Ouake engine to its own specifications,
being the has been a long and fruitful meaning an increase in level complexity and
3 one. Using id's 30 engines in speed. According to Raffle, a lot of inspira
Shadowcaste d tion came from id’s rivals at 3D Realms
Heretic, and Hexen, tf ] Wi trying to follow more of the Duk
to develop Hexen 2, a uniqg maodel — in Hexen, we had smashing glass,
fantasy-s ooter that just might blow its and people loved that. Duke took it a step fur-
competition out of the ther, so our goal is 1o take Hexen 2 much fur
Hexen 2will teature four types of ther than Quake.” And yes, Raven plans o
classes lor players to choose from; an keep Hexen 2 as open-ended as Quake in
assin, o paladin, @ necromancer, and a terms of levels and add-ons. “We definitely
cleric. Each will have five distinct weapons, do want people doing their own thing,
plus powered-up sions of each, and level insists Raffie
advancement and special abilities will Right now, Raven is projecting Hexen
increase the roleplaying game feel Z's release date as March ‘97, and it should
“There's going to be a lot more interac b worth the wait, Il Hexen 2is o Quake
tivity with the engine,” s Brian Raffie, what Heretic was to Doom, we may all be in
Raven's vice-president. “We'll have things for some sleepless nights. [Ed. Note: For
like b ng doors and tables apart; you'll more information on Hexen 2 check out our
.o Kart.” be able to push over chairs to jump up on Scoop this month on page 36.]
< the . ) v critte things; and we're —_ - = -
Iy i il::;[l[l,u” fing crouching. We f ".ﬂ J

want to lean more e &
towards roleplaying
.
with all the interactiv- -
ity, but without si 1 . ] .! l
C { - '  HEE

o much. We m- ’ bt

are) app
fie
2

LW =

3
ing to please the Lk s
action players, 2 Y ?% g
want to give the ]
players the feeling % »
they're playing a DED o
module without all the
cumbersome stats.

Crabal kiU Here's one thing that you'll see in Hexen 2 but never see in
point, Hexen 2 is look '\1} Ouake: sunshing.

ing absolutely gor-




QUAKE ADD-ONS

s your faithiul eanine companion, Cujo,
ready to kick ass and ent Milk-Bones.

Doberman out of t issile launcher
And yes, they do whimper when th
explode. Just don't let your friends from
the SPCA see a
If you're kO ing and dicing
with that wimpy axe, and would rather
turn it into what can be the most power-
ful wi n in the game, just look to the
nmand.” Pull out your trusty

Axe” put -h turns
throwing Just
room and clea’

to pick

GRAPHICAL PATCHES

hen compared to such compa-
nies as Apogee, id Software
has been relatively conserva-

=

I:|||n takes on o lieod. Sic-im, hwl llln! Cu|n mllnn short wark ol this fiend, he can ent the monster

in ortler fo increase his healh points.

Whoops, hit a Vietim Bot. Oh well, he was

BREOYH TTHE Wy WY schoo n!qlrl outfit. Truly scary stuff.

DEATHMATCH
2: BoOTS

rio — you're
ng feisty and want a bit ¢
athm styl 1petition,
Ju»l don’t want bother with
our Internet prov
iing through the ha
a good ser tha In\\

A dozen BG Bots talie on three zombies. These Bots come in handy when you feel ke you need some back-up
as you take on the monsters of Guake. Gosh, | wonder who will win this battie?




The Sky Is No
Longer The Limil.

Go where no gamer has gone before
"~ BEYOND Panzer General Volume 4 in
SSI's awad-winning 5-514R SERIES,
STAR GENERAL is light-years -
ahead of its proud ancestor!
Feel the power of an incredibly
\ enhanced Panzer GENERAL game engine.
¢, ATwo-Level Combat System that accommfodales
space combat AND surface combal. Resource man-
agement - conquer enemy planets and develop
them for your needs. See the beauly of over
-90 fully rendered 30 starships, 100+ ground
units and mulliple planet types. Command.
a mulli-planetary force as uou shuggle fo repel the
o advances of six alien races. Endage in a variety of wars as
o~ T = any of 7 different races. And be prepared to put in some lime!
The scope of STAR GENERAL is as vast as space itself - with
well over 100 hours of game play. The sky Is no longer the
. limit. So light up the heavens in @ cosmic batle
for the fight fo be called STAR GENERAL!

Lo B P

Combo C0-ROM www.stargeneral.com =y
WINDOWS® 85 & D0S 10 ORDER: Visit your retailer
or call 1-800-801-PLAY.

STAR GEMERAL 1 o Iragemah of Biategic

’ # Minészape Campany.
Al rights-remarved, Windies 1 1 Irade

ol Wherzsoh Carg
Devalapne by Catware

<L
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“With its lush, detailed
animation, Circle Of Blood
resembles the classic arcade
game Dragon’s Lair. But it
seems this time the game
will play as good as it looks.”

— CD-ROMTODAY  American George Stobbart happens into
a Parisian cafe one afternoon because he
wants a cup of coffee. But after a clown
delivers a plastic explosive that blows the place to smithereens,
all George Stobbart wants are
Some answers,

4 High resolution animations hand
drawn with painstaking detail by
Don Bluth Studios alumni
(All Dogs Go To Heaven and An
American Tail)

4 Features a cinematic musical score
from the talents of soundtrack
producer Barrington Phelong
(Truly, Madly, Deeply and
Nostradamus)

Buried deep beneath the bodies
and the rubble of that explosion
lies a fourteenth century medieval
order called The Knights Templar.
Only you can unlock the secret

of this intriguing historical
adventure and stop the vicious
conspiracy that threatens to

= reshape the world.
<1956 REVOLUTION SOFTWARE LTD All Rights Beserved. Ciroke of Mlood i a trademark of Revolution Saftwaes Tl
Published by Virgin tntersctive Entertsnment e Virgin b o regivered trademark of Viegin Erterpee, Lid

Micronatt, Windiws and the Windows Ligu are segistersi trademarks i Microsolt Corporisen

Product Information Number 354

# Available for Windows® 95/D0OS
CD-ROM and MAC CD-ROM
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My big budidy Zeus takes out the trash. He can attack the ene-
inies balore they've oven had o chance 1o fire their weapons.

(“Eat me, tin man!”) whene
atches an opponent. Am
d )

h:lrrel and w nl: to launch .uur
out the “BG Bot”™

lightning qun tnlmﬂ Eliminator, w
kes short work of ene-
¢ Al routines that can even start shooting.
switches, and Be l ul' all, .’eu outs corny dialogue

do

alot

g not for

the weak of heart - Duke3D’s Build

This cute linle fighert plane may look innocent. but this Descemnd-
style vehicle is loaded with weapons.

When you take 1o the skies in your plane, TIﬂ.:,ml ualﬁc soime spectacular destriction. Just wateh oot
far the snemies equipped with missile lunchers — they can ke you down!
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“No one steals our chicks — and lives!” Hey what's
e doing here?

Jaalous ol Duked(Fs nifty chase camem?
You don't iave o be wiih Quake's patches.:

Quake effects, but
sionalism .md the

ing to market, and there h sn'lhuvn i h
time for mappers to simulate i

to L(IJ'JEEI'I[I"..Ill.‘ more on archit
style. Unfortunatet: Ihen: are a lot of u

B0 PC GAMER Januany 1397
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Quake Comix

thought that | had seen it all
until | stumbled upon The
Adventures of Dank and Scud
From the creative mind of
Michael Houston, Dank and
Scud is a web-based Quake comic
hook, featuring the exploits of two
hard-assed loners from the Earth
realm thrown into the world of Quake.
‘It popped into my head one day
when | was in the shower,” says
Houston. | pictured two Quake guys
on the edge of a cliff, one pulling the
other to safety using his axe. Then |
thought — hey, | can actually create
this scene! From there the ideas for
the comic just kept coming
Using Adobe Photoshop and a
Ouake model editor, Houston has cre-
ated two episodes with great layouts
and hilarious writing. The respo 50

far has been cutstanding. “| was really

surprised by how much Quakers love
these guys.” says Houston. "Some
people ha even said it was the best
thing they've seen on the "net.” But

you've

at's the appeal of two smelly guys

o like killing shamblers and remi
niscing about IKEA furniture? "My
ques that Dank and Scud give
Quake that missing character element
that was so popular with Duke3D

The next time you're taking a

break between Deathmat and
need a good laugh, check out Dank
and Scud at http://mercury
webframes.com/quakecomics/ or at
the Australian mirror site at
hitp:/fquake bluesky net.au/quake
comics/index htmi

el compiling can take mar
running on a Pentium 2
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The darkness of ancient Egypt and evil alien weapons like hand grenades, a flame thrower,
torces, possessing horritving powers, have taken an M60 machine gun and a magical cobra staft.
possession of the ancient ¢ity of Karnak. And Dynamic lighting allows for stunning visual
these landlords are exacting extremely high rents. eftects. Cross bridges, crawl through tunnels and
Like anarm and a leg...or worse, swim through underwater grottos. Your only
Airdropped into first person and third person salvation is the guiding Spirit of the Great
landscapes, vou must swim, crawl and otherwise Pharaoh Ramses. He's the only one in this god
run like hell through 30-plus levels of gameplay.  forsaken neighborhood who wants to help you
Unique Stacked Sector Technology  allows get a forwarding address.
vou complete 360" freedom of gameplay, With So welcome to the nightmare of Ramses’
just a machete to begin with, scarch for 6 other tomb. And enjov vour stay. It may last forever.
I !‘. A | '\J.'\\/ r_ i \\ i
l \ L ¢ W\ Y/ ' L ria
J WV Lol e It A S
e ¥ 3 b
PC CD-RO e
MATURE
Fully networkable up to 4 players. AR
Bt hiep:/ /www.playmatestovs.com S
Lobotomy and Prwniskave” are traduma ks 6f Labotomy Softwae, ng. ©1998 Lobotamy Software, Ine, Al ights reserved. PIE is o frademark of Playmates interactive Entertainment. ina.

Artwork and design ©1996 Playmates Interacive Entertainment, inc

Product Information Number 273



QUAKE ADD-ONS

Where Can I Get This Stuff?

There are dozens of Quake sites on the World Wide Web, and many of them include the
parches and add-ons mentioned here. Try www stomped.com. www.quakehole.com, or
fip.cdrom.conmy/pub/guake 1o get started

WEA ONS

Grappling Hoak GRAPVITLAIP Used to attack enemies amd  anichasl (Tatiers D)
sy from wenlls

Flimatheowes FAMEZIP i Stove Bond

T'm not sure why this grunt is wearing a Throwing Axe THROWAXE 2IP s Stuve Bond
Sailor Moon costume. Alas, he's dead. . ‘

Dug Lusincha, oo : sdmmdd vipen
Axe of Command AXE Com ZIP emis ore hit with  ~St0” / Francois Bedard
axe, thoy fight atomyside yan

Mubti- skin Pro Adds different player tex-  Dennis NoarsidPiGEOY)
wires during Deathmaich  BUKE

Hombs 9 BOMBSD.ZIP Adids a Frowall, gib gun Dieg Pestovshy (FVF)
and light bamb

ACRETAL.ZIP i Steve Bond and John
Guthrie

Gabibin 3 GIRRINGZIP Monster hodies are solid Jaxon Cartor
toms mare gibdets

Muore VIOLENCE 2IP ats body pants.  Nuil Klopfongioi
LT

Sailor Moan Duake RESS 7P s went sallor  Dementor

Cuja cugon aw Cuigu, aftack dog, Teltows you  Jonsthen E Winght
ecaisal, meve fiylstn foe you

El ELiMaTIP Exc it Deathmatch bot Cameron Newham

BG Bots BGBOTAAZIP Good Deathm; bot; gond “Pumisher”
co-op pliy

Eliminutor ELIMA 21P Excollent Deathmat, Cameron Newham

Ruoape Bot REAPREDGZIF Excellent Deathmatch bot  Steven Palge

s Bot EUIST - u while  Jonathan £ Wright

asPYIR 2P sl of sorvers and  Jow Powell and Tin Cook
o list ol gonwes

RIFTO64 2P vors ond  Bob Jam
sl 5
Worlderah weoosmn e Win %-haned o Ben Morris
Ouest OUESTO4 ZIP DOS-hnsed editor Carallo and Troy

Throd THREDOGE ZIP Win 85-hosod oditor, iwes Jomathan Maver
ciistom larmat far s files

1D Studio 1o Map IDSZMAP ZIP (o prts 305 i
Quake MAP |
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Microsoft

Where do you want to go today?

Xarth covered in pianuton i; anly she driven an b; a poweriul musicsl score
start. Aiien invadera have plunged 1o the and staia-gi-the art graphies. You have
geedn ijoor on & misuiopn to submerge Zarth. to plam & y¢rategy amid a rel ntleus
Apd e¢he only liieguard ar hand t0 prevent gilien threat, {4 you &re to succeed.
total ma hem is ,ou. Zasin's last change The Yater is salt, and it leaves a bad
1o «eep 5 biliion taste in your mouth, %
neads aboy: valer in then again so will
&1 —‘\ DEADLY TIET You ave deieat. The pission ,
G > o solitar, soldier in ig simple, don't ie%
% ‘“ :n underiater crazt, the HEprth drounm. 7",':1
% ~l -
= S This undervater mission is possible only with windows’95. v

www.microsoit.com/games/deadlytide/

©1996 Microsoft Corporation. K11 rights reserved. Microsoft, Where do you want togo today? and Windows are reglstered trademarks and
Deadly Tide is a trademark of Micronoft Corporation.
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YOUR ULTIMATE GUIDE TO NEW GAME RELEASES

Coconut Monkey'’s Ultimate Strategy Guide

essaew

ou can't work at PC
Gamer, the Warld's
Best-Selling PC and
CD-ROM Games
Magazine, and not
take part in some of
our network games. [t simply isn’t done,
But. let’s face it: no one likes to lose.
Over the years, we've heard every
conceivable excuse for losing

and seen every devious
trick and cheat, but no
one has quite

mastered
these arts
like our
own
Coconut
Maonkey,

As a
distraction.
he's sel his phone to speed
dial the other staffers in the
middie of a frantic fragfest
He's also been known to
bribe the office assistant to
accidentally “trip” over
someone’s power cord,
unplugging their PC.

He's a master at subtle alterations
of an opponent’s keyboard setup in
Duke, so that key weapons are switched
and the strafe keys are reversed. And
while a tiny bit of bubble gum hidden
on the mouse ball won't be noticed dur-
ing normal Windows usage, it'll play

havoe during a frantic Quake-fest.

It's strange how every time CM is
losing, he mysteriously gets "discon-
necied” from the game. Or the way our
RAM ends up on his PC’s motherboard
We've even caught him rigging the
“Turbo” switch on everyone else’s com-
puter, cutting our CPU speeds in half
just before a big Descent
tournament.

He's also
full of excuses for
his constant los-
ing. “T didn’t
know this
level” or °1
was trying

out a new
keyboard con-
figuration” are
quite common.
Then there's the ever-
popular “1 was letting you
win, so as not to embarrass
you.” One of his all-time
classic dodges goes like this:

“All these Duke Matches have
given me a Repetitive Stress Injury, so
you must handicap my score by 50,
which means | win!”

But no matter what other gambits
CM uses, it always ends the same way.
CM just never wins, and when it's all
over, he goes after the team's pity,
bouncing along on the floor, crying: “You
must Jet me win — | have no hands!”

LR N

Hardware Requirements

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

THE PC GAMER RATINGS SYSTEM
100%-90% CLASSIC P I's & sale bal thut thero are probably

hatter 1 ol tere

69%-60% GOOD

A reasonable, above-overage gime. It may he
wearth huying. It probably hau a lew

M that heep it brom sorming o i

Not many games cap eam o rating over 90%,
and awan fewet can approseh the magie 100
Anything that we rate over 30% is an invtant

ol o game that's tuly sigoaificant in both
contont and desige, and ong thal wi'd
recommiznd withowt ¢

imorested in PC gaming

89%-80% EXCELLENT

Theas nre excolient games. Ay

scores b this rangs is well worth yo

tion, though it may not make any signific
ndvances over ity rivale Algo, soms gomiing
hemchimark gumes of decidedly specialist tasty
wiill fall dto thisaren — it may be the best Tth
Covalry simuolation on te markoy, but notall of
1ts wand ta relive Little Bighom.

79%-70% VERY GOOD

Thama are protty goad gumes, which we would
recommend to lans of the particular gotre

59%-50% FAIR

Very ordinary games. Not ¢

bt wot i very good way to spend your gaming
dallir, either.

49%-40% BELOW AVERAGE

Poar quality. Doly o few, slightly redeeming
features koop them from falling into the abyss
of the next categary

39%-0°% DON'T BOTHER

Just roerible games — and the lower you go,
thi worse thay get. Avaid these tithes lilke the
Plague — sd don't say we dide’t wam yoo!
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PC GANER January 1987




Battlecruiser 3000 AD

Catagory: Space Combat
Developer: 3000AD
Pnhllltlr nm _'_ eraC

Wa Hecnmmend

Pentium 133; 16MB
RAM; 180MB hard-
drive space; Local-
bus Super VGA;

Joystick; Supported
sound card

Raquired

| Double-speed
CD-ROM drive;
Pentium 60; BMB
RAM; 20MB hard-

| drive space; Super

| VGA; Mouse

esevas

U's always a shame when a game
developer takes longer than expected
to release a product. But when a
developer takes seven years (o
highly anticipated game -
till nowhere near finished
it's a damned tragedy.
That's what happened with
Battlecruiser 3000 AD. The game and
its creator, Derek Smart, have
become legends in PC gaming cir-
cles, going through seven yvears of
development and at least three differ
ent game publishers before winding
up at Take 2 Interactive. Only Quake
received more advance hype than BC3K,
And now that the game is finally on the
shelves, it's destined to become even
more notorious

Only Smart and Take 2 know the
real story behind this one, but it’s not
hard 1o believe that one or both parties
simply got tired of working on BC3K and
shoved it out the door just to get it out of
their sight. Unfortunately for the leglon of
gamers who've been dying to play this
game since word of it first hit the Internet
and online services years ago, the result is
a product that’s unprofessional on just
about every level you can imagine.

you can zoom in on units under your command and
issue orders.

1 The tactical screen is your “war room” view, where
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Never has a PC game been guiiltier of using

gamers as unwilling beta-testers; after seven

vears, BC3K is still far from finished.

One glance at the game’s manual,
and you know something went badly
wrong somewhere. A 30-page pamphlet
containing not one screen shot or illustra-
tion is hardly adequate documentation for
a game that puts you in command of a
starship, 125 crew members, 40 marines,
25 weapons systems, four fighters, four
shuttles, and four surface vehicles in
space combat and planetary invasions.
Assuming all of those things actually
worked — and we'll get to that issue
shortly — you'd want a whale of a man
ual, with tutorials, charts, diagrams, and
all the other things gamers have come to
expect with a complex simulation. As it is,
the manual that comes with BC3K is virtu-
ally useless. glossing over most of the
game’s systems and ignoring others
entirely, (Designer Smart says hr_‘ deliv-
ered a 100-page manual to Take 2, but

is to lsave it on the shell at the software
store. If you're one of the many gamers
who've alraady bought it, sight unseen —
and if you're as with it as we
were — do the right | and take if back.
That's called voting with your dollars, and it
goes for any PC game that doesn't work as
advertised on the box or in the manual. Game
mw}ﬁ""mm"
unfinished, bug n products until gsmers
let them know this practice will put them out
of business just as surely as if thay wers a
fast-food chain selling uncooked burgers.

0f course, there ars bound to be a
handful of gamers who are so in love with
what this game could be that they're willing
o put up with all of its Haws, and to gamble
that Derek Smart and Take 2 can fix it soon.
For those stout hearts, we offer a handful of
tips for keeping the frustration level as low
s

possible:
= Turn off the MIDI music — it can
make some systems crash. You won't be able

SETUP.EXE. Under the * sumlll)f'npﬁnm
choose "No MIDI Device."

ship
lphlmhllmwvumllr
wanted to do was pull it in with your tractor
beam. It'll also keep you from nccidentally
bashing enemy fightars into oblivion before
you can destroy them with your weapons

can jump into its cockpit for some Wing
Commander/TIE Fighter-style combat.

T Once you've isunched an interceptor, you

there’s no clear word vet on why it wasn't
included with the game — or how BCIK
owners can get their hands on it when
and if it becomes available.)

H you've played any games that use the
DOS/AGW extender, you've probably seen
this crash scroon befors — but BC3IK is the

rs1 game that should include this as one of
the screen shots on the box.

(you don't get points for bashing).

* Save the game very froquently —
every five minutes or less, regardiess of
whether or not anything major has happened
in the game. At the very least, five minutes
have passed, and you're that much closer to
being able to request & new mission.
Otherwise, you may find yourself playing the
same few minutes of the game over and over
again as the game crashes repeatedly.

* Make sure you've got as much base
memory froe as possible, At the DOS prompt,
type MEM /C /P to see what programs you have
loaded and how much memory is left over, If
you're ranning any drivers or utilities you don’t
absolutely need for BCIK get rid of them, The
higher your “Largest executable program size™
is, the less frequently the game will cragh with
the dreaded “Exception 0Eh" error (that's been
our experience, anyway).
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Of course, many gamers never crack
the manual for even the most complex
simulation, preferring to fiddie with the
controls and learn by experimentation.
BC3K doesn’t really lend itself to this kind
of self-driven tutorial, though, since its
interface is so incredibly haphazard and
counter-intuitive. For example, to select a
destination on the Navigation screen, you
move the mouse cursor over your target,
then hit the S key. Why can't you just
click the mouse button? Only Derek
Smart can answer that one. And there are
other arcane combinations: Alt-E brings
up the Logistix screen (Alt-L was already
taken; it's the command that turns the
Computer Video Display on and off. Go
figure). And to request a new mission,
you hit Crtl-Alt-C. Yes, dear friends, this
is the WordStar of gaming,

Even if you can get your mind
around the countless keyboard com-
mands, vou'll still wonder if you're doing
something wrong, because so many of
the game’s systems just don’t work.
Smart has said as much in posts on the
Internet; in the released version of BC3K,
the FATAL weapons system described in
the manual doesn’t work. Neither does
orbital flight. Ditto the system that tracks
your fighter pilots’ victories and skills.
Even at a slim 30 pages, the manual is

1 Like an air combat sim, Battlecruiser 3000 AD

lets you choose from lots of external views.

Like all good battlecruisers, this one has gun turrets you can hop into. The planet in
the background is Mars — must've been terraformed, since it looks just like Earth.

1 The bridgs is the heart of your battlecruiser. From here, you can launch interceptors and shuttles, target

enemies, and fire the big, main gun.

more a “wish list™ than documentation of
the game’s actual features.

1t’s difficult to belleve BCIK went
through any playtesting at all — before the
first patch w sed, it was impossible
m, Surely if
one had been paying attention, they
yould've noticed that little law. The proof
readers were clearly asl at the wheel,
too, or they would've spotted all the errors
in the manual and text screens (certainly
somebody at Take 2 knows the plural of
“craft” is “craft” — not “crafts”). Either no
one caught these mistakes, or someone at
T'ake 2 decided not to fix them before ship-
ping the game. Neither of those explana-
tions is very pretty

As we go to press, Ta has
already released two patches for the
game (available on the ‘net at www.t
games.com, where 3 n also down-
load an expanded, five-page ki oard
reference to replace the inadequate two
sided card that
shipped with
the game, and a
Frequently
Asked
Questions docu-
ment in which
Smart details
which features
are still broken
and offers some
troubleshooting
tips). The
FATAL sys!

em

now works, and
rather neatly at
that. But the
patches seem to
create as many
problems as

starships in the game in an attempt to

make the combat portions remotely
able, Unfortunately, that change

roduced a whole new s ler

below the original. Un this lat

est patch apy

which means that
vith 20 minutes to
spare, you'll have to sit through 20 min
utes of real time before you can move on
to the next mission

And these first patches certainly
haven't fixed ever Orbital flight
still doesn’t work, fi
game sti
vou into DOS every
Smart has said he |
patch “every until the game
settles down.” That's admirable, | supp
— but it would've been infinitely better if
Take 2 had waited for the game to "settle
down” before boxing it up and selling it at
fifty bucks a pop, give or take

Instead. what was hyped as the ulti-
mate space simulation (Derek Smart calls
it “THE game”) turns out to be a badly
flawed mix of uncontrolled ambition,
unfulfilled potential, and unsound judg-
ment. If you're smart, you won't buy
BC3K until — and unless — Take 2 proves
they can and will fix it

king up or dumping
n minutes or so.
15 to release a new

— Dan Bennett

[RMGAMER Finar veroicr

The intro
nimation is very
cool

Annoying

bugs; fregue

res that don’t
pquate ual, Th
ished when it shipped
Mayhe Tal
game. Until then, don’t buy it
e

an still fix
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OMETIMES,

HAVING A

Somatimes, you aiso need guts. Or a brain. Or quick

feet. Other times, you need all of the above plus

grenades, a shotgun and a matching pair

of nine millimeters. Such |s your fate

.
.

when you control Lara Croft, heroine

heartthrob of Tomb Raider

IKENESS AME THADEMANK

MUTE. MusT BE TH YEANS ON
e AEauinen

Product Information Number 131



IKE A

SWIM NEFONE

T L L L L L T T R Y

KILLER BODY .

JUST ISN’T ENOUGH. o e

Lara has her sights on a few ancient artifacts, and

she's not going to lel anything or anybody get in her way.

Alligators. Wolves. Thugs. They're all tempting fate once

in Lara's path. But hey, what's a little temptation?

Especially when everything looks this good. In the game,

we mean. Check oul Tomb Raider at www.tombraider.com.



Eradicator

Gategory. Firstperson Shooter e Tt
While Eradicator may not break new ground,
— Accolade brings a few new twists to the 3D

shooter genre that make it worth a look.

We Recommend

Pentium; Quad-
speed CD-ROM
drive; 16MB RAM;
85MB hard-drive
space

Required

486DX2/66; Double-
speed CD-ROM
drive; BMB RAM;
45MB hard-drive
space

launcher out into the enemy area to kill
everything in sight. It's a good way to
turn the odds to your favor.

The most interesting new features
in Eradicator are its third-person views,
which allows you te control your charac-
ter from an over-the-shoulder perspec-

AR R NN

all the talk about which
is better — Duke or Quake
— you may have missed
the release of Accolade’s
first-person/third-person
shooter, Eradicator. It
won't blow you away with
killer technology or stylish
humor, but it will feed
your appetite for killing.
It's a good thing
too, because killing is the
only way to survive on
loxia. An alien power
has taken control of the Citadel and has
established an ion field around loxia
and its three
moons.
Unfortunately,
those moons
hold the
galaxy’s only
supply of a
vital element
that all the
beings in the
galaxy must
have. Your job:
Penetrate the
ion shield, enter

person perspactives.

Eradjcator lets you play in first or third-

The PIP technology lets you “be” (and con-
tral) the missile you are firing.

the Citadel, and destroy the enemy
force that has taken control.

Before you begin, you must choose
which character you want to play. In an
unusual move, Eradicator lets you play as
one of three characters, all with different
motives: Dan Blaze, a mining engineer
trying to shut down the Citadel so he
can escape; Eleena Brynstaarl, a merce-
nary catwoman who will retire on the
reward she will get for destroying the
Citadel; or Kamchak, a Treydan reptilian
warrior who will do anything to bring
honor to his planet, including taking on
a suicide mission to disable the Citadel
While different characters could add a
little spice to the usual key-
hunt and shoot-"em-up
action, the reality is that
each character has basi-
cally the same abilities. You
start off with a different
weapon with each charac-
ter, but these weapons all
have the same basic fire-
power, and the characters
have nothing new in terms
of speed, agility, or health,

Eradicator tries a few
other new ideas that work

ﬂ The death dart gun will make mincemest of enemies pratty quickly.

with mixed results.
Number one, of course, is
new weapons. Ever since
Doom, game companies
have been trying to add
new life to the first-person
shooter genre by creating
more ways to kill the
enemy. Eradicator is no
exception. There are some
new weapons that are fun
for their novelty, but how
effective is a boomerang
in a fight? Not very. But
there are some effective
weapons that wreak havoc
on unsuspecting enemies
For example, fire one
weapon, and it sends a

hovering, rotating missile

tive. and picture-in-picture {(FIP) technol-
ogy. The PIP is a small screen that pops
up every time you activate a camera or
fire a contrallable mine or missile, to
show you what the object sees. You can
either watch the action in the small win-
dow or switch screens so you “become”
the object. For example, you can launch a
roving mine, switch screens 5o you “are”
the mine, and then control what the mine
does, This can be quite useful when try-
ing to stake out a room. The PIP even lets
you take control of enemy robots if you
are at certain work stations. This lets you
have the fun of playing the enemy, and
you can use the robot you are controlling
to kill enemy units.

Even with these new features,
Eradicator falls prey to a typical 3D
shooter fault: There is no freedom in
exploring each level. You have to do
things in a certain way to find a new
room or complete a level. In most cases
this is fine, when you are just wandering
around opening doors, finding keys, and
the like, but Eradicator is needlessly
aggravating by forcing you to hit
switches in three different rooms to
make it through a door in a certain
amount of time, It's all too contrived.

Like most 3D shooters these days,
Eradicator lets you face your friends in
multi-player action. You can play
against each other deathmatch style or
as teams with modem, serial, or IPX
network connections.

Despite its flaws, Eradicator will
glve you hours of gaming action, So if
you are hungry for some more killing (or
if you're tired of Duke and Quake), sink
your gaming teeth into Eradicator.

—Dean H. Renninger
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HEALLY IT S FURTHEEEST Because the only way to add more bumper-thumping thrills to Full
Tilt!™ Pinball was to explode each fable all the way up to full-screen. So now FULL TILT! 2 PINBALL
bursts on the scene with panoramic views and bonus-scoring missions that will blow your mind. And

-

t

three new high-impact tables that land you smack in the cen-
ter of the action. You'll flip for the new 3-D graphics, new ball
animations and a barrage of new sounds, not te mention good
old-fashioned table nudging. Now the
best pinball ever is bigger than ever

FULLTILT! 2 PINBALL. A
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A NEW DIMENSION IN RACING.
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OF NEW YORK IN

THE YEAR 2020 AD.

o humllu

umnwmmin .

ml«ulmhm N W Wi, Messvoml. Chetod nc el 2
':.mu- Ilumnl utll’ Inlvluna- Aefoware Cotp M ||um-.m "



EEESTEEN e it's far

Madden NFL 97

from the ultimate gridiron game

_ many had hoped for, EA’s legendary Madden

SVG

Double-speed CD-
ROM drive; Pentium;
8MB RAM; 40MB
HD space; IMB

compliant); MS-DOS
5.0 or higher; Mouse

We Recommend

Quad-speed CD-ROM
drive; Pentium
133MHz or higher;
16MB RAM; 2MB
SVGA card; 54MB HD
space; 9600 Modem;
Gamepad/joystick

Required

card (VESA

license still delivers where it counts.

AR RN NN

delivered statistical depth,

great controls, and hard-

hitting action from start to
finish. While this long awaited (and
delayed) PC version exhibits a lot of
these attractive qualities, a number of
niggling little problems chip away at
what could’ve been the best football
game around.

Don’t get the wrong idea: Whether
you choose to play a single exhibition
game or guide a team through a 17-
game season, there’s a lot of satisfying
gridiron action in Madden NFL 97. All
30 current NFL teams are here, and the

he name Madden means
different things to different
people. To some he's that lik-
able blowhard who calls the
play-by-plays during the
Sunday and Monday night
games; to others he's the guy
that takes a bus everywhere
he goes. To console fans,
he’s the guy who's signed his
name to football games that

The animations in Madden NFL 97 are outstanding, especially when you use the Instant R tea-
ture to check them out in detail. = =

inclusion of more than 70 historical and
hypothetical teams is a wonderful sur-
prise. Being a longtime (and long-suf-
fering) Minnesota Vikings fan, [ was
elated to find four classic Vikes squads
— and the chance to exact spme sweet
revenge against the lineups that had
beaten them in the Super Bowl.
Play-calling is another pleasant sur-
prise, with simple and Intuitive controls:
Pick an offensive or defensive set, choose
a specific formation from one of several
sub-sets (offense only), then select a spe-
cific play or defensive formation.
Naturally, you can call an audible at the
line of scrimmage (each team has four
offensive and defensive audibles), and
you can also change the primary recelver
{on offense) and select a player to control

Madden NFL 57 offers up a lot of high-
powered action, but only at a cost in terms
of realism. When was the last time you saw
two teams combine for nearty 1,700 yards in
rushing and passing yardage?

Even from the Sideline view, you can see all
your receivers on a passing play — crucial
if you hope to spot the open man and make
the completion.

(on defense) before the ball is snapped.

On the field, Madden NFL 97 really
shines. Unlike many football games, it's
easy 1o find a hole to guide a running
back through — assuming your offensive
line made one, of course — and regard-
less of the viewing perspective you've
selected, you're able to see all your
receivers at any given time, Player ani-
mations, created with motion-capture
technology, are outstanding: kick return-
ers bow down slightly as they catch the
ball, receivers dive to make catches, run-
ners spin and juke, defensive linemen
smash the quarterback to the ground,
and players dance and strut when they
score a touchdown.

A coach-only option lets you call the
plays and watch the action unfold, and
the General Manager feature allows you
to create and trade players in order to
keep all your rosters current with their
real-life NFL counterparts. Stats in several
important categories are kept throughout
the season for both teams and individual
players, and these can be sorted in a vari-
ety of ways to suit your needs.

There's also a Custom Playbook
feature, which means that once you've
settled on a roster, you can pick the
plays best suited to the talent you have
on hand (unfortunately, you can't draw
up your own plays). Nearly all the results
of games simulated by the computer are
completely legit, though the program
seems to rate the Raiders, Rams, Saints,
and Bears a little higher than I'd expect
{out of ten simulated seasons, the
Raiders made it to the playoffs eight
times and the Super Bowl four, winning
one) and the Packers lower (out of ten
simulated season, they turned in a .500
SEason or worse seven times, with no
injuries to key players).

You'll get a kick out of the game’s
Custom League feature, which allows
you to rebuild the league as you see fit by
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renaming teams, altering schedules, and

: so forth. Want to make the AFC confer-

ences more geographically correct? Then
: move the Indianapolis Colts to the AFC
Central and the Baltimore Ravens to the
AFC East. Want to relive the days before
the AFL/NFL merger? Change the
Ravens back to the Browns, move the
Colts back to Indianapolis, and put both
teams and the Steelers in the NFL, then
create East, West, Central, and Century
divisions for the NFL.

‘There's no denying there’s a lot to
really like about Madden NFL 97, and 'l
be the first to admit that I'm ready to play
a game anytime 1 can find time. But it's
after you've gone a few quarters that you
start seeing numerous problems in the
game — some big, some small — that
keep it from being the definitive football
sim that many were hoping it would be.

For starters, there's simply too
much scoring in games you play from
start to finish (rather than letting the
computer simulate the final score), espe-
cially if you control the players yourself,
Playing as the Minnesota Vikings, | took
on the Green Bay Packers — arguably
the best team in the league when
healthy. I lost two of the three games,
but I sure couldn’t blame it on my
offense; the losses were 73-63 and 87-69,
while my victory — in which I ran the
ball more frequently in an effort to use
up time and keep the score down — was
a mere 63-53. Warren Moon threw for
over 800 yards in all three games, and
once broke the 1.000-yard barrier (in the
same game, Chris Carter chalked up 870
vards in receptions).

Now, it could be argued that by
passing as much as [ did, I "artificially”
lengthened the game, which in turn
allowed for more scoring. But that
doesn’t explain why the Packers passed
80 much, nor does it matter: No football
sim should allow you to pass for 1,000
vards in a game, regardless of how
many times you put the ball in the air.

There are other problems in the arti-
ficial intelligence routines as well. Given a
decent quarterback, you can rest assured
of making a first down on fourth-and-
long about nine times out of ten — just
pass the ball to your hot receiver.
Computer-controlled defenses are much
too vulnerable to certain plays. such as a
pass to a running back breaking up the
middle. Wide receivers are always caught
by defensive backs, even if they catch the
ball on the run and the DB is ten yards
behind him. The box copy boasts of “10
Real NFL penalties.” but in the many
hours I spent with the game, all | ever
saw were pass interference calls — and
they were few and very far between.

But wait — there’s more, When
playing an NFL season, it appears you
must adjust the weather manually to
reflect reality, because in three season-
ending games at Green Bay the temper-
ature was 75, 85, and in the mid-sixties

There's plenty of attention to little details in Madden, from the endzone emblems and the jersey colors to

the accurate player numbers and names.

The inclusion of more than 70 historical and
hypothetical teams gives Madden NFL 97
excellont replay value. Too bad there appar-
antly wasn't enough room to include the names
of the players on the historical teams — or the
All-Time All-Madden Team, for that matter.

— hardly what you'd expect from one of
the most brutal cold-weather stadiums
in the league. Statistics are tracked
throughout the season, but dedicated
fans will notice the omission of key stats
such as yards per pass attempt, yards
per completion (both made on offense
and allowed on defense), red-zone scor-
ing efficiency, QB ratings, points off
turnovers, and yards per rush allowed
on defense, to name a few.

You can't pause the game unless
the ball is dead; the program has prob-
lems recognizing the All-Madden Team
{Pat Summerall kept calling them Green
Bay when [ played them as the Vikings);
the play-by-play commentary is plagued
with long pauses (“pass thrown by...
Favre"); the video clips at the start of
Season games are too generic to offer
any real insight; Leslie Visser's injury
reports sometimes conflict with the text
report you see onscreen; and created
players are all the same height (six feet).

Last but not least is the question of
Joystick/gamepad support. The game

only supports two Joystick/gamepad but-
tons; the same button is used for speed
burst, spins and jukes, and high-step-
ping into the endzone — and | once had
the ball stripped as 1 tried to get a burst
of speed to reach the endzone because
the player began high-stepping instead.
And the button that's supposed to
switch you to the player closest to the
intended receiver switches you to the
player closest to the spot where the ball
will land — which in turn usually leads
you to guiding a safety away from the
receiver because you were pushing up
on the directional pad in an effort to
make the play as cornerback.

None of these problems in and of
itself is devastating, and even taken
together theyre not enough to drag an
exciting game like Madden NFL 57 into
the mediocrity zone. Still, they do make
what could have been an Editors’
Choice winner merely a good game. As
I said before, 1l play a game of Madden
NFL 87 just about any time | can get a
chance, even if I do have to score 63
points to win against a good team. But
whether or not Madden NFL 97 will
leave you happy depends on how much
realism you expect in a game — and this
is one instance where only you can
make the call.

— Stephen Poole :
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THE EXPLOSIVE

NEW STRATEGY GAME
FROM THE CRERTORS
OF MILLION-SELLER
COMMAND & CONQUER

7 AT L R

el ond e

Two CDs-one for you and one
to lend to your favorite victim

Create and trade battle maps with
new terrain editor

Three game difficulty settings
Dozens of close-ups and action movies
Internet access tonight!* Play against

competitors across the world with
Westwood Chat**

*Windows *95 version only
**Requires existing Internet access

Available now for
Windows 95 & DOS CD-ROM

T u D I (o] =
www. westwood.com



“4 out of 4 Stars!” “Run out and get this disk!”

~Games Magazine
—New York Daily News e

“A Puzzle-meister’s delight!”
~Computer Gaming World

Everybody's raving about the best-selling Smart Games Challenge 1™ It's fun for
your brain, not your trigger finger. Now available for both MAC and PC, it features
over 300 games that stretch your mind. From wordplay wonders and strategy
sticklers to perception puzzlers, Smart Games Challenge 1 is brain-powered fun!

New! Smart Games Word Puzzles 7" gives you even more ways to play with
your brainl Four mind-bending puzzle categories, with hundreds of levels of
brain-busting fun. Word Hunter treks through time, literature, sports, and movies
as it reinvents word-searching puzzles for the computer age. Crossed Words is
a wild new species of word game— you not only solve the puzzle, you actually
create it! Scanagrams pits you against the cleverest, funniest anagrams ever. With

g Word Meft you morph one word into another word by strategically changing one,
mart Games d‘m:ur out of the two, three, or more letters at a time. Let the fun begini
Move 1 i
fz::.n;$ 1t's o real ﬁ"ﬂr‘m"mnq
mind-bender!

5“,“6""" Puzzies 1
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We Recommend

Quad-speed
CD-ROM drive;
Pentium; 16MB
RAM; Supported
sound card;
14.4Kbps modem

Double-speed
CD-ROM drive;
4860X2/66; BMB
RAM; MS-DOS 6.2
or higher; Super
VGA; 55MB hard-
drive space; Mouse

REVIEWS
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fter being plagued by
doubtful release dates and
numercus development set-
backs, it almost appeared
that this day would never
come. But Syndicate Wars
has arrived, and computer
gamers can finally lay their
hands on an honest-to-God
sequel to the classic

Syndicate, one of the corner-

stone titles (along with

Populous) that pushed

Bullfrog into the ranks of
gamedom’s superstar developers. And
while this sequel isn’t the earth-shatter-
ing tour-de-force that many may have
hoped for, it's a worthy addition to the
PC’s most notorious crime family, deliv-
ering even more of the wonderfully
bloody, violent, and sinister real-time
strategy action of the original.

Set in a grim future where evil cor-

d for autharity, these acol

from the Church

With their freewheeling doctri I

nimEpn:hpnplruhuicknmmMmh'blminganlicnhmmrhmnmulinnﬁu:u

porations have usurped control from
world governments — and market share
is determined by brute force — Syndicate
Wars appeals to the dark side of gamers
It puts you in control of a team of cyber-
netic henchmen who blast. burn, and
shoot their way through futuristic cities to
crush your rivals, terrorize the general
populace, and achieve a new world order
The story picks up just after the
EuroCorp syndicate from the original
game has achieved a stranglehold on the
world’s economy. As you enter the game,
rival corporations are virtually nonexis-
tent, and minor uprisings amid the
waorld’s population seem to be the only
threat to a long and prosperous reign of
terror for EuroCorp. But a new adversary
— The Church of the New Epoch —
threatens to throw a monkey wrench into
EuroCorp’s totalitarian designs by

take to the streets in your quest for world domination.

1 Purple-haired punks and wild-eyed radicals are just some of the new enemies you'll face as you

Wars' |rlpt5u may not appeal to fans of the
original game's high-res beauty. But don’t let
looks deceive you; it's a blast to play.

destroying the Utopia chip (a computer
implant that keeps citizens in line) and
overthrowing regional syndicate forces.
As the game progresses, the EuroCorp
syndicate finds itself embroiled in an all-
out struggle for survival as the Church
successfully lays waste to the syndicate’s
technology centers and develops new
weaponry of its own.

‘While this new theme makes for a
more dynamic plot. there's some real
benefit to gameplay as well. In an inter-
esting twist on the original game’s bad-
guy formula, you'll be able to play out the

A new nemesis has arisen in the dark, futuris-
tic world of Syndicate; Tha Church of the New
Epoch is a radical organization dedicated to
annihilating the control of the syndicates.
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FEROCIOUS
FIREPOWER

Whero the original Syndicare gave us all the
tools a modem day terrorist could ever wan,
Syndicate Wars reaches for sew heights in
personnl destruction with an aray of weapons
that explore the deadly ant of global conquest.
Heri are o few of our favorites:

RAZOR WIRE

Old-fashioned razor-wire finds a place in
Syndicate Wars as a nearly invisible anti-
personnel device that can slice and dice unsus-
pecting adversaries. Great for laying traps in
heated multi-player battles and against throngs
of misguided miscreants. It's not just for correc-
tional facilities and junkyards anymore!

ELECTRON MACE

This devastating weapon emits a highly
charged field of electricity that wraps its
victim in 10,000-volt fingers of death.

CERBERUS IFF

In the search for a no-fuss, no-muss localized
detense system, syndicate scientists have
developed the Carberus IFF, a lightweigh
portable sentry system equipped with a power-
ful laser turret. Simply drop the IFF outside an
enemy’s headquarters and watch the fur fiy!

CLONE SHIELD

With this handy personal shield, your agents
can enjoy complete anonymity among the

less, faceless masses by ing the
identity of the general populace. Only your
barber knows for sure!

NUCLEAR GRENADE

Syndicate tech labs have tapped into the
power of the atom for this localized nuclesr
device. When properly placed, this highly
explosive toy can level entire buildings,
sweep vast stretches of cityscape clean of
rival interferance, or provide a blinding flash
in one swift strike.

PLASMA LANCE

Ah, the plasma lance! With this devastating
weapon, you'll be able to roast your victims in
a blinding flash of white-hot plasma from half a
block away as you grip its cool-to-the-touch
exterior and marvel ot its sleek design. It's
what all the best-dressed cyborgs are carrying.

game as either the EuroCorp syndicate or
The Church of the New Epoch in two
separate campaigns with different
weapons, objectives. and motives. And
with the game’s built-in multi-player
options, you'll be able to challenge human
rivals via modem or local-area network,
Whether you choose ta play as the
evil corporate empire or the radical
Church, fans of the original will find
there’s a lot to like — and a few things to
grumble about — in this revamp of the
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1] d bounds in Synd Wars, thanks to a wide renge of weapons, and buildings that
can come tumbling down like a house of cards.

old master. For starters, Bullfrog has
shifted from the fixed isometric perspec-
tive and clean, Super VGA bit-mapped
cities and units of the original. opting
instead for a fully polygonal 3D world
where the player is free to zoom in,
rotate, and tilt the environment o get the
best view on the action. In comparison to
the original’s crisp character sprites and
brightly-lighted cities, this new enviran-
ment is downright ugly — especially in
standard 320x200 mode, with jagged.
unrefined polygonal characters, grainy
textures, and an extremely dark look that
makes Blade Runner look like a cheerful
Disney flick. The graphics improve sub-
stantially when you crank up the resolu-
tion to the optional 640x480 Super VGA
mode, but on anything less than a
166MHz Pentium, the game is simply too
sluggish to be playable,

Still, as initially uninspiring as these
new graphics are, the gameplay’s the
thing, and despite grumbles over the new
look, this new environment proves to be
more interactive and fluid than the origi-
nal’s, with dynamic lighting and environ-
mental effects, fully interactive structures
(you can blow up entire buildings. and
everything you shoot shows damage),
and sprawling mission areas that require
real strategy to navigate.

The original game’s simple, mouse-
driven interface returns with few changes
(it didn’t really need any) aside from the
new keyboard commands that control the
zoom, tilt, and rotation of the environ-
ment. Once you've warmed to the con-
cept of rotating the environment and
zooming in and out of the action,
Syndicate Wars delivers a bone-crunch-
ing. lead-slinging good time. With an
array of new weapons that includes
nuclear grenades and high-explosive
charges, youTll be treated to screen-filling
explosions, collapsing buildings and
chaos in the streets as your agents run
amok. And while the new gadgets are a
treat {see sidebar), fans of the original
game will be happy to hear that their old
favorites have made the transition to this
new environment as well. The awe-inspir
ing flamers, mini-guns, and long range

Your agents don't always have to hoof it; they can
commandeer vehicles to use for their deadly purposes.

rifles still demand the lion's share of
respect on this high-tech battlefield.

If there is a gripe to be made about
Syndicate Wars (other than the chunky
graphics, of course] it's the lack of any
real mission variety, Throughout the
game, you'll perform essentially the same
three missions: kill everything; capture
someone; or kill everything and capture
someone. While the difficulty is stepped
up to a frantic pace early on, the limited
nature of the missions makes an other-
wise thrilling experience a bit repetitive.

Whether you intend to delve deeply
into the plot or just want to live vicari-
ously through your agents as you blast
your way through every mission,
Syndicate Wars is top-notch entertain-
ment that delivers an exciting mix of
down-and-dirty, real-time action and
cyberpunk-style thrills. It may not be
pretty, and it may not be nice, but it's a
bloody good time.,

—Todd Vaughn
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NUVISION 3-D SPEX.
LIKE STEREQ

This is 3D like it'’s meant to be: Engrossing. Eye-blasting. And amazingly affordable.
3-D SPEX give you all the realism that serious gamers crave. These high performance
glasses deliver high resolution 3D graphics with super clarity and sharpness. Their depth
cues enhance your competitive edge. All for the suggested selling price of just $99.95
with three games, including Descent™Il: Destination Quartzon from Interplay™
Whiplash™ by Interplay/Gremlin, and Slipstream 5000™ by Gremlin.
Open your eyes to the real thing in 3D: visit
http://www.nuvision3d.com. And while you're there,
don’t miss our “free stuff” section that always
gives you some way to score something cool.
Call 1-800-920-9327 for the retailer near you.




Infense Underwater Action . . . Better Hold \'le

HACHIM

#» Stunning Hi-color. Hi-res

granhpir:s with 65,000 colors
/~ Rtmospheric sbrround sound
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Required
486/66; Double-
speed CD-ROM

drive; BMB RAM;
SVGA; Mouse

Pentium; 16MB

sound card

RAM; Supported

There's plenty of action and lots of
explosions in Bedlam, but not enough variety

to create a substantial action game.

Controlling your units is easy:
use the left mouse button to run to a
spot on the screen and the right
button to shoot, similar to
Syndicate. You choose different
weapons with the number keys (and
in a nice touch, you can select more
than one weapon to fire off at a
time), and use the first three func-
tion keys 1o switch between your

LR N NN N

hanks to the success of
games like Crusader; No
Remorse and Syndicate, pure
action games are beginning
to show signs of a resur-
gence, with levels of game-
play and challenge compara-
ble to the current crop of
first-person shooters. Bedlam
is the latest title to shake the
shadow of Quake and Duke
and strive out on its own
with an isometric perspec-
tive, action-packed violence,
and explosions galore. But a number of
minor flaws show that the despite the
advances, the genre still has a way to go
before it can claim the action crown.
Sometime in the future, horrible
monsters called Biomex have taken
over human installations, and it's your
job to clear them out. You're in com-
mand of a three-man R.AT. (Remote
Assault Tank) team, and you're dropped
into each of the game’s 25 missions
where you must fight your way through
danger-filled levels, destroy your target
objectives, and then find your way ta
the extraction point.

the deactivation switch.

In order to advance beyond the electric fences, you must find

R.A.T. units.

Like Crusader; No Remorse, almost
everything on the screen will blow up,
and the explosions and destruction are
quite satisfying, Your R.A.T is about the
size of a small truck, and the map s
refreshingly large, so there's plenty of
places to wander about and explore.

To get extracted, you must find a
reddish beacon somewhere on the base,
where the dropship can retrieve you,
It’s unclear why a ship that can drop
you off in a different part of the base
can only pick you up at the beacon, or
why the Biomex have conveniently left
these beacons in each of their bases.

To get to a beacon, as well as to
your various destinations, you must
activate a large number of entrance
switches and elevators to find the
objects that deactivate the electric
fences. These various triggers are scat
tered all over the map, so you'll be
forced to wander to one side, set off a
switch, then go all the way back to the
other side of the map and see if you can
{ind the lowered platform, deactivated
fence, or whatever. When you do trig-
ger a new fence or platform, a brief box
will display the event. but it doesn’t
mark it on your map, and it can often
be hard to find that location. And some-
times it still won't be acces-
sible, as there may be
another switch or trigger
pad you need to activate to
get there,

And this is the biggest
problem with the game.
This sort of aimless wander-
ing back and forth looking
for switches and doors is no
fun, To make matters worse,
the monsters respawn at an
alarming rate, even on the
easiest difficulty setting.
Although this was probably
done to maintain a continu-
ous challenge while you're
going back and forth
looking for switches, it's
really quite annoying 1o
have to clear a pack of bad

Multi-layered structures create the illusion
of a 30 environment.

ﬂ The destroyed aliens are a gruesome sight.

guys you have already destroyed.

The enemies are really easy to kill,
most of them going down in a shot or
two, and your own R.AT. troops
require a lot of damage to destroy. 5o
killing the bad guys is not as much of a
challenge as is conserving your ammo
or finding the trigger switches. This
unbalances the game, putting less
emphasis on the action and more on
searches, This imbalance, combined
with the sprawling key-hunt levels,
makes Bedlam less fun that it should be.

— Jason Bates

ch-hunts,

onahly workmanlike
eflort with some drawback
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Sega’s latest coin-op conversion provides

plenty of fast thrills for trigger-happy gamers,
but not much in the way of lasting value.

Required We Re:ammend
486DX; Windows 95; | Pentium 100 or

Double-speed higher; Quad-speed
CD-ROM drive; 8MB | CD-ROM drive;
RAM; Mouse 16MB RAM; SVGA

nown to arcade fans as
Virtua Cop but re-named
Virtua Squad for the PC
release due to internal
wrangling at Seqga, this is
nothing new on the face
of it — another by-the- .
numbers gun game makes GHHERIUER GREDN 1 20
the transition from coin =

gobbier to home system.

Like gun-based coin- -0pS, Automatic crosshairs point out your targets as they draw a bead on you, but it's up to you to do the
this port was .1In:.1d\, gu:nﬂ aiming. With so much frantic gunfire, you'll have to get into the habit of reloading often.
tosafferisthatvanalation: ; o ————-—————————
by losing the control baddies who pop up along your prede- puter or with two linked) enhances the
method that made it fun in the arcades fined path. There's nothing here to sur- fun. But ultimately, this game isn’t going
(well, do you know anyone who has a prise anyone who's plaved this type of to last long unless your entertainment
lightgun for their PC?), leaving home game before, with the obligatory array threshold is spectacularly shallow and
players to struggle with joypad, key- of baddies, rocket-toting end-of-level you never get bored of blowing away the
board or mouse — the latter being the bosses, collectible weapons, and inno- same bad guys. There's a separate target
best of the three, but still no match for a cent bystanders who mustn’t be shot — range section that sets progressively
gun. But unscalable problems aside, no matter what the temptation. Ammu- tougher time trials against moving card-
Sega has done a surprisingly m1pr sssive nition is unlimited (a doubie jab of but- board targets and provides some extra
job of converting Virtua Cop — it's as ton two replaces shooting off the screen longevity, particularly if you've gota
fast, fluid, and frenetic as it ever was in to reload) but health is not, and you'll friend around to play against.
the arcades. and technically it's virtually find yourself going through lives real A damn fine conversion; then, of a
arcade-perfect if you have a machine fast quick on the tougher levels — thankfully, game that wasn't really crying out for
enough to run it at the top detail level. you can pump yourself full of extra cred- conversion — the whole thing is some-
The action breaks down into three its on the options screen, what sanitized and the fun diluted with-
zones of varying difficulty, with you Despite the high body count, there's out that vibrating plastic pistol in your
given the task of blasting your way no blood — baddies just flicker away hand. That said, the graphics really are
through the armies of Tarantino-dressed gorelessly when shot (although there's a remarkable, and if you're flush enough
“bullseye” bonus for scoring a head to treat yourself to a luxury purchase,
shot) so this is fine for kids — a this can be a great way to let off a bit of
good thing. too since something steam after you've been staring at your
tells me this title is likely to attract spreadsheet for too long. Works for me.
far more younger gamers than — Gary Whitta

adults. And there are plenty of neat
touches — the high-tech automatic
crosshairs give you an at-a-glance
display of which baddies are the
most immediate threats to help you
prioritize targets (that said, if you're
like me, you'll just blast anything
that moves), The path you take
sometimes takes surprising devia-
tions to catch the player off guard.

1 The second fovel takes place in this baddie-infested junkyard, YO\ !l have fun and be on the edge
of

and there's no sh and other ¥ gun- :.:1' ;’;&:r;ﬂa‘: fnr‘a:_ lt)nig as you 1p].:;y
toting types to consign to the great scrap heap in the llq- v of course simultaneous two

player action (either on one com- R ¢ ¢ vt e snenenne
H FCGRNER January 1937
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Required
Pentium; Wing5;
Double-speed
CD-ROM drive;
16MB RAM; 5SMB

We Recommend
Supported sound
card; 100MB hard-
drive space;
Modem

game that drives real-time fantasy

strategy to an exciting new level.

pacing that lifts it above
an action title and presents
a game world that is sub-
stantially more fleshed out
and interesting than any
yet seen,

War Wind is set on the
world of Yavaun, ruled by
the imperialistic Tha'Roon
for 1,000 years. Two other
races, the Eaggra and the
Obblinox, are under
Tha'Roon control, while a
third, the Shama’li, remain
unconquered. The Eaggra
are a plant-like race charac-
terized by their large num-
bers and good building
skills, while the Obblinox
are a tough warrior race 1

hard-drive space;
mouse; 2MB Super
VGA video card

et’s get this out of the way
right now: War Wind is,
quite obviously, inspired
by WarCraft Il. Some might
call it a rip-off, but it's no
more a rip-off of WarCraft
than WarCraft is of
Warhammer, so...

Having said that, I risk
heresy by also saying | per-
sonally like War Wind better
than any of the other real-
time strategy games,
WarCraft [ included. It

has many of the same slements that
made those titles fun, but it also has
deeper strategy gameplay and different

The right mouse button opens the multiple menus that con-
trol the functions of each unit, as with this scrub, who
should be fighting rather than building.

that functions as the strong
arm of the Tha'Roon empire.
The mystical Shama'Li
remains an unconguered race, keeping
their distance and cultivating their
ancient runes and magical knowledge.
The Tha'Roon soon find themselves
challenged by a revolt of the Eaggra.
These industrious plants begin by strik-
ing at the Obblinex, who at first fight

back, but eventually also decide to revolt.
The Shama'Li try to remains neutral, but
are inevitably drawn into the war.

You can start War Wind as any of
the four races in four distinct campaigns,
each with seven scenarios linked by
some [ntrigue and plot twists. Each race
faces different challenges that exploit the
special abilities and weakness of their
kind, The Obblinox try to suppress the
budding revolt but eventually join it
while the Eaggra need to gain their inde-
pendence. The Tha'Roon have to fight all
the races for themselves, and the
Shama’Li just try to protect their ancient
sites from destruction and even save
members of another race. Four-way
brawls are completely possible.

War Wind has familiar controls:
select a unit or units, tell them where to
go. and tell them to fight, all in real-time
and much like WarCraft Il. Where it's
different is in the diversity of units and
structures and the pacing. The variety of
buildings you can construct is greater,
and many of these buildings may be
used to study different technology
classes in order to upgrade units and
create new units. You can build a better
army by studying in areas related to war,
magic, and “bio-upgrades.”

The resources for these projects
come from worker units that harvest
resources from trees and other sources,
such as the “slag” left behind when an
enemy dies. These resources can be used
to create buildings; build. upgrade, and
repair units; study new bio-upgrades
and spells; or raise the general “influ-
ence” or the leader in order to help sol-

| Several heroes join the battle against the plantlike Eaggra, who have sealed off their walled enclave.
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This Shama‘Li complex is protected by offen-
sive fencing, which takes a bite out of any-
one who attempts to pass through.

diers fight better and researchers study
new topics. Managing these resources i
a little trickier than with similar games.
since in sev: scenarios they're finite
you must make a choice between more
units or better upgrades

The unit types, levels, and bio-
upgrades all set War Wind apart from
the competition. Rather than having dis-
posable grunts, War Wind encourages
you o invest time and money in
“improved” units, with new skills or
spells, and better efficiency in battle
Each unit can be equipped with a num
ber of bio-upgrades to enhance such
abilities as stealth, armor, speed,
and on. For example, you
rade the stealth of a unit until it's
invisible, but an opponent could also
upgrade their units’ vision to the point
where they can see an invisible army.
There are a lot of nuances to creatir
good army, and it means more since you
can save prized units in a “Hall of
Heroes.” carrying a core army from sce
nario to scenario. Choosing the right
units for the Hall and then the right ones
for each battle (sometimes you can only

CHn upgr

bring a few prize units into a given sce
nario} is crucial to winning.
All the rest of the expected flour-

maces are throwing everything they have at each other.

1 One of the four-way free-lor-alls that makes War Wind unique: all the

The overlords of Yavaun, they are
in danger of losing control of

their servitor races through revo
Tution. This reptilian race has
many of the advantages, such as strong units,
wealth, and good vill i 5t
consume more to build their units a
tures, and since they are unac
doing things for themselv

tomed to
w to build

SPECIAL UNITS:
Jump Troops can Hy short distances and
good arm and comb: i

rate highest in stealth and are
strong fighters.

The military arm of the Tha'roon,
these strong, well-equipped sol-
diers starl the game helping put
down the revolution, Soon they
have dreams of their own independence.

SPECIAL UNITS:

Colossus is part Obblinox, part tank, and
an unstoppable force

Bikers are light calvary, f:
on their motorcyc

Agents are invisible, resilient spies

ishes are also included in War Wingd:
map and scenario creator, head-to-head
P ttractive cut scenes, and a good
score and sound effects. A number of
other elements also raise the level of
War Wind above that of a WarCraft II
knock-off. The countless “neutral” mon
oaming the cou je can be a
huge factor in play, as they chip at your
army and wreck buildings, adding a new
twist to the challenge. A complex spell-
set can be developed, and indeed must
be for victory in certal issions. Plus,
the world itself is very alive and well
developed, with an interplay between
the races that works like a charm.

There are a few complaints to tem
per the raves. Army Al is sometimes
spotty, with some units not striking ene-

- 25 in clear range

st

ered and complex
(which is good), but
not always

xplained clearly
(which is bad). The
pacing is much
more deliberate
than the furious
blood-letting of
WCiHl or C&C, and
can often stop dead
as you regroup and
re ch a crucial
spell or perform a
non-combat mission
requirement. | found
plus. Others

ignorant
Yavaun. They are not

re plentiful, have th
construction, and can mov
without penalt y must overwhelm
with numbers.

ally long rang

by manipulating the

eed protection and help
i their ¢ me
ly protect their

Elementals not only have the
magical attac
any Shama'Li

In between games you can view the next
missions, save and load, and view The Hall
aof Heroes using the icons at the bottom that
represents your core army.

sophisticated level than the usual real
time brain splatting. It's clearly working
within the well-established genre set
forth by WarCraft Il and Command &
Conguer, but instead of merely disap
pearing Into the fray as a carbon copy
War Wind takes it to the next step, wi
style, playability, and depth

— T. Liam McDonald
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ach to real
gy gam-
ing. with complex
units and a rich
hackground

me goals are not clearly defined
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t to move on
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PATIENT 33-8: Received multiple
treatments for injuries sustained
while participating in “Rocket War?
Reconstructive surgery corrected most
facial bom deastroyed by repeated
encounters with rockets, cement walls
and pylons. Skin grafts from buttocks
region replaced epidermal tissus
burned off by jet sxhaust.

PATIENT 4-0: Treated for severs
lacerations received when he was
knocked off his rocket by competitor's

cable while "Hocket Racing! Rhinoplasty
and ear reconstruction were also

necessary, as patient's face was mmashed
ropeatedly against the ground and walls
whils traveling in excesa of 100 mph.

=

‘ FATIENT 38-B: Treated for massive head
trauma suffered after ramming his
rocket into an exploding ball while playing
“Rocket Ballrf The accident completely
welded his eye sockets sbut and tore 50%
of the akin off his face. Needless to
say, this was no ordinary “1ift and tuck?

CKETS AND

Product Information Number 282

Win

¥ and the ket et narks of Rocket Sc 8K



Circle of Blood
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In a time of eerie silence in the graphic
adventure genre, Virgin‘s Circle of Blood

carries the torch for a new generation.

4860X2/66; Double-
speed CD-ROM
drive; 8MB RAM;
30MB hard-drive
space; SVGA;
Mouse

Pentium; Quad-
speed CD-ROM
drive; Supported
sound card

ust when it seemed tradi-
tinnal graphic adventures
were going the way of the
afro and bell-bottom jeans,
we've see a recent resur-
gence in the genre with
Toonstruck, Sherlock
Huolmes, and even Leisure
Suit Larry, bringing back the
excitement of narrow
escapes, gathering unrelated
objects to solve puzzles, and
studio quality animation to
the PC screen. Virgin's
Circle of Blood is among the best of this

renaissance, with its thrilling blend of

quality puzzling, sumptuous graphics,
and intelligent story line.

Like classic adventures of the past,
Circle of Blood bullds a convincing story
from diverse elements and lays interest-
ing groundwaork for exploration, puz-
zling, and surprise. The game starts with
a scene of a quaint Parisian cafe as the

When you run into the assassin for the first time, it'll take some quick thinking to get out of your
predicament. And to think you got into all this mess because of a clown...

main character, George Stobbart, flirts
harmlessly with an attractive waitress,
and an old man walks in with a briefcase.
An obnoxious clown saunters into the
cafe with an accordion, snags the brief-
case, and leaves his accordion behind,

which explodes, killing the old man and
destroying the cafe. George, unharmed
but shaken by the explosion, starts look-
ing for clues to the bombing, the death of
the old man, and the identity of the
clown, The trail leads him to the mysteri-
ous Knights Templar — a medieval sect
believed to be the protectors of the Holy
Grail — and the location of their secret
treasure, still missing after centuries.

As you progress through the game
you'll grow ever-closer to this mysteri-
ous sect and face countless dangers as
you talk to deceitful characters, test your
wits against ingenious puzzles and
explore strange new locations. Thank-
fully, getting around in Circle of Blood is
a breeze because of the fairly standard
graphic adventure interface, The mouse
icon changes to indicate any hotspots or
areas of interest, and a right-click of the
mouse will deliver information, while a
left-click performs an appropriate
action. Even with the no-fault nature of
the interface, the puzzles are surpris-
ingly inventive and challenging.

1 Here's our hero, George Stobbart, wearing the

expression that crosses his face most often.

This is an example of a “mine-sweep”
puzzle. You'll need to find that hole right in
front of George that looks just like all the
other holes on the wall.

However, some require a specific loca-
tion to activate, and thus some puzzies
become a mine-sweeping exercise
you have to move the cursor every
where to make sure you're not missing a
hot-spot only a few pixels wide,
Conversations with other charac-
ters are carried out by selecting topics
or choosing an item to ask about. The
method is simple enough. but some-
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The accordion the clown leaves behind is
not funny, nor is the sound it makes pleasing.

what limiting. Although you can always
ask about any object you're carrying,
you can only ask about topics presented
to you, rather than choosing exactly
what you want to say. You may not
need to ask the assassin hunting you
about an old lady you met in a hotel,
but it would be nice if you could.

Visually, the game is stunning. The
animated graphics are crisp and clear,
and the artwork is simply beautiful. At
the highest setting. the back-
ground and foreground scroll
separately, delivering a sense of
depth you don’t see in many
graphic adventures. For slower
machines, you can turn this off,
but it won't make a huge differ-
ence in speed. Even the atmos-
phere of each of the areas you
explore, such as Spain, Paris,
Ireland, and Syria, fit the locale:
in Paris you hear the constant
noise of the roads and highways,
whereas Syria is draped in car-
pets and merchandise, with ven-
dors constantly clamoring in the
background.

But despite all the wonder-
ful touches that make the game
look and feel jike a big-budget

characters during his travels — even a goat

George meets all sorts of interesting
with a bad attitude,

Disney epic. the weakest part of the
game is the voice acting, which saps
some of the excitement, Although the
actor portraying the main character
does a good job, the other characters
are a bit lacking. Some of the accents
are just plain awful, as is the case with
Sergeant Moue. It wouldn't be so bad if
it was infrequent in the game, but many
of the characters are so completely off

1 Syria is full of vendors, clever children, and tacky tourists.

mdimmumwf&nmhﬂ
1o the flower vendor to get into the building. While
talking to Nico, show her the material, and take the
photograph she gives you. Show her the nose, and
then go and show the photograph to the man in the
costume shop, Ask him about the clown, and make
sare you get the hand buzrer as you leave. Call the
tailor and ask him about Khan,

Go to the Hotel and talk to the lady playing
the piano, Show her the picture. Try to get the key
near the front desk, and then talk to the woman at

manuscript a Nico's apartment. Ask
her about it, ﬂhnhmm
the tripod, leave the museum, and then you can
catch the flight to Ireland. From here on in, you're
on your own,

the mark — and, at times, so annoying
— that you'll probably switch the text
subtities on and turn the speech off.

As a whole, though, Circle of
Blood Is a fun graphic adventure. The
story is compelling, the puzzles are var-
ied, and the interface becomes second
nature very quickly, Aside from only a
few shortcomings, it's an entertaining
game that may not blow everyone
away, but if you're a traditional adven-
ture fan that yearns for the days of old,
it'’s an adventure you can rely on.

— Mike Wolf
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f5sassin 2015

Required
Windows 95; Quad-
speed CO-ROM
drive; 486DX/66;
16MB RAM; 50M

We Recommend

Pentium; Supported
sound card

hard-drive space;
Mouse

E
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With first-person games back in fashion, me-

too games are coming out of the woodworlc —

and Assassin leads the charge of mediocrity.

LR N NN

here are few things more dis-
appointing than suffering
through a game only to real-
ize you've been here and
done that so many times
belore, only better — much.
much, better
That's the case with

Inscape’s Assassin 2015,
another in a long line of first-
person shooters that leaves
fun and innovation behind in
the blind rush to jump on the
bandwagon. In comparison

‘s kings of the first-person

sin is-a dinosaur of prehis-

toric proportions, with dated graphics.
limiting controls, and lethargic game-
play. Instead of the wealth of control
options you'd find in Terminator: Fulure
Shock, Duke Nukem 3D, or Quake, you

Most of the action takes place in narrow
hallways and catwalks where you do pretty
much the same song and dance 1o move on
to the next scene.

1 Assassin relies beavily on the 30 animated cut-scenes,

which, as you can see here, are quite stunning,

Your final opponent, The Stalker, is too much of &
badass to take head-on. You have to find a different
solution to getting past him, and no, you can't out
smart him like Captain Kirk.

You get constant updates on your position
from your partner, Jett Jones, whose voice is
oy sress Ade Bach

p

won't be able to look up or down,
crouch, or jump in Assassin, As you
explore the drab environments, there are
no goodies to pick up, no secret areas to
explore, and none of the nail-biting
excitement that good first-person games
are known for.

The game begins the basic way:
You're at a starting point, you have a
weapon, and you must get to the end
level. But instead of a thrilling array of
wedapons to deal death on your enemies,
the only weapon you have is a machine
gun equipped with a rocket launcher.
You don’t need ammo, you don’t need to
aim (targeting is handied for you), and
the gun will always fire unless it gets too
hot from over-use — it just needs to cool
down for a few seconds.

During your mission you receive
radio messages from your partner, Jett
Jones, who's waiting for you at the end
point in a helicopter. Adrienne
Barbeau, veteran actress of such films
as Swamp Thing and Escape from New
York, pravides Jeit's voice. She guides
you through your mission, tefling you
which direction to turn and what to
Inok out for. Even if vou don’t need to
know where you've been, or where
you're going, or how to get there,
you're led by the nose from the start of
the game to the end level.

Instead of picking up armor
bonuses or health kits, you have a
shield that depletes when you're
being hit and regenerates when
you're not. If you take enough hits to
wear down the shield, you have a
main health meter that begins 1o
chip away but doesn’t regenerate. |
thought this was a decent way of
handling health without the need to
scavenge armor and health kits. The
odd thing about it was, you don't
really have much fear of getting
killed. If vou die, you can hit & con-
tinue button and start off at {or close
to) your last location, with full heaith
---------- and shields.

Throughout the mission, you're
faced with enemy units that come in the
form of armor-clad warriors, hovering
drones. or mechanized robots, The most
pesky unit is the hovering drone, which
seems to pop out of nowhere at times, The
other units are pretty easy to avoid if your
shields get depleted and need time to
recharge. While the regular cast of bad-
guys is a breeze to blow through, the most
infuriating portion is during the final con-
frontation with the end-level baddy,
where you can shoot all you want but you
can't inflict any damage. Instead of blast-
ing this boss robot until you've destroyed
it, you have to solve a lame puzzle and
escape without even firing a shot.

But the most troubling aspect of
the entire game is how quickly it's over.
A couple of straight hours of should see
you through it. Maybe it's because of
the ability to continue the game right
around the point where you die. Maybe
it's the not-so-tough enemies. Maybe
it's because you don't have to spend
time pushing walls in search of secret
places, or maybe it's because the game
really isn't fun, so you rush through it.
Maybe it's because Adrienne Barbeau
guides you so well. Whatever it is, it's
not much of a game.

— Joseph Novicki
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anartered sfeel

The complexity and depth of typical ‘Mech
sims talkes a back seat to down-and-dirty ‘bot

blasting action in this enjoyable action game.

Double-speed
CD-ROM drive;
486/66; BMB RAN;
25MB hard-drive
space; Mouse

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

EarthSiege Il by
cutting straight
to the chase
Pure action dom-
inates every twist
and turn in the
game, and move-
ment is best han-
died by a mouse/
keyboard combi-

inally, we get a mech combat
game where we don’t have
to worry about overly com-
plex controls and astronomi
cal system requirements, and
cut right to the heart of the
matter — because, after all,
there’s nothing any red-
blooded American loves
more than cracking open a
can of suds, hopping in a
giant robot armed to the
teeth with death-dealing
nuclear weapons, and blast-
ing the living snot out of some phlegm-
sucking alien invaders who think they
can take over our planet. Shattered Steel
is a superb title that delivers the righ-
teous ‘bot-blasting goods of elaborate
mech sims like MechWarrior 2 and
EarthSiege Il with arcade simplicity.

In Shattered Steel, your mining
base on Hydra IV has been host to a
slew of invasions from insect-like robots
who seem intent on conquering the
planet and ripping off its natural
respurces. Since you possess a big
‘mech and are merely a tool of some
large industrial corporation, you are
sent in to squash the invasion and per-
form reconnaissance and base defense.

While the premise is standard
shoot-"em-up fodder, Shattered Steel sets
itself apart from the complex story-
driven missions of MechWarrior 2 or

T Check out the “Shiva™ bot — this is one bad

mother that you'll want to have on your side.

nation; the arrow
keys control the
movement of your
mech, while the
mouse rotates the
turret. Your primary
weapon is fired with
the left mouse but-
ton; your secondary
{most often a missile
rack) is fired with the

There are more of these spider-type mechs running around in Shatterad Stoe/
than street mimes in New York City.

right. In order to get
you up and running
as quickly as possi
ble, Interplay has
included a keyboard
layover that explains
the function keys —
it’s a great help for
those of us who want
to spend more time
shooting than strug-
gling through the

those F-key functions,

manual, looking for Dispatching a tactical nuke into a squad of
alien scum equals pure Gaming Goodness.

few levels may seem
like a piece of cake,
you'll be sweating
like two rats mating
in a wool sock by the
final missions.
Shattered Steel
also boasts compre-
hensive multi-player
features, Modem and
LAN are supported,
with plenty of net-
work options and fif-

The graphics
consist of attractive voxel-style land-
scapes like Novalogic's Armored Fist or
Commanche, and feature beautiful ter-
rain lightsourcing and slick polygon
robots. Clouds cast moving shadows on
the ground. and missile attacks leave
realistic blackened craters. Surprisingly
enough, Shattered Steel runs smoothly on
lower-end systems. The redbook audio
tracks are moody and dark, and the
ambient sound is top-notch.

But the real treat here is the action
In Shattered Steel, combat is fast and
furious from the moment you leave the
dropship. The weapons get increasingly
powerful as you work your way
through the fifty missions, and later in
the game you even get your very own
tactical nuke, which wipes out an
impressive percentage of the landscape.
Simply launch it and run like hell. since
a terrain-rippling aftershock will be hot
an your heels. Another one of Shattered
Steel's unique features is the backup
patrol t occasionally accompanies
vour mission and helps in the destruc
tion of the alien Hun. Though the first

+ teen network mis-
sions to keep arch-rivals busy nuking
each other for months. Interplay is even
setting up a ladder of competition on the
Internet. where the best players can meel
and beat each other.

All in all, Shattered Steel may not
have the hulking complexity of
MechWarrior 2 or EarthSiege 1. but the
action is just as inviting. So, if you've
already blasted through those games, it's
certainly worth & look — just be careful
with those nukes, okay?

— Colin Willis
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Jonny Ouest:
Cover-Up A Roswell

The animated world of Jonny Quest comes

to the PC in a lightweight dreadfully easy

adventure game for kids.

We Recommend

Pentium, Supported
sound card

Required
Double-speed
CD-ROM drive;
486/66; BMB RAM;
Windows 3.1,
Mouse

LR N N N

ou may remember Jonny
Quest from the animated
series of the 1960s starring
the eponymous boy wonder,
but this new adventure
game from Virgin Sound
and Vision draws upon the
updated 1990s version of JQ
as he tries to uncover an
alien conspiracy. Fans of
this new cartoon series or
curious nostalgia buffs
might get a kick out of all
the animation supplied with
the game, but even for the young
adventure fans this game is aimed at,
Jonny Quest leaves much to be desired.
Young novice gamers won't find
any of the tricky puzzles adventure
games are typically known for — or even

Here's the whole Quest team: Hadji, Race, Or. Quest,
Jesse, Jonny, and Bandit. The animation is svery bit
as good as the TV show.
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find the game hard to play. Quite the
contrary, it’s unbelievably easy, The
game is comprised of static scenes
where you have to step through a
series of very simple puzzles.
Throughout the entire game, the voice
acting gives you clues on where vou
need to go, and often provides
answers to the puzzies.

The game is divided into a series
of missions to uncover alien artifucts
that have been jettisoned from a UFO
that crashes in — where else
Roswell, New Mexico. The missions
are interspersed with a generous por-
tion of fully animated sequences;
maybe even more than would be
regular Jonny Quest cartoon. In fz
you were to piece it all together, it
might make a good episode.

It all boils down to this final puzzlie — the standard
move through the maze and open doors. The red
flasses next to the ? means it can be viewed in 30.

The game starts with a computer
system crash at the Quest home. Of
course, you have to trouble-shoot 1hl.
problem. This brings you to the
series of puzzles in the form of b
shape-recognition tests. After
computer system, you get to r
an E-mail about the crash and see a
video of the UFO ejecting five artifacts.
Each artifact lands in a different part
of the world, so off the Quest team
goes to such sites as the Bermuda
Triangle, a rainforest, Africa, the
Southwest, and Manhattan.

There is an abundance of dialog
that provides helpful clues to nearly
every puzzle, with lines like “check out
that door to the right,” “check the
blackboard for the password.” or 1
wish 1 had a slingshot.” While these dia-
log clips are well done and fit in nicely
with the style of the hip new cartoon
show, these overly obvious tips typically
ruin any chance of solving a particular
puzzie on your own.

The production value and anima-
tions are very good, but the simplicity is
overwhelming. Each mission is very lin
ear, with few opportunities to step out-
side the lines and make a mistake —
and even i u do happen to get off
course, you're nudged back on track by
the dialog hints.

The puzzles themselves seem out of
place with the adventure. They either
take the form of some type of pattern
recognition involving colors, shapes,
or numbers; or simple movement puz-
zles where you must guide an object
along a path or through a maze, The
only real challenge in the pugzzles is
fighting off the tedium of clicking your
way through them.

The colorful animations and easy
puzzles don’t add up to a great adven-
ture game. While these elements may
appeal to kids, the easy puzzles and lim
ited Interaction can only hold their
attention for so long, and while the box
does say for ages 8 and up. I'd put the
age ceiling around 10 or 11

— Joseph Novicki
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Interactive Magic makes a mighty attempt

to owverthrow Ciwvilization in the Stone-Age-to-
ark, Space-Age genre.

Windows 95;
Double-speed
CD-ROM drive;
486DX/66; BMB
RAM; Mouse

We Recommend

Quad-speed
CD-ROM drive;
Pentium; 16MB
RAM; Supported
sound cards

Required

tis rare for a PC game to be hailed

as “a classic”™ within days of its

release, but that's what happened
when MicroProse released the
original version of Sid Meier's

Civilization in 1991. Deep, rich,

and fiercely addictive, it combined

the best elements of global-
conguest strategy with complex,
exquisitely balanced resource-man-
agement 1o recreate mankind'’s
march from the Stone Age to the

stars. In its new incarnations, Civ [l

and CivNet, the classic balance of
resource management and combat is
still going strong.

Champions exist so that chal-
lengers may aspire to dethrone them.
To stretch the boxing analogy,
Interactive Magic has mounted the most
serious challenge to Civilization yet; let
it be said at the outset that this chal-
lenger has trained hard, perfected a
style all its own, studied its opponent
thoroughly, and comes out swinging,
with admirable power and energy, But
it’s still outmatched.

Destiny's chief weakness is in fact
derived from its designers’ determined
effort to analyze Civilization and fill
their game with all the things Sid Meier
elther left out or short-changed. The

ne of the most distressing moments pas-

sible in a game ol Destiny is when your

Discovery Window suddenly goes hlank,
indicating that all available research progress
has been made. This happens when your cul-

re’s educational level ails to stay ahead of

the technology corve.: To re. the Bronze
Age, for example, yo &5 must have at
feast one Athenaeum facility for evory 20-30
peofle in their populstion. To reach a
Renaissance level, you must have enough

at critical water-
sheds in human
history: the Age
of Gunpowder,
the Age of Steam,
the Bronze Age.
etc. Events and
their conse-
quences unfold in
real time (at slow,
medium, or fast
speed), or you
can adopt a more
sedate, turn-
based style of
play. You can
play against as
many as eight
computer oppo-
nents, or enjoy
network contests

5] et - against human

1 the way, in the foreground.

Graphics in the “bartle” scenes are scandalously retro — that's a mortar, by rivals.

Victory can
be based either

problem is that there may well have
been good reasons why Meier made
those amissions.

First, the good things: Destiny is
more detailed, more fine-grained in its
data-base, than the game it tries to
overthrow; the online encyclopedia of
historical inventions and discoveries is
massive and fascinating — almost a
stand-alone reference source in itself.
Destiny does a fine job of simulating the
epic sweep of human history, and its
interface is elegant — all the facts and
stats and reports you could possibly
want are laid out in logical, comprehen-
sive patterns.

Second, Destiny gives its players
unparalleled flexibility: you can play an
enormous game that lasts for millennia,
of you can play shorter games starting

KNOWLEDGE IS GOOD

Monasteries to advance your overall educa-
tion to Level Three

The challenge is to second-yuess the
built-in bell curve that governs the
Educational Level. Think of the researc!
structure as a constantly-expanding pyramid
It is not enough to attain Level Three by build-
ing une Monastery for every 15-20 people in
your population, you must support that level
with encugh AMhenaeums and Academies to
maintain more elementary levels of learning.

on military supremacy or scientific
superiority, or a randomized mixture of
both elements. There is a multitude of
useful “difficulty” tweaks, and you can
customize the terrain and resources
available in each new game.

Most gamers, if time permits, will
probably opt for the full Stone-Age-to-
Space-Age game. Starting out as a
nomadic tribe, you must make the basic
discoveries of any civilization — domes-
tication of livestock, brick-making,
primitive agriculture, etc. — by invest-
ing “New Idea” points in specific cate-
gories of research,

You do this in the discovery win-
dow by highlighting research topics
and assigning points to them. As
important as this process is, its explana-
tion in both manual and tutorial is

S0 when you reach Level Three, keop
one Academy, and at least

one Monastery under construction in overy
COH you govem, until you reach Lovel Four
[when the game stabilizes the educationnl
requirements), If you do not, il even one COH
falls below its previous level of educs |
prog . your entire culture could regress
and becoma stuck in the Bronze Age for cen-
turins, while you leverishly build remedial
facilities in a (usually) hopeless effort o play
catch-up, and your computerized opponents
leap ahead to the Ane of Steam
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A Stone Age scout rolling through the so-
called 30 terrain. Big deal.

somewhat murky. You can assign
dozens, even hundreds of points, to a
single research praject (“flint-knapping”
or “timber construction,” to name two
crucial building-blocks), but not only
does this not accelerate research, it acts
as an anthropological bottleneck.

Points are allocated in a first-come,
first-served manner; assigning extra
points does not necessarily speed things
up, it just tinkers with the queue. [ gen-
erally obtained the most efficient results
by assigning half-again as many points
as the number showing in the New Ideas
window; if there were 8 ideas floating
around. | assigned 12-13 points and no
more. The game will notify you when a
new discovery comes online, and you
can readjust your points at that time,
sort of like setting & research budget that
is slightly ahead of the actual curve of
your civilization's accomplishments.

It's easy to found new cities —
called “Centers of Habitation,” or
“COHs" in the game — by sending out
an army and ordering it 1o create a set-
tiement. Do not be tempted to create
too many cities — micro-managing
their administration becomes exponen-
tially more complex as population
increases and technologies become
more advanced, to the extent that it can
be overwhelming. [ usually obtained
good, manageable, results by founding
three COHs, one inland and two
coastal, early in the game — this lets-all
vour cities develop more or less equally.

If you start a game in, say, 3650
B.C., and impulsively found a new city
2,000 years later, it will be much harder
to get that new city up to par. And since
your nation’s scientific and educational

T e B e e e, Ing o s g

STOP THE PRESSES!

this issue of PCG was heing “put to
bed,” Interactive Magic anmounced
soma major overbauls of Destiny,
based on feadback from gamors who pur-
chased copies of the gama's first edition
Based on my many hours with the game, |
woild say that these refinements, when fully

implemented by I-Magic, will enhance plisya-

bility significantly

The chang nounced as ol press
time included the following:

that can only prod
anly perform one task
automatically

one item,
will hegin producing

You will now be ahle to hire a
Governor (when playing on the easy, medium,
and hand fevels; no dice on the ‘extremo’
level) who will manage for you the more mun-
dane projects such as feeding, housing,
health, and edu, n level, In other words,
when you need "X number ol Academies, the

rating is based on
the average data of

Gov. will sutomatically put things in motion,
On the easy level, the Governor will be hired
as a matter of course; on the harder love
Id a suitable administration facil-
, pay his salary. This
on explaration and
rinates Micro-Management
Overload when you have more than three
cities to keep track of.

This feature,
chsite
ss.com), will contain both a

and an update of all new
Destiny developments. The company is
recruiting, ranking, nnd training players who
are so deep into the game that they want to

y Scholors.™ This will be an

now o

versations with players who need coaching,
or who would fike enlightenmant about any

aspect of the game that has proven elusive.

a huge club-footed
appendage that

all cities, one back-
ward provincial out-
post can drag your
entire culture back
to the Iron Age
while your rivals are
busy inventing
artillery.

With expansion
comes both com-
merce and conflict.
and it is in the latter

makes Destiny hob-
bile when it should
soar. The battle-
fields are too small,
the armies and
tanks are too big,
it's all-but-impossi-
bie to tell friend
from foe, and even
on the slowest
speed, combat

| develops so quickly

area that Destiny
falls short of its own
best intentions.

that it amounts to

A thriving mid-game COH; why doesn’t the rest |ittle more than a
of the game |ook this good?

lot of annoying

Determined to go
Civilization one better, the designers
have included a detailed tactical combat
module as well as an optional 3D view
that lets vou follow your forces across
the rolling terrain and the high seas.

In theory, this should add a whole
new dimension to things — the idea being
that it's really dramatic to follow your
scouts through a forest and suddenly see
another culture’s city spread out before
you. And it's a feature no other game in
=g this genre has offered.

Well, okay; the first
two or three times this
happens, it does add a nice
diversion. But it's easy to
get distracted in the 3D
mode and neglect to keep
track of the big; strategic
picture. And to be blunt
about it, the graphics in
the 3D mode really suck:
terrain is splotchy and
baring, the animated
armies are little more than
crude stick-figures that
don't even stride realisti-
cally, but appear to be
gliding along on roller
skates, Ditto the fleets.

As for the battle-fight-

to the game, rather it forms

" arcade sequences

Most players, | suspect, will exper-
iment with the battles a few times, then
Just switch them off in favor of the
wide-scale top-down strategic view,
moving their forces into contact with
the enemy and letting the computer
adjudicate the results.

If you play Destiny strictly as a
strategic-level, resource-management
simulation, it has great merit; in that
regard, | found It every bit as fascinating
and addictive as Civilization, and damned
hard to win. But by trying to make it a
tactical wargame as well, the designers
have shot themselves in the foot.

With that caveat, however, | rec-
ommend the game. Iis virtues outweigh
its flaws. but those flaws are not minor.
Williem R. Trotter

e T T
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NBA Full Courr Press ==
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Bill Gates meets Dennis Rodman in Microsoft's

big-money NBA license. This game reminds

you more of the former than the latter.

We Recommend

Pentium 75 or

RAM; Double-speed | Quad-speed
CD-ROM drive;
SVGA

higher; 16MB RAM;
CD-ROM drive

so many basketball games have that
in-your-face presentation we've come
to expect it, so it's a little disappoint-
ing when we don’t get it. What we do
get here is a relatively original pre-
sentation; a fixed Isometric viewpoint
with sprite-based characters. The
upside of this approach, particularly
at high resolution, is that you get to
see almost all of the of the court

icrosoft’s in-at-the-deep
end entry into the PC
games market has yielded
both good and not-so-
good so far, and judging
by this latest addition to
their line-up; they still
have some way to go

utation in the games
arena matches up to its
flashy marketing cam
paigns. NBA Full Court
Press boasts the official
league license, all the player names
{except Jordan and Shag, natch), logos,
courts, and the obligatory rappy sound-
track you'd expect from a game with the
ever-lucrative NBA tag. Problem is,
somebody forgot to supply the attitude,
“This is a formulaic simulation. boast-
ing little of the flash gimmickry exuded by
the likes of EA Sports’ NBA Live series,
which in itself is no bad thing — although

before the company’s rep-

almost all of the time so you're rarely
passing the ball into dark territory and
can get a good sense for the tactical situa:
tion across the whole court. The down-
side is that it really doesn't look that
impressive. The lack of a moving camera
and in particular the look of the players
themselves is underwhelming, When a
player goes through a set-piece anima-

tion, like & reverse slam-dunk or lay-up,
but the

they look like basketball pla
rest of the time they're just
nol particularly we

Gamepla tional two
buttons to pass, and shoot, and block, and
steal, with a turbo control thrown in for
extra bursts of speed (can’t say it helped
me much, though), On offénse, you have
o hold a button down to pass or shool,
since tapping it produces a fake of either
move — a nice idea, but again, in the
games | played | was rarely able to use it
to my advantage. There are pre-defined
plays, too, a hundred of them, if you're
serious enough to research and use them.
Personally, | prefer my video basketball to
have that think-on-your-feet arcade

There are no visible referees, so at tip-off time, the ball is suspended magically in the air before
being dropped into play.

1 Oriando’s Dennis Scott goes for the two points.

Shooting, even from this distance, is somewhat dodgy.

“twitch” feel, and NBA Full Court Press
doesn’t cut it in this regard. Perhaps the
game’s best feature is the play-by-play
commentary called by Kevin Calabro, the
colorful voice of the Seattle Sonics, His
fun comments liven proceedings up con-
siderably. but turm it off and you realize
just how much the game relies on it to
keep you interested.

Practice, single game, playoff, and
season modes round out the usual play
options, and there’s modem and LAN
support for up to four players that should
add some longevity, but ultimately NBA
Full Court Press’s sterile action, blase
graphics and lack of any real sense of fun
keep this title out of serious contention.
This Is a competent. workable game from
start to finish, but gamers used to playing
basketball on their computer have come
1o expect something that packs a hell of a
bigger punch than this. If you're seriously
jonesing for some NBA action as the new
season gets underway, you could do
worse than take a look, but it's difficult 1o
Jjustify a recommendation for this with EA
Sports’ 97 edition of NBA Live just
around the corner.

— Gary Whitta

an NBA li
Bland
pock the kind
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Publisher: ComLTie {:ullr:g:{a Bu“dlunz?t'a 1600
Carling Ave., Ottawa,
‘Canada K1Z8R7 tmmz-ms

Required We Recommend

Double-speed Pentium; 16MB
CD-ROM drive; RAM; Suppaorted
486/66; BMB RAM; |sound card
5MB hard-drive
space; Mouse; DOS
5.0 or later

LR NN N

erformance art.”

It's a phrase that sends
chills up my spine. [ went to
an arts college in Greenwich
Viilage in the 1980s. It was
great collective spawning
ground for more types of
self-indulgent, pseudo-
intellectual, pretentious.
irritating yahoos passing
themselves off rtists”
than one ‘:hnulrl ever have (o
experience in a lifetime

When someone created

something that wasn't funny enough to
be stand-up comedy or structured
enough to be drama or fun enough to
be a good striptease, they called it
“performance art.” The half-caring,
hailf-sneering, and half-conceived per-
formances of these so-called artists was
brought back in horrifying detail when [
booted up Mode, one of the early
“entertainment” offerings from Corel.

This reporter introduces you to the world of Mode when she asks you to become
her mole.

LR N RN NN NN N NN

Ewven the tragically hip would gag on this dron-

ing new-age adventure that tries to address the

emotional side of interactive entertainment.

Corel may be publisher of some of
the best produ applications
around, but whoever Is overseeing
their game line needs (o be taken
outside and slapped silly

Muode comes on four CDs
crammed full of video, and we
know that more video means bett
gaming, right? From the opening
sequences to the final credits, Mode
i Jllsl:d with flashy, mod, hip,
Lv |rh 0 that's our cue lo

Upon entering h{ game world,
you find yourself in the middle of
party given by performance artist
Vito Brevi. The guests are the sort of
“beautiful people” who vomit
between dinner courses and get
their inspiration from Peruvian
marching powder. The environment
is rendered in J'J:ll still photos, which
you “navigate” using arrows. These
party photos are positi

little rhyme or reason except on
0c when you click on som
watch a video sequence. But —¢
— you usually don’t get the “whole per
S0Mn: photos while

1
ads are thhu It's like a
Clutch Cargo

only thei
high-tech

These people talk to you, and you
" that allows

respond using a “mood bar'
for negative, neutral, or positive
responses. How you respond is what
leads you to other clips and what
drives the “game.” Of course, in any

weak stab at
active content” s
paintless

There’s sup-

iT On your
head. Eve TYONEe

tells you that you
need 1o be wearing
a dome to be at the

Guess that
prop would have

with a drt

male model who,

PLGAMER January 1997

y boring. with

given situation the
Proper response is
s0 obvious that this
inter-

posed to be some
sort of plot in this
haying to
dome that

cost too much. Oh,
there’s also some-
thing having to do
] Investi-
gation by you and a

W Only this guy's head is video: the rest is a still photo.
| And the two don't always line up.

we're supposed to believe, is an under-
cover cop.

That's it In.ns all she wrote. You
go through four disks of pointless con-
versations with utterly unappealing
peaple, looking for some thread of an
interesting story, and none is to be
found. This is the kind of “game”
thought up by ponytailed men who
dress all in black and talk about the
“art of the medium.” | cannot think of
a single person who would
this entertaining.
nough is enough. The big red
“10" printed in the little box at the bot-
tom of this page is not a joke; nor is it
given lightly, This is a badly shot, badly
acted, badly edited movie shoved onto
CD-ROM. No one should shell out $40
for something just because a company
that was too bored or disinterested to
create a real game hides its lack of
interest behind the notion that it's cool.
hot, it's new, it's different, it's in.

3 arbage, and as long it keeps
coming it our way, we're going to keep
sending it back.

T. Liam McDonald

Hitting
the escape button
gets you out of th

Id have boen better

of non-interactive

video junk
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Conquest of the New Wonld Oeluxe EMILION 1akes the AWARd-WINNING
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With loads of cartoon silliness and addictive

Tetris-style action, Baku Baku is one of the

best two-player puzzie games around.

We Recommend

Reqmmd upon a time,” where a spoiled SEE/D

Windows 95;
Double-speed
CD-ROM drive;
486/66; BMB RAM,;
SVGA

Quad-speed
CD-ROM drive;

sound card;
Gamepad or
joystick

Pentium; 16MB
RAM; Supported

Princess has collected oo
many pets for her zoo. A con-
test is held o find a Royal
Zookeeper to tend the ani-
mals, and that’s where you
come in. You compete against
a whole host of interesting
challengers, who're suppos-
edly the royal staff but look

ith gameplay reminis-
cent of the classic Tetris
and loads of weird and
wonderful animations,
Sega’s oddly titled Baku
Baku hails as one of the
most addictive and suc-
cessful puzzle titles on
Sega’s Saturn home
console system. And
while console games
tend to suffer a bit from
translation to the PC,
Baku Baku is one of
those few games that can overcome the
difficulties of changing platforms and
comes out swinging in rare form on the
PC. Baku Baku has been faithfully trans-
ferred and, a few changes aside,
remains one of the best two-player puz-
zle games available on any platform.
The game is set in a kingdom “once

more like weird Japanese
characters (probably because
they are).

Loosely translated from
Japanese, “baku baku” means
“munch munch.” It's what
Japanese parents tell their chil-

Stack up your blocks and, with a little luck, you'll send
them all crashing onto your opponent’s pile.

dren at the dinner table: “Eat up,
munch munch.” And munching is
exactly what happens. Much like Tetris,
the playing field is divided into two
halves, one for each player (or com-
puter). Squares drop down in pairs,
which can be rotated and placed where
needed. The panels consist of either ani-
mals or food, each animal having its cor-
responding food. The panda eats bam-
boo, the dog eats the bone, etc. When
the correct food is placed next to its ani-
mal, the food is eaten. This is perhaps
the most fun part of the game: the ani-
mal’s head leaps out of the tile in ani-
mated 3D and eats away at the food!

It's not just mindless munching,
though. A good bit of strategy comes

As you attempt to satisty the odd menagerie of animals in the Royal Zoo, you'll find that Baku Baku
has some of the cutest (and wairdest) characters around.

into play, and it's this element that puts
Baku above other such puzzle games,
Clearing three food blocks of any one
kind will send three random blocks
crashing onto your opponent’s side, The
more blocks you clear and the more
tvpes of food cleared, the more fall on
the other side. With a little planning, and
a lot of luck. you can set off huge chain
reactions that will send mountains of
food and animals crashing onto your
opponent's pile. The two-player mode is
fantastic, and it also supports Local Area
Network and modem play.

Baku Baku's only fault is in the con
version itself. Like Sega’s other Saturn
port, Bug!, Baku suffers from being opti-
mized for a 320x200 viewing, It can be
enlarged to fill up the whole screen, but
expect smudgy graphics and a minor per-
formance hit when running at full size.

But those complaints are minor con-
sidering the cheerful presentation and
addictive nature of the game, [t's 50 cheer-
ful, in fact. it's sometimes hard to tell if this
game wasn't designed specifically for chil-
dren. In the end, Baku Baku may be too
saccharine-sweet for some, but for those
gamers who enjoy a dash of whimsy with
their puzzles, this game delivers

— Adam Douglas
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Toonsfruck

Expensive and epic, Virgin's Roger Rabbit
wannabe has truckloads of content, but not

a whole lot in the way of originality.

We Recommend
Pentium 100,Quad-
speed CD-ROM
drive; 16MB RAM

Required
486DX; Double-
speed CD-ROM
drive; BMB RAM

nce one of the strongest and
maost prolific genres on the
PC, graphic adventures —
quality ones at least — have
been in short supply lately.
But Virgin has shaken things
up with what is surely one of
the most lavish and expen-
sive productions the genre
has ever seen. A reported 56
million was spent on
Toonstruck’s development,
and it shows — to borrow a
movie expression (which
seems apt, given the game’s obvious
cinematic inspirations and aspirations),
all the money is right up there on
screen, It's just a shame the creative
talent behind the game didn't quite
match up to the substantial resources
poured into it.

Drawing on a rich vein of cartoon
histary and tradition, but most specifi-
cally on Who Framed Roger Rabbit's
self-referential take on the genre,
Toonstruck has Christopher Lloyd (who
had a big part in Roger Rabbit — coinci-
dence?) hamming it up as struggling
cartoonist Drew Blanc. Blanc draws
cutesy bunnies for his sour-faced studio
boss. while dreaming of “making it”
with his own outlandish creation, a
wisecracking purple blob called Flux

S&M bondage freaks by the evil Count Nefarious’ Malevolator device.

1 Drew and Flux meet the colorful inhabitants of the barnyard, who will later be transformed into

Wildly. Everything's relatively nor-
mal until, for no particular reason,
Blanc is sucked through his TV
screen and into a cartoon world
populated by every animated cliché
and stereotype imaginable. It's a
predictable spin on a story you've
heard countless times befare — the
evil Count Nefarious (voiced by Tim
Curry) is using a secret weapon to
transform the lovable inhabitants of
Cutopia into malevolant mirror
images of themselves, and It's up to
Blanc (aided by his ever-loyal car-
toon pal, Flux) to set things right.
The premise (such as it is) is set

Drew needs to figure out what critical component is
missing from this elophant-powered transit system
in order to make it across the water to the land of
Zanydu, where many more puzzles await.

out in an elaborate FMV sequence
before placing you, as Drew, in a tra-
ditional point-and-click graphic
adventure world. The story is in two
acts, the first requiring Drew to col-

This is BB Wolf, who has the “hilarious™
character trait of using the wrong words,

lect eleven items needed to power a
malevolence-correcting “Cutifier” ray
gun. This is the standard object-collect-
ing-and-trading drill — a character has
something you need, but won't give it
up until you complete a task for him,
and so on. Act [1 is cleverer and more
fiendish, with less character interaction
but more focus on cryptic puzzles. Sub-

games are sprinkled along the way,
including a mini fighting game, some
brain-twisting logic problems, and
(argh!) a sliding-tile puzzle.

For the most part, the puzzles are
clever and intuitive (coat a piece of car-
rion with poison to get rid of a hungry
but annoying vulture, for example), but
occasionally the story says bye-bye to
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Drew will have to get past these pool-playing gator guards if he is to confrom Count Nefarious and

his feline fortune-teller sidekick. This cut-scene gives clues as to what the player needs to d

Look, it's o butler who's shaped like a foot.
So he's a footman. Geddit? Huh? GEDDIT?

logic. There's plenty of stuff to collect
(and a bottomless bag to put it all in),
but you're often left wondering why
you'd want or need, say, two broken
piano keys or a large piece of uncooked
dough. When you finally figure it out.
the solution could hardly be said to fit
within the realms of common sense. The
character dialog does its best to nudge
you in the right direction and give subtle
clues, but a lot of the time you're left
alone to decipher the game’s twisted
sense of logic.

Much of the prerelease furor sur
rounding Toonstruck has to do with the
game’s twisted sense of humor and

unbridled, zany creativity — but unfor-
tunately, it doesn’t have a whole lot of
either. The developers are obviously big
cartoon fans, but faced with the chal-
lenge of producing one of their own,
they resorted to all the tired cartoon
cliches we've seen a thousand times
before. Ten ton weights fall on charac-
ters and squish them flat, cats and dogs
play “ltchy & Scratchy™-style pranks on
one another, the evil baddie has a trio of
incompetent henchmen, portable holes
roll up and fit in your pocket. etc etc.
There are hundreds of ideas in this
game. sure — but most of them were
somebody else’s,

As for humor, [ played Toonstruck
right through to the end, and it made
me smile a few times, giggle a couple of
times, but never really laugh. The game
tries far too hard to be funny: it's like a
pushy comedian constantly nudging you
after every joke and saying “Geddit,
geddit?” [ got it — it just wasn't that
funny. Much is made. for example, of
the footman who serves the king of
Cutopia. He's a big foot with arms and
legs. In just one example of painfully
padded dialog. the characters squeeze a
series of tired puns out of this hack-
neyed idea.

Flux Wildly works as an added
game element (he can perform tasks
Drew can't), but he doesn’t bring much
1o the comedy. He's supposed to be a
mischievous wisecracker, but most of
his dialog is as cheesy and predictable
as the rest of it The “twisted” theme
you've heard so much about manifests

This camp “Carecrow” wants a snazzy new outfit,
and you'll have to provide it if you want to get that
cloak you'll need later in the game.

itself in a couple of scenes involving a
cow dressed in bondage and the idea
that even the sweetest inhabitants of
Cutopia, like the infuriatingly sugary
Fluffy Fluffy Bun Bun, are evil and devi
ous underneath.

It's difficult to criticize a game
which has obviously had so much care
and attention lavished on it, but it’s
equally frustrating when a promising
idea Is flattened by mediocre execution
Toonstruck is unbelievably slick and pol-
ished, with some of the classiest graph-
ics you've ever seen and a sumptuous,
rich soundtrack (although this is
another steal — the idea of using weil-
known classical themes and 1950s-style
jingles has already been done by “Ren &
Stimpy”). The FMV cutscenes and cel
animation are impressive and blend
seamlessly with the action, and
Christopher Lloyd does a passable job.
But at the core of it all there's some-
thing missing, and that’s a true creative
spark. the touch of genius that makes
things like Roger Rabbit, “The
Simpsons,” and "Animaniacs” stand out
from the crowd. It desperately wants to
be zany, off-the-wall, and inventive, but
Toonstruck plays out more like one of
those cheap, mass-produced and
instantly forgettable Saturday morning
cartoons. The devotion, ambition and
resources (o make this work were there;
unfortunately, the raw creative talent
was not.

— Gary Whitta
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We Recommend

Quad-speed

CD-ROM drive;
Pentium; 16MB
RAM; Hi-color
Super VGA

Required

higher; Mouse

Virgin's stunning sequel to

Screamer gives lead-foot

consoles racers a run for their money.

his time last year, you
couldn’t shake a stick-shift
without slamming into a
glut of arcade racing titles
such as Need For Speed,
Manic Karts, Whiplash, Al
Unser Jr. Racing, and
Screamer, as countless
publishers tried to resurrect
the look and feel of arcade
classics for a new genera-
tion of PC drivers. Yet of all
those titles, Virgin's appro-
priately titled Screamer
delivered the most bang for the buck,
with tons of high-octane action, multi-
player thrills and chills, and nicely
rendered graphics. Now. as we toast
goodbye to the past year and ring in the
new, Virgin is back with the sequel —
Screamer 2 — an amazing accomplish-
ment in terms of graphics and game-
play that puts most of that console-
based racing stuff to shame.
Combining the graphic splendor
and raw speed of Sony's Ridge Racer
with the off-road racing stvle of Sega

1 Spectacular graphics and fast action make Screamer 2 a visual trest. Too bad

you'll be so busy racing at 100mph that you can’t take in the lush locales.

Rally, Screamer 2 is a real treat. Where
the first game boasted nicely rendered
Super VGA graphics, Screamer 2 ups
the ante in graphic delights with the
ability to run in a mode that displays
65,000 colors simultaneously, offering
superb color depth. Though you may
have to fiddle with the setup program
to select the right graphics mode for
your video card, the results are defi-
nitely worth it. and after witnessing the
game In motion, 256-color VGA seems
positively drab.

Once you've got the graphics up
and running, prepare to be dazzled. Four
visually intense courses are included —
England, Colombia. Egypt, and California
— with beautiful thuches everywhere;
from a flock of birds taking off as your
car rounds a bend in a quaint European
village, to bowling over crates and barrels
while rocketing through a lavishly-
rendered Cairo marketplace. Even the
cars themselves are host to a collection of
graphic effects — shadows look realistic,
the tires spew mud. and the sky reflects
smoothly on the windows.

Fortunately, Screamer 2 is not just
mere eye candy. Borrowing heavily from
the gameplay of Sega Raily. to win you'll
need to master “Power Slides,” a tech-
nique practiced by pro racers as you
round the corners on this backroad
selection of courses. To power slide,
brake sharply while turning into a curve,
and then whack the gas pedal to recover
from the resulting skid. This takes a good
bit of experimentation. but works beauti-
fully once you've got it down and can pull
it off tin a regular basis. You'll need this
particular skill when
competing against
the relentless com-
puter challengers
{they drive excep-
tionally well, even on
the easy level), and
you may get left in
the dust if you make
a mistake in your
steering.

Of course, if
A you're sick of contin-
ually getting your
ass kicked by the
computer, you have
ample opportunity
to practice by using
the "Time Attack” or
“Free Run” modes
that eliminate direct
competition as you
............ race solo against the

We're in Egypt! How can you tell? Why, by the
animated polygon camels, of course.

clock. And you always have the chance
to beat up on an equally pathetic friend,
using the built-in multi-plaver support
for a modem or local area network,

Screamer 2 includes four racing
teams with four cars each. Unfortu-
nately, these cars are identical across
teams, and a little more variety in vehi-
cles types would have been appreciated.
Gearheads will get to tinker with these
default vehicles by using the “Garage”
screen where you can modify handiing.
tire pressure, and other customizations,
but a wider range of pre-built cars
should’ve been provided.

Of course, to bask in the graphical
splendor and crisp gameplay of Screamer
2, you'll need a pumped-up Pentium sys-
tem. Even my P200 coughed up blood (a
technical term, | assure you) when it tried
running in SVGA hi-color. Unless you
work for Intel and have some next-gener-
ation processor we haven't heard of yet.
Screamer 2-is best played in high-color
low-res or low-color high-res, Got that?

All in all, Sereamer 2 is a total blast.
and dishes out a PC entree of hi-octane
console-style racing action. If you're
tired of the intense realism of Indycar or
NASCAR, give this one a try — it deliv-
ers more arcade racing thrills than you
could ever hope.

— Colin Williamson
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ARE YOU THE CRACK PILOT
THE POPULATION IS

DYING FOR?
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sessdeReRRES
_ Another console title takes a swing at

Required

Double-speed
CD-ROM drive;

Quad-speed

486/100; BMB RAM;
Windows 3.1 or
higher; SVGA

sound card;
Gamepad or

joystick

We Recommend

CD-ROM drive;
Pentium; Supported

becoming a PC classic, but Bug! is squashed

by dull, uninspired gameplay.

other bugs. Along
the way, you collect
gems, and occasion-
ally get to play a
bonus round. It's a
fairly standard
premise for a fairly
standard game. In
fact, it pretty much
follows the basic

ith a backlog of excel-
lent arcade titles at its
disposal, Sega
Entertainment — the
new publishing branch
of the console giant
Sega — has begun to
branch out into PC terri-
tory with new versions
of Saturn games. Recent
successes include trans-
lations of the arcade
sensations Virtua
Fighter PC and Virtua
Sguad (reviewed on page 226), but this
latest release is a far cry from those
enjoyable games. While Virtua Fighter
and Virtua Squad are hits due to seam-
less conversions that keep all the arigi-
nal gameplay elements intact, the prob-
lem with Bug! is that the original game
wasn't worth playing on the Saturn,
and it's hardly worth playing now.
You're a bug (who'd have guessed?)
and all of your insectoid pals have been
bug-napped by the evil spider Queen
Cadavera. Being the stalwart bug you
¢ are, you $et out on a quest to rescue
your friends and put a stop to all the
evil. You travel along a predetermined
path, avoiding spikes and jumping on

After you've jumped up and down on a few bugs, you'll
lame action.

have had more than enough of this

platform blueprint to
the letter,

To its credit, Bug! is
one of the first platform
games to attempt 1o
move beyond just two
dimensions. Instead of
the typical left-to-right
side-scrolling action
you'd find in Earthworm
Jim or Rayman, in Bug!
you're treated to the illu-
sion of depth as you

| While the cuteness factor is played up to good effect in Bug/, the rigid
design of the levels and lackluster gameplay drag it to a screeching halt.

stroll to the back of the screen and climb
vertical paths, even feeling the tug of
gravity as you walk along the top the
screen upside down. But despite this
unique concept, Bug! is still the same
ineredibly dull, uninspired and confus-
ing game it was on the Sega Saturn.
While the multiple axis would seem
a great way to add diversity to the stan-
dard side-scroller format, the real down-
fall is the very rigid and linear design.
Upon entering a level, you'll trundie
along a fixed path bashing evil bugs,
collecting crystals and exploring every
corner of this predetermined maze with
few decision points (usually left or right,
up or down) sprinkled throughout to
break the monotony. The gameplay itsell
is incredibly dry and slow, with vou
doing little more than jumping up and
down on other bugs. After you've
walked back and forth on those
tracks a few times, you'll won-
der what the point is. And even
though there are a number of
different levels to work your
way through, they all amount
to the same thing. Add to this
the already appalling amount
of background draw-in, and
vou've got an infuriating gam-
ing experience, 1o say the least.
Bug! isn't all pain and
frustration. though. The con-
trol is decent enough when
using a joypad or stick, and
those bugs are kinda cute
(when you can actually see
them). It's really too bad Sega
has chosen Bug! as one of its

flagship PC titles, as there are a lot of
quality titles for the Saturn, If you're a
fan of Gex or Rayman, you may enjoy
Bug!'s arcade-style gameplay and irrev-
erent sense of humor. Most gamers will
merely find it annoying.

— Adam Douglas
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Undervwater exploration and full-motion video

[N RN N NN NN NN

splendor is the name of the game in this

mildly entertaining hydrophobe’s nightmare.

Required We Recommend

Double-speed 16MB RAM;
CD-ROM drive; Supported sound
Pentium 75; BMB card

RAM; 25MB hard-
drive space; SVGA;
Mouse

enjoy rail shooters just like [ enjoy

the occasional Schwarzenegger

flick: It's a welcome opportunity to
sit back and take in linear action,
minimal plot, and wonderfully
grand explosions. Sure, there's not
much intellectual stimulation
involved, but it's great fun while it
lasts, Such Is the case with

Microsoft's Deadly Tide, a title that

looks and sounds phenomenal, but

will probably be gathering dust after

a few playing sessions.

Sometime in the near future,
those damn pesky aliens have landed
again (this time in the oceans) and are
depleting the world's natural resources at
an alarming rate. They're using their
crafty little alien minds to produce large
amounts of HzO with plans to flood the
Earth within a matter of years. Of course,
you and your untested prototype subma-
rine are all that stand between this alien
menace and a watery apocalypse.

After an unnecessarily long-winded
opening sequence, you're thrown into
the heat of underwater battle, mowing
down hordes of alien scum who conve-
niently detonate after one hit (alien engi-
neers have never quite grasped the con-

T You'll blast aliens from the cockpit of your custom

reel of full-motion video footage.

SGi-rendered Hydra sub and wheel through reel after

cept of shields). During these scenes,
the game plays like Rebel Assault IT or
Chaos Control: you don’t control the
flight path or direction of your craft
as you move through the game,
instead you simply move a targeting
cursor to point and shoot at incoming
aliens. When the computer is doing
the flying, you can point-and-shoot
acceptably with the mouse (don't
even bother with a gamepad), But
unlike most games of this type, a brief
glimmer of real interaction can occur.
On occasion, the game will swap into
380 degree rotation mode, giving you
the ability to rotate through constant,
streaming full-motion video. With
critters flying and firing at you from

“There’s too many of them, Captain!™ Be ready to
nuke battalions of alien scum from the word go.

all angles, you'll have to clue in to the
stereo sound effects, and master the
somewhat flaky control before you can
start picking them off. To make matters
more difficult, the change into this move-
ment mode often goes undetected, and
yvou may get a few chunks of plasma shot
into your back before you realize that
you've been able to spin around and
counter-attack the whole time:

The generic “fly really fast through
rendered full-motion-video™ gameplay
gets a break in the second stage, in which
you clean out a destroyed, sunken hulk
while you search for rare materials to aid
the human resistance. There’s a little bit
of interaction when you get to choose
which direction you move in — but It still
feels like a stripped-down version of
Creature Shock, and your decisions have
little, if any, effect on the game,

5till, as unoriginally dull as the
gameplay s, at least Deadly Tide is a
real looker. Spanning four CDs, the
rendering is top-notch and bestows a
frightening feeling of claustro-
phobia. Slick-locking air bubbles
are everywhere, along with some of
the most impressive explosions and
particle effects ever seen on a PC
screen. And though the video can
get a bit on the pixelicious side, it
never stops moving, delivering a
nice movie-style feel. Surprisingly.
the bad guys are well-integrated on
top of the streaming video, avoiding
the look of cut-and-pasted sprites.
Also worth mentioning are the rich
soundtrack and the immersive
sound effects and voice-overs.

But as always, pretty graphics
from Silicon Graphics workstations
do not a good game make, and just
like Rebel Assault and its countless
clones, Deadly Tide bites as a real-life

Sure, the graphics look great — this game is
as pretty as they come.

game. Anyone with the caffeine-assisted
reflexes required to beat it probably
won't be going back to play it through
again. After all. the entire game is full-
motion video — you've seen most, if not
all, of the game footage, so why bother?
Yeah, Deadly Tide looks great, but it
Isn‘t anything you haven't played before
It may be good for a quick, no-brainer
action fix, but the whole experience is
comparable to watching “SeaQuest” while
swatting flies that land on your TV screen.
— Colin Williamson
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Rip into sheer speed road racing featuring:
Real-life terrain, road and weather conditions
4-player network and team championship network play
Accurate car physics with real-time jumping, spinning and twisting
Customize up to 20 unique high-performance race car models
Dazzling graphics with enhanced 3-D engine
Cool 2-player split-screen actfon
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Wooden Ships and lron Men

the helm.
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The great Men-o-War sail again, and this

game makes it easy, as well as fun, to take

We Recommend

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

Required
Double-speed
CD-ROM drive;
486DX; BMB RAM;

it easy without fudging on the
sense of period authenticity. All
necessary functions are point-
and-click, logically deployed in an
“Orders Sidebar” on the right

MS-DOS 5.0 or RAM; Supported side of the screen. To increase or
higher, SVGA; sound card decrease sail, click on the masts;
Mouse to check a target’s range, click on

the sextant: to change ammo load
(solid shot for range, chain-shot
for tearing up the enemy’s rig-
ging; grapeshot for the nasty
close-in stuff), click on the port or
starboard gun crews.

In this era of warfare, maneu-
ver was everything: A ship’s
broadside could only hit a target
within a 45-degree radius of a line
drawn perpendicular to the hull,
and a ship that gained “the
weather gauge” — i.e., a ship posi-
tioned to windward of its oppo-

here hasn’t been a PC game
devoted to sail-powered naval
combat since Broderbund's
1987 classic The Ancient Art of
War at Sea. As the technology
improved, it was primarily
used to showcase jet aircraft,
with an occasional nod to
armored vehicles and sub-

Every screon of Wooden Ships and fron Men adds to the
drama of this high-seas adventure with detailed back-
grounds and characters providing just the right amount
of Imperialistic pomp and devil-may-care arrogance.

nent. with the wind at its back or
quarter — could move faster, turn
tighter, and maximize the amount of fire-
power it could bring to bear. Plotting a
course is easy and Intuitive in WSIM:

marines. But the romance and
pageantry of the Age of Sail
has never lost its widespread
appeal (as the continued, and
well-deserved, popularity of

Patrick O'Brian’s novels proves), and
Avalon Hill's boardgame of WSIM still
has a loyal following, even though it's
grown pretty long in the tooth by now.
Skippering an 18th or early 19th-
Century man-of-war was a complex
task that required mastery of a lot of
now-arcane technology (All those sails!
All that rigging!), but Stanley
Associates’ clean, tight design has made

FIEARE
The difficulties of high-seas combat have been painstakingly detailed in Wooden O7CC!) Which yoe
Ships and Iron Men, where the smallest error can find you in Davy Jones' locker. sents quite 8 chal.

Simply click on the spokes of the helm
and a dotted line appears on the map,
showing where yvour ship will move dur-
ing each leg of the next turn. The more
men you assign to the rigging, the more
maneuverable your ship will be.

The animated vessels are rendered
crisply, and the battles are enlivened by
splintery explosions, progressively
severe holes in the rigging. and lots of

o - waterspouts
Boarding actions
can turn defeat
into victory, but
only if you remem-
ber to take a rea-
sonable percentage
of your crew off the
guns and form them
into a proper board-
ing party.

Fifteen scenar-
ios are included,
from both the
Napoleonic and
Revolutionary peri-
ods, ranging from
classic two-ship
8 duels that are rela-
tively simple to con-
trol, to the Battle of
Trafalgar (with 23
ships engaged at

lenge. Best of all,

theres an easy-to-use scenario creator,
which lets you set up any kind of make-
believe battle you fancy.

The Campaign game, in which you
assume command of & U.S. Navy vessel
during the War of 1812 and set out on an
extended cruise, is perhaps the only weak
element. You cannot navigate on a map of
the Atlantic, or chose an enemy port off
which to lurk — the computer simply nar-
rates your voyage, by means of sequential
log entries that quickly become repeti-
tious, and randomly throws engagements
your way. You can usually sail away if
you're hugely out-gunned, but not
always, which at least gives rise to an
occasional heroic last-ditch stand.

In every other respect. though,
WSIM is a colorful. lively game that is
very friendly to novices (the manual is a
beauty and contains an excellent essay on
period tactics by veteran game-meister
Joe Balkoski), If you find this period of
naval warfare as blood-stirring as this
reviewer, you'll have a grand ol time,

— William R. Trotter
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Into the Third Dimension

The scoop on 3D accelerator cards

By BRAD CRAIG

o you're still not convinced that 30
accelerator cards gre going to have
any impact on PC gaming? If not,
you're probably still using Windows
3.1 or — gasp— DOS 5. Whather wa
like it or not, gaming is the true driv-
ing force behind many new technala-
gies, 3D acceleration included, And with the
introduction of Microsoft's Direct X APl —
and the DirectdD standard — Windows 95
may really deliver on its promise to be the bast
gaming platform.

The problem with many eardier 30 solutions
fike Digmond Multimedia's Edge 30 and Creative
Labs" original 30 Blaster was that they were just
too proprietary. Sure, they had some unique fea-
tures, (the Edge 30 had built-in hardware and
even supported Sega Satum control pads), but
thay never had the key support of the game
development community, As good as the tech-
nology may be; if it dogsn't have crucial devel-
oper support, the product will end up stillbom.

Today however, 30 accelerator cards and
new 30 chip ies are being B
almost daily, and we've just begun to see their
migration onto new desktop machines from

- Compag, NEC, and Toshiba. And, finally, thanks

- tothe releasa of the Direct3D API, 30 accelars-

. tors are polsed to become this year's hottest

- hardware commodity.

? ~ There's still one problem, though — the

. market is still largely undefined. Each and every
chip or video board manufacturer is jockeying

' for position, and claims to ba better than the

[Viiat-Does Allfiis ean?.

D cards won't mean a thing to
you if you don't understand what :

: 3D GRAPHIC: An object with three
axes of reference; height, width,

rest. Until the markat becomas more stabifized
and we begin to see a lot of games taking
advantage of tha naw technologies, it's going
to be a while before any clear victors emerge.
Howevear, games that currently take advantage
of 30 acceleration look and play better than
their disadvantaged counterparts. Games like
the 3D accelerated version of MechWarrior 2
must be seen to be believed. The future of
gaming is here, and it's ready to explode.

This round-up includes five cards that
arg intended as a 20 and 30 integrated solu-
tion — they include both 30 hardware and
standard Super VGA hardware, There are
ather technologies (sea sidebar) that offer 30
accelaration only, but you'll still need a 20
card for basic graphics.

We testad all the cards on a generic
computer with & 166MHz Pentium processor,
16MB of EDOD DRAM, & Sound Blaster 16, and
an 8X CD-ROM. We installed the cards under
Windows 95 and used a benchmark program
that's part of the DirectX 2 software devel-
oper’s kit to test 30 performance. Since thess
cards’ straight DOS performance will also be
vry important until all games support 30
accelgration, we played unaccelerated DOS
versions of Quake and Descant I, using three
different screen resolutions (320x200, G40x480,
and 800x600) to see how fast the games ran.
The higher the frama count, the battar the
video performanee.

Terminator 30

The Hercules Terminator 30 card uses the §3
VIRGE chipset and comes with gither 2MB or

the level of ransparency, the
lower the alpha value. For exam

LA N N NN NN N NN ]

The Hercules Terminator 30 comes with a ver-
sion of Descent Il designed for its VIRGE chip.

4MB EDO DRAM (we tested the 4MB version).
Sereen resolutions you're likely to use |depend-
ing on yaur manitor) include 640x480, with 16-
bit color depth; 800x600 with 24-hit color; and
1024x768 with 24-bit color. The card also sup-
ports additianal B-bit resolutions of 1152x854,
1280x%1024, and a whopping 1600x%1200, Be
warned, though — you'll need a very large
monitor (177 1 217) for the super-high resolu-
tions. The maximum refresh rate is 120Hz.
Installation under Windows 95 was a
braeze, thanks to the Terminator 30's compli-
ance with the Plug-And-Play specification.
During our tests, the board was a powerhousa.
Playing Quake, the card delivered 27.32fps at
320x200, 12fps at 640%480 and 8.74fps at
B00xB00. in Descent /i, the frame rates were
32.Bfps, 23 8fps and
15.fps respec-

Terminator 30

COMPANY: Hercules, {510} 623-6030
PRICE: $139 {$119 for 2MB)

BOTTOM LINE: It's got performance, it's got
style, and it's got the price to make it a
winner.

¢ BILINEAR AND TRILINEAR
i TEXTURE FILTERING: Bilinear

ple. a glass filled with soda
would have a hauhar alpha value
than a glass filled with water,
Alpha Blending is a technigue
used to combine objects on the
screen. Adding transparent
ohjects can make a game far

they're supposed to do. So and depth.

here's a quick crib sheet; memo- : ALPHA BLENDING: Alpha Blending
rize it and impress your Iriends. O~ | is used to provide various
thing to keep in mind: As a gamer, degrees of transparency in
you'll want to be sure the 3D card ohjects. Each pixel displayed on
the screen is 3 colors — red,
blue and green. I the colors on
the pixel vary in degrees of more realistic.
transparency, each degree is : ANTI-ALIASING: Smooths oul jagged,
called an alpha value. The higher i stair-step edges on polygons

and trilinerar filtering is a rech-
nique for rendering smoother,
non-jagged images. For example,
without filtering. the walls i
Descent f can get pretty pixeli-
cious close-up; filtering
smoathes the pixels out for a
maore realistic look.

DEPTH CUEING: Used to add dis-
tance and perspective to the

you buy at least supports Microsoft's
Direct3D, It it doesn’t, you won't be
able to take full advantage of the la
est Windows 95 titles.




tivaly. Under Direct30, its 30 acceleration hard
ware scored a fill rate of 4.75 million pixels per
second; a polygon rate of 52.72 thousand per
second; and an intersection rate of .42 thou-
sand per second. Not bad. The VIRGE-acceler-
ated version of Descent Il actually ran slower
than the DOS version at 540x480, turning in
18.4fps, but it looked fabulous — much better
than the DOS version — thanks to the card's
built-in graphics effects

The Tarminator 30 supports trilinear fil-
tering, video texture mapping, depth cueing,
fogging, alpha blending, and Z-buffering. In
addition to Direct 30 support, the Terminator
30 supports multiple APls, including
RenderWare, Open GL, and Reality Lab drivers
for Windows 3.1, NT, end 0S/2 Warp.

At press time, Hercules was bundling a
full-screen MPEG player and an enhanced
media player for Windows 95.

30 Expression +PC2TV

The ATI 3D Expression uses ATI's own 30 Rage
Il chipset and provides pratty good 2D and 30
acceleration for both Windows and DOS. It
supports resolutions up to 1600x1200, but only
with the refresh set to 60Hz. For traditional
modes of 60x480 or B00xB00, the card will sup-
port refresh rates up to a rock-solid 200Hz. The
card is also equipped with a composite line-out
and & S-Video out, making it easy to connect
your computer to a VCR or perhaps that big-
scraen television in your living room (if you do,
make sure the resolution on the card is not set
any highar than 800600, or you'll end up with
distorted video). Hardware-accelerated fea-
tures include bilinear texturing, alpha blending,
and fog sffacts.

Under DOS, the 30 Expression managed
¢ to deliver 26fps in Quake &t 3206200; 10.9fps at
. BADx480; and only B.1fps at BO0xB00. In Descant
* i the 30 Expression pumped out 33.2ps at
- 320x200, 24.2fps at 640x480 and 14.9fps at
800x600. Under Direct 20, the ATI board brought
in a fill rate of 6,73 million pixals/second; a poly-
gon rete of 34.2 thousand/second; and an inter-
section rate of 95 thousand/second.

ATI also offers an additional TV
tunen/video capture card that works in con-
junetion with the 30 Exprassion, Tha ATI-TV
card plugs into & separata 16-bit ISA slat (not

30 Expression + PLZTV

COMPANY: ATI

PRICE: 5219 (ATI-TV card is $129)

BOTTOM LINE: 3D Expression has some got some good fea-

tures, and MechWarrior 2 rocks!

PCI) and attaches to the 3D Expression us g
an intemal cannector. Features of the ATI-TV
include closad captioning, scheduled viswing,
customized close-ups, and channal previews.
Still images can be saved as bitmaps, or video
can be saved as Windows AV files. The 30
Rage Il chipset also supports full-screen. full-
maotion MPEG video playback.

The bundled softwara included with the
30 Expression is great: The special 30 Rage
version of MechWarnor 2looks fantastic, as
does Psygnosis' racing game, Wipedut A copy
of Vream's WIRL 3D Interactive VR Browser,
and MGI's 30 Modeler sre also included

also support resolutions of
1024x768 with 18-bit color;
B00x600 with 32-bit true color;
and B40x480 with 32-bit true
color. Refresh rates range from
B0Hz to 85 Hz

We tested the Reactor
with 4MB of video DRAM and
found it performed merely satis-
factorily under DOS. In Quake,
the card pushed 20.1fps at
320,200; 11.4fps at 640x480; and
7.3fps at 800xB00. In Descent I,
the Reactor managed 26.5fps at
B40x480; and 16.2fps at B00xE00.
To be fair, the card is optimized
to parform best at higher, SVGA
resolutions, but the paltry 5.7fps
it pushed out playing Descent If
at standard 320x200 was a little
hard to bear. Under Direct3D,
however, the Reactor did well
enough, scoring 5.12 million pixels/second in
the fill rate tast; 1.2 thousand intersections per
second; and a strikingly high 263.38 thousand
polygans per second. Running the Rendition-
accelerated version of Descent Il [complate
with 30 hardware effects that make it look as
good as anything on those fancy videogame
consoles), it cranked out an impressive 30.6
frames per second at B40x480 resolution.

Tha Reactor fully supports Windows 35
and Direct 30, Windows NT drivers are also in
davelopmant, but they were not available at
press time. Intergraph is also considering

javeloping Open GL and 3D Studic Max

Intergraph Reactor

The Reactor uses the Rendition ViRGE
chipset, and the major accelerated features

include perspective corraction, bilinear filtar-
ing, anti-aliasing, fogaing, and 20/30 acel -
ation. The Reactor has a maximum resolution
of 1280x1024 at i6-bit

color depth. It can

Reactor 30

COMPANY: intergraph, (800 692-B069
PRICE: 5199

BOTTOM LINE: Reactor 3D is a good cnn’
with some powerful feat nd a har
to-heat price

drivers, and are planning on early 1997 as their
target release date. The Reactor includes a full
version of fndyCar land shareware of demo
versions of Quake, Hellbender, and Monster
Truck Madness,

Diamond Stealth
30 2000 (4MB)

Like tha Hercules Terminator card, the Stealth

30 2000 uses the ViRGE chipset, so perfor-

mance of both cards was pretty much identical.
The Stealth 3D 2000 has a wide variety of |

scrgan resolutions to choose from, You're

game environment. The closer
you get to an object, the brighter
and larger it should look. The
object should diminish in size
and brightness the farther away
you gel

DITHERING: Simulates a 24-bit color

setting by blending 16-bit

images

FOGGING: Just like the real thing.
Not all cards can do fogging in
hardware (the Matrox Mystique

can'l, for instance), but similar
results can he created through
ding and lighting
generally for
environment effects such as
steam or smoke.

MIP-MAPPED IMAGING: Loads dif-

ferent texture-maps for the same
3D ohject. depending on how
close you are to it. This ensures
that the object always looks
good from any distance.

: PERSPECTIVE CORRECTION:

Perspective correction prevents
distortions you get
a 3D object is rotated
and its textures appear to warp
or stretch

¢ SHADING: Many games make use of

30 polygons. Unless you like

ing at bare, wire-frame mod-
ols, you'll want the polygons col
ored, Flat shading means each
polygon is assigned a color, with

no gradients or texture mapping.
It's guick, but un stic
Gouraud shading (where the
polygen is assigned a color hue
and gradient] is much more
realistic, and can be used for
more effective and believable
environments.

© TEXTURE MAPPING: The process

whereby flat digital images are
“mapped,” or placed, onto 30
polygons to enhance realism




PERIPHERAL

VISIONS

most apt to choose 640480 at 24-bit color
depth; B00x600 at 24-bit color depth; or
1024x768 at 24-bit color depth, but if your moni-
tor supports higher re tions, you can also
choose from 1152x864, 1280x1025 or 1600x1200,
all with 256 colors.

DOS parformance was very good.
Playing Quake at 320x200, the Steaith 30 2000
produced 27.4fps; at 640x480 it was 12.11ps;
and at B00xB00 it droppad down to 8.92fps
The Stealth 30 2000 was also very fast during
a game of Descent /1. At 320x200 it spit out
34 8tps; at B40x480 it was 26.3fps; and at
800xB00, a very respectable 14.5fps. The
"accelerated” Descent Il slowed to 19.6fps at

HAyINoANIt/oo00p

oth Drchid and Diamond have alternate 30
acceleration solutions available, and both take
advantage of the same technology — the 3Dix
Voodoo Graphics chip,

robust features include alpha blending, fo
spective correction, mig-mapping, 2-huffering, an
bilinear filtering. Both cards include 4MB of EDD
DRAM — 2ZMB for frame-butter memory for resolutions
and z-bullering, and ZMB for texture memory. The chip
can also support screen resolutions of up to B00xE00
with 16-bit color. And since 3Dfx provides an arcade
version of the Voodoo chipset to arcade developers,
you may be abie to play arcade-to-PC ports much
sooner, and they may look just like the real t

The catch? It's terrific for 30 acceleration, hut
doesn’t have any 2D capability. This means you'll ne
a 2D card s well {of course, |i you haven't been star-

1 a blank manitor screen when playing games or

windows. you've already got one of those).

The Orchid Righteous 3D and the Diamand
Monster 30 cards attach to your current video card

a small, external cable. The 2D card data is
passed to the 3D accelerator card, which is then con-
nected to your monitor. Unfortunately, there i way
for you to view output from both cards at once — its
an either-or scenario. I a game has a combined 20
and 30 environment, the Voodoo won't be of any use

i the Drchid Righteous 3D a he Diamond
Maonster 3D cards weren't so terrific, this woaldn't
be a problem — we'd just ignore them. But both
cards feature the very best in 3D acceleration, and
games that take advantage of it (such as HyperBlade
and Tomb Raider) look way too good 1o pass up.

Righteous 30

COMPANY: Orchid, {800) 577-0977

PRICE: 5299

BOTTOM LINE: You get what you pay for. In this
case, fantastic 3D graphics and acceleration

Monter 30
COMPANY: Diamond,
(B00) 468-5846

PRICE: $299

BOTTOM LINE: It may
cost more, and you'll
still need a 20 card,
but the Monster 30 is
phenomenal

30 2000

Stealth

COMPANY: Diamond Multimedia (800) 468-
5846

PRICE: §199.00

BOTTOM LINE: The Stealth 3D 2000 is a great
card; it has eamed o lot of respect from
developers, as well as a lot of support.

640x480, but again, it looked terrific

Some of the more powarful 30 acceler-
ated features include texture mapping, par-
spective correction, bilinear filtering, alpha
blending and fogging. The Stealth 30 2000 also
supports full-screen MPEG video playback
AV files also played smoothly, and there was
no noticeable deterioration in frame rates
when expanded (o full screen playback.

Bundled software includes Compton’s
Interactive Encyclopedia, and VIRGE
accelerated versions of Descent I/ and
Destruction Derby.

The Stealth 30 2000 is fully compatibls
with Windows 85 and Win NT (version 3.5).
Drivers are also included for DirsctX, AutoCAD
and Software MPEG. Windows NT 4.0 and
Dpen G drivers are planned for release in
early 1997.

Matrox Mystique

The Mystique features Matrox’s own propri-
atary, B4-bit graphies chip, and ships with
either 2MB or 4MB of synchronous graphics
RAM (SGRAM). Matrox claims the SGRAM
architacture is faster than DRAM and costs
lags than VRAM (used primarily in high-and
video boards), The MGA-1064SG chip inte-
grates accaleration diractly Into its hardware
design, to provide a robust 20 and 30 solution,

Matrox's card supports resolutions up
to 1600x1200 (the color dépth depends an
whether the card has 2MB or 4MB of
SGRAM onboard).

The Mystique features a fast 3D textire-
mapping engine and supports perspective
correction, gouraud shading; alpha blending,
and z-huffering. Fogging is not supported.

Our Quake and Dascent Il tests ware
impressive, At 320x200, the Mystique pushad
w(Mps at 320x200; 11.4fps st G40x480; and

thousand intersections/second

The Mystique can be upgraded with a
series of daughter-cards that snap directly
onto the board. At press time, pricing informa-
tion was nat available, but Matrox expects to
have a hardware video decoder for MPEG
and .AVI clips and a TV tuner card available
in early 1997

Matrox claims more than 60 games will
support the Mystique directly, including titles
from Interactive Magic, Psygnosis, Radical
Entertainmant, and Activision, but there's
never any guarantes. Compatible titles
alreadv shipping or in the works include
Hi M, Truck Madness, and
Thunder ‘Fruck Rally.

Tha Mystique comas with custom ver-
sions of MechWarrior 2. Destruction Derby,
and Scorched Planst

Mystique
COMPANY: Matrox, (800} 361-1408
PRICE: $199 (2MB SGRAM|/5279 (AMB

SGRAM)

BOTTOM LINE: This card's got plenty of
speed, and it comes with some great cus-
tom games.

The Final Word

Sinea all of the cards performed well, it can be
difficult to choose which card to buy, Tha prob-
lam is compounded by the fact that many dif-
ferent card manufacturers use the same
chipsat, For instance, Sierra’s new Screamin’
30 and Croeative Lab's naw 30 Blaster PCI usa
the same chipset as Intergraph’s Reactor—
the Rendition VIRGE.

And all the cards wa've seen hava turmad

in respactable performance numbers; some
ara slightly faster than others, but they all bring
& markad improvement in geaphics quality with-
out bogging down your CPU, So if you're reaty:
10 take the plunge and buy ane of thesa bables,
take & Watmmfumﬂ:thmm built-in
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EXTENDED PLAY
ADD-ONS = SCENARID DISKS = UPGRADES = BUG PATCHES

A Post Warsaw-Pact World

0, you
thought
NATO had
lost all rele-
vance with
the end of
the Cold
War, That
no one need-
ed to hold
the line
against the
great evil
empire of
the Warsaw
Pact coun-
tries. That a
new detente
would reign
supreme and
all the peo-
ples of
Europe would embrace
Yankee-style democracy and
live happily ever after, eating
frozen yogurt and listening
to Yanni records.

Silly boy. The Soviets
kept the lid on those squab-
bles-with-borders that have
posed as Eastern European
countries since World War
Two, and now that the
Soviets are no more, what
do we have? Ukrainians with
nuclear weapons and dreams
of a Greater Serbian Reich
Lovely.

Obviously, the major
European powers are aware
that there is still a threat to
security, which is why
they've pumped millions into
the Eurofighter program:
creation of an ultra-sophisti-
cated front-line air superior-

i ity fighter for the 21st cen-
i tury. Sweden has been work-

ing to replace their front-line
Viggen since the early 1980s,
and the result is the surpris-

ingly well-made, high-

performance JAS-39 Gripen
(or ‘Griffin’), a multi-role
fighter set for export as well
as to protect Sweden's vaunt-
ed neutrality. With a top
speed of Mach 2, as well as
advanced avionics, fly-by-
wire controls, and a loadout
comparable to that of the F-
16, it may become a top mili-
tary export to the struggling
democracies of Europe.
Speaking of the F-
16...there are still enough
complete wings out there to
guard just about any U.5.
interest in force. The F-16 is
the backbone of the U.S. and
its many allies, and with so
many in service, it will con-
tinue to be for some time (o
come. The Soviets (er,

Russians) haven't been
growing maoss, either, The
Su-35 wasn't even a blip on
the radar too long ago (the
1993 Jane’s makes no men-
tion of it), but it's hot. Based
on the Su-27, this new
fighter/ground attack mon-
ster is better in every respect
than its predecessor: more
powerful, better avionics,
improved airframe, and so
on. This is one
sharp piece of hard-
ware, and though
it's no F-22, it's
damned good
nonetheless.
Electronic Arts
and Jane's Combat
simulations have
gathered this cream
of European air
fighters and added
them into their
already excellent
action-sim ATF.
NATO Fighters
needs the original

program to
run, and
brings four
new aircraft
— the F-16,
Su-35, JAS-
39, and
EF2000 —
into the ATF
game. Each
aircraft fea-
tures in a
number of
missions on
both sides.
There are
new cockpits
and plane art
for each, as
well as unique weapons load-
out, performance envelopes,
and avionics. The flight mod-

There's still a
place for NATO
in this post-
Warsaw Pact
world, and
Electronic Arts
and Jane's
have made a

place for
NATO's best
fighters in an
ATF add-on.

all of tha
NATQ Fighter

els are done in limited detall,
with some handling and per-
formance limits that attempt
to give each'a different feel.
Do not mistake these for
maore hard-core sims, how-
ever. ATF and its predeces-
sor, LS. Navy Fighters, are
action-oriented simulation
games, and while thereis a
flight model teeach plane, it
is not what a sim fanatie
would call ‘realistic.” If you
want to fly & good
Eurofighter sim. pick up
EF2000; for the F-16, check
out the admittedly ancient
Falcon 3.0, or just hold on for
Faleon 4.0 or F-16 Fighting
Falcon. You're not going to
mistake any of NATO
Fighters” additions for Su-27,
EF2000, or Fdlcon 3.0, but the
disk does offer new planes
which fit nicely into the ATF

game world, adding a fresh

mix of weapons, cockpits,
and performance characteris-
tics to this already fulsome
game. Also added for flight
in non-campaign games are
the B-1B, F-111F Aardvark,
F-15E Strike Eagle, MiG-23
Flogger-B, MiG-29M. Su-25
Frogfoot, and the Tornado.
None of these last sims are
modeled in any level of detail,
but it's nice to be able to take
them for a spin.

The new planes are
interesting, but wouldn't be
worth the price of admission
alone. What ATF fans who
finished all the original mis-
sians will want is the com-
plete set of forty new scenar-
ius found in NATO Fighters,
These missions complement &
campaign set in the Baltics
and deal with the fallout from
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NATO Fighters olters new planes for you to fly, including the B-1B and F-15
Stike Eagle, but they're not modeled in great detail

When in

Doubt, Cheat

not be enough
CompUSA:

Extra Quests from

Bug Patches

Battleground: Shiloh v.1.03 (TalonSoft): Fixes

various bugs and play balance issues, as well as unit
performance and hehavior. bgs 103 exe

Battleground: Waterloo v.1.04 (TalonSoft)
Fixes various bugs and play balance issues, as well as
unit performance and behavior. bgw 104 exe

Civilization Il v.2.42 (MicroPrasel: Heralds will
now animate if you are using 32-hit video for windows.
civ2dZzip

Command & Conquer v.1.22 (Westwood
Studios): Fixes the "Infinite Minigunner” bug (in
which you can snll structures and retain the troops)
Also ins a for Wi 95 users.
ccli2p.exe

Daggerfall (Bethesda Softworks): A mess of
patches have been isswed lor this already, but here are
the most current at press time. Sound Drivers v. 4.0
updates all sound drivers {setupd0.2ipl. Pateh 1.63.179
fixes many, many bugs, including the Cyrix chip prob-
lem (dag?79.exel

Check the Internet (Bathesda's site is

: Neth DOS Beta Patch [Activision): This is

mainly for anybody who needs pulse dialing during

: modem games or has problems with & non-standard
 IRQ port (like COM3 IROS5) or other modem or null

: modem connection problems. Clicking on “no” when
i qlllllmg from modem config screen now works

C } line help with varous

£ :lml;ng and selting nptmus the M and § hotkeys now
i work properly, the modem driver no longer locks up
 when the com port IRO is wrong and no longer takes
i 50 long to abort if it can't reset the modem

. nmpat_bl.exe

i Jagged Alliance: Deadly Games v.1.12 (Sir-

Tech): Fixes "No Turn Limit” problems, some single
player campaign buys, the final campaign mission, and

i other problems. A patch is alsa available to fix the

“abnormal exit’ bug. dgl12zip

Orion Conspiracy VESA Patch (Domark): For video

patibility : 2ip

Panthers in the Shadows v.1.19 (HPS): Fixes a lew
small bugs and datnbase errors. ps-119.0xe

Sh d Steel v.1.03 (1

www.bethsoft.com) and onling services freq)
since new fixes are being done quickly.

Harpoon Classic 1.58e for Windows [Alliance).
Comrects all known ermmors in the program. harp158e.zip

LN PC GAMER January 1337

lay): General update and
bug fix. steel103.2ip

Tigers on the Prow! 2 v.2.03 (HPS): Fixes small hugs

and allows use of older scenarios. fop-203.exe
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That's 12 issties + 12 diss + two
bonus discs for only

The only thing left to fear is missing out on this great
offer, so detach and mail in one of the cards today!
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A little
downloadable
combat to help
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among other
things
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Yy game
ve rated.
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experience alive

and well.



ou read PC Gamer and that means you're important
to us. We're committed to providing the best
customer service possible and have listed details

of how to reach us below.

including postage. For foreign orders,

send $10 in U.S. funds, which B GA MEB i

4. customer service deparftment at:
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foreign orders, send $12.00 in U.S. funds, ’ prmm of interest to our readers. If you would
which includes airmail postage.

like your name removed from this list, please
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We are itted to bringing you the hest

dise every month. In the disc pages, we provide the

p]mnn numbers of the companies whose games are
featured on The CO' Please call these companies for

technical support.

' 1o replace a damaged disc, please contact our
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150 North Hill Drive

Brishane, CA 54005
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THE LEARNING GAME
THE LATEST TRENDS & DEVELOPMENTS IN EDUCATIONAL SOFTWARE

From Number-Crunching fo Nichelodeon

ath
Heads

Foran

upbeat,

bizgrre
romp
through
math for
kids 10 to

14 years

old, enter

the dis-
tarted zone
of Math

Heads.

Coming

from

Theatrix,

the pro-

z ’ gram per-

- forms the makeover of a life-
time on fractions, percent-
ages, Pre-Algebra, and other

- computational skills.

To begin the program,
vou choose a wild persona,

: -selecting a disproportionately

: large head. a mod outfit, and a
few other accessories and per-
sonality traits, Then use Math
Heads’ channel-surfing
remote control to choose a
tutorial, puzzle, or game. The

* tutorials are disguised as
infomercials and Stupid Math
Tricks. Consider the Five-a-
Vision goggles, for example.

- To multiply by five, simply put
on these glasses and you can
multiply by ten instead —
then, perform another easy
calculation: divide by two.
Presto! Five-a-Vision makes
you & math genius. Other
infomercials téach kids to mul-
tiply ordivide by two twice to

¢ tackle the terrible fours, and to

. slide decimal points to the
right or left when multiplying

- or dividing by powers of 10,
Lots of interesting tricks, pre-
sented cleverly.

ir of Five-A

ial e
zion problems

The program’s math
exercises combine computa-
tion with estimation. The
games aren't as cut and dried

as the usual drill-and-practice
fare. In Dance Till You Drop,
for example, your character
dances on a platform that
shrinks in relation to your
correct and incorrect
answers. You must solve
problems quickly, before the
platform disappears, Use
tricks from the infomercials
and mix in a few educated
guesses for good measure,
The answer scale over which
vou slide the platform is
divided into parts. each divi-
sion marked with a series of
numbers. But most of the
answers fall somewhere near
the divisions, not directly on
them. You have to figure out
where 42 is in relation to the
division marked 50, for exam-
ple. It's tricky and requires
maore creative thought than
typical math drills.

My only complaint
about the game is that the
characters’ lip movements
are completely wrong for the
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words they're saying.
It's like watching a
dubbed foreign film,
and because the
heads are so much

J| bigger than the bod-

nified, Kids may find
this quirk funny, but [
found it distracting.
Otherwise, the
program features an
original style, an
engaging tutorial,
and good exercises
that combine creative
thought with preci-
sion. Math Heads dis-
pels the myth that math is
straight-arrow boring. It's a
wild scribble across a calcu-
lated grid.

As usual, the

holiday season
has brought a
mountain of
new educa-
tional titles to
check out —
here are a few

of the best for
kids interested
in everything
from math to
movie-making.

Il ies. that effect is mag-

www.any-
where.com

Roam the Internet for a
while, and you'll see some
pretty awful web-page design
—from pages that seem to
exist solely for the sake of
slowing you down, to ugly,
disorganized visual elements
that suggest chaos. We've
seen this before: Back when
the Macintosh first offered a
wide variety of fonts and an
easy way to insert clip art,
people who had never heard
of white space or balance
were sprinkling 15 different
typefaces on a single memo.
And the boss wondered why
no one could remember how
much money to pay for a cup
of coffee in the employee
lounge. Back then, many
people called it MacTacky.
Now we can call it the
Internet Scrawl.

For a glimpse of some
truly beautiful web pages,
though, try inserting the
name of an educational soft-
ware company between
WWW and .COM. Check out
Living Books, for example.
After downloading and
installing a couple of plug-in
programs for your browser,
you can partake of some
beautiful, animated pages.

There are stories and myster-

ies as well as demos. And
these pages look good and
work well. They load a little
slowly because of their focus
on graphics, but they're
worth the wait.

Other companies with
good sites include Davidson
(found at www.davd.com),
Maxis, and Theatrix. You can
find technical support on
these sites as well as adult
perspectives on how to maxi-
mize the educational value of
the software. On some sites,
there are samples to down-
load and places for you to
upload your comments. In
some cases, the sites are
still gathering content, but
over time they should be
excellent resources. Each is
visually attractive and
effectively organized. Some
provide special pages just
for children.

Of course, these compa-
nies have an advantage over
most web page authors;




interface design and graphic
interest are two of the hall-

: marks of good educational
software. These companies
are the experts.

Wrrite, Camera,

Action (And

- Other Kid-Run

- Studios)
Movie-making seems to be
one of the hottest new activi-

: ties for cyberkids. Microsoft.
Theatrix. Knowledge

: Adventure, and Big Top

. Productions have all released
animation or movie software
in the last year or so.
Broderbund has also released
ane of these creatlvity pack-
ages, Wnite, Camera, Action.
And while its focus is a little

! different. its execution wins
the Oscar in this genre.

In other packages, the

. projects are more open-ended.

: Kids develop the stories from
scratch, writing dialogue,
choosing camera angles,

. selecting sound effects, and so
on. In Theatrix’s Hollywood
and Hollywood High, for
exampie, kids select characters
to speak. and as they type
lines and select actions, the

: characters react accordingly.
In Microsoft's 3D Movie

: Maker, children can record the

: script with their own dramatic

© interpretation on the lines.

They can also select
different perspec-
tives on the setting
and varying speeds
for the action.

In Broder-
bund’s Write,
Camera. Action, kids
have very little con-
trol over the main
plot. but lots of con-
trol over how the
story plays, how it
looks, and how the
movie is released. In
this program, kids
are more like the
directors than the writers.
They hone the mood by
choosing sets, line delivery,
and props. They sell the film
by writing news releases and
designing posters. And they

manage many other aspects of

the production.

Write, Camera, Action
has a specific lesson to teach,
so it differs from other

- movie-making tools. It feels a
little like an adventure game
in which kids choose
between several paths. but it
uses the cause-and-effect
relationship between the
choice and the outcome to

. teach kids how language
defines the world, When kids

: choose to have a cigar fall
from a bullding instead of a
handkerchief, they change
the course of the plot. When
they choose a mood for a

I.-d;ﬁ-m-! hfd-nhl-tn— du
et Moley's. mmmn-h

sy

1y plot elements
nding of "The Mal

Malc

character, the lines sound dif-
ferent. The words they select
shape the story even though
most of the script is already
written. As they publicize
their movies, the critics write
better reviews. Every writing
task affects the environment.
And just in case your
kids don’t want to stick with
Broderbund's story, the pro-
gram includes a script-writing
tool for creating completely
new projects. They'll need to
find other ways to film the
action, but by the time they
finish with Write, Camera.
Action, they'll be ready to
borrow your video camera.

If Your Kids

Like...

If your kids like Nickelodeon
cartoons, check out
Microsoft’s newest
movie-making soft-
ware, Nickelodeon
3D Movie Maker.
The program spags
the bigaest stars of
the popular chil-
dren’s network,
including Crum and
Oblina from “Real
Maonsters;” Rocko
and his pals from
“Rocko’s Modern
Life;” and the
dynamic duo from
“Ren and Stimpy.”
Improving on the
original 3D Maovie
Maker, the program
offers brighter set-
tings and a nice vari-
ety of canned dia-
logue. Of course,
children can record
their own scripts
with a microphone.
Look out for some

obnoxious humor, though:; it
may be inappropriate by some
parents’ standards.

If your kids like
dinosaurs or the Magic
School Bus series, check out
Microsoft's fourth Frizzle
fandango. In The Magic
Schoolbus Explores in the
Age of Dinosaurs, Ralphie,
Phoebe, and the rest of the
gang travel back to the
Mesozoic Era and continue
their educational adventures
with their wacky science
teacher. It's odd to think the
same company that brings
PBS to the desktop also drags
in Ren and Stimpy.

If your kids like “Sesame
Street,” check out Creative
Wonders” series of early
childhood software. In Elmo’s
Preschool, children hang out
with the 3-year-old, furry, red
monster, sharing his toys and
playing his favorite games.
Kids practice shape, number,
and letter recognition, as well
as other early childhood
skills. The cheerful muppet
makes a wonderful first elec-
tronic teacher.

If your kids like Living
Books or Dr. Seuss, check out
Green Eggs and Ham on CD-
ROM. So far, the Dr. Seuss
books have been the best
electronic storybooks ever,
First, Dr. Seuss ABCs showed
how Living Books’ incidental
animation could be gracefully
integrated with the story.
Now, Green Eggs and Ham
shows how the main anima-
tion can add energy to the
bounciest text in English lit-
erature, Grab a serving of
this dish for your family’s
daily requirement of rhyme,
rhythm, and rollicking fun.

PC GAHER Jamuary mr.
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Amulets & Armor is a role-playing epic featuring 11 character classes, including Mages. Paladins.,
Knights and Rogues. 1t's 31 interactive nature combines the best aspeets of fast action 31 and
total immersion fantasy role-playing. The game has a sophisticated magie system. and hundreds
of unique weapons and usable objects. Players develop their characters while solving puzeles.
defeating flying dragons, demi-gods, and creatures of the Ancient World. The amazing detail of
the game is best seen by playing the shareware version found at our web site:

hitp:/wwwousartists.com/ [-800-430-5848
Supports modem and IPX network play

United Software Artists: Box 135, Athens, ME. 04912, Suggpested retail price $44.95.
Product Information Number 339 H




oleplaying
fans have
probably
already heard
of the three
major online
roleplaying
games either
in develop-
ment or avail-
able today:
Sierra’s The
Realm
(www.realm-
server.com),
3D0’s
Meridian 59
(http://merid-
ien.ddo.com/
meridian/} and
of course,

s upcoming Ultima
Online (www.owo.com/
uo.html). But one you may
not have heard of is
Empiriana, being developed
by Infinite Realms Online
Entertainment.

Empiriana has been
under development for almost
three vears, and was originally
designed to be a DOS-based
game using dial-up numbers
During that time, though, sev-
eral things happened to affect
Empiniana’s development: the
release of Windows 85 and its
DirectX extensions and the
meteoric growth of the
Internet. And, as we've seen in
game after game, DirectPlay
and the Internet have done
more to fuel interest in online
gaming than any other factor.

S0, having decided to
radically change focus; Infinite
Realms has obviously had to
rewrite major portions of the
game’s code; and they are still
in closed beta-testing as we go
to press. By the time you read
this, though, they may well
have gotten far enpugh along
to move into open beta-testing

The game’s interface
incorporates two views: a
point-and-click 3D window in
the surface areas — the inns,
taverns, and guild buildings —
while in the dungeons them-
selves there is a 3D travel
mode and an overhead 2D
view of the battlefield that
pops up whenever you
encounter the enemy.

Empiniana’s turn-based.
overhead mode of combat will
be familiar to veterans of pen-
and-paper RPGs like Advanced

MULTI-PLAY

Tanks and Dungeons

Dungeons & Dragons; in fact,
the early screen shots of the
combat mode are reminiscent
of a tabletop RPG battle with
lead figures.

Parties of as many as six
characters can adventure
together, and players can join
guilds if they wish. gaining
access to allies and resources
unavailable to loner charac-
ters. If you choose to fight
another player, there is a chal-
lenge arena where characters
can go at it one-on-one or in
huge free-for-alls of up to ten
teams with six characters
each. A special Duel 1o the
Death option for players with
a real grudge going on will
result in the permanent dele-
tion of the loser.

One problem online
RPGs will eventually run into
is players having explored
everything before the game
designers can add new areas,
To head off this problem,
Empinizna has a modular
expandability built into, allow-
ing the staff to add new dun-
geons, monsters, treasures
and the like in very short order
using very small patch files.
The modules can include new
art and layouts for the expan-
sion areas, eliminating the
need to distribute a new exe-
cutable file every time the
game expands,

Visit the Empiriana web
site at www.irealms.com/ to
find out more.

Going to War

Shifting gears a little, we
move from RPGs to
wargames. 've played
wargames longer than ['ve
been playing computer

games, actually — everything
from Risk and Axis and Allies
to Squad Leader and
Gettysburg. | love the intellec-
tual challenge of the tactical
and strategic puzzle —it's a
kind of free-form chess — but
it's not war. Read actual
accounts of war, and you'll see
that hex-grid, turn-based
gaming has littie to do with
the real thing.

Flight sim fans have been
lucky; since the beginning, air
combat games have eschewed
the turn-based model and
focused on the second-by-
second actions and reactions
of the pilot. making for very
intense, fairly realistic action.

Not so lucky are the
grunts. Until recently, ground-

Whether
you're happier
strolling
through a
dungeon or
cruising the
battlefield

a Sherman

tank, there's
plenty for
gamers to do
online.

NETWORK * MODEM e HEAD-TO-HEAD « ONLINE GAMING

combat games have been
trapped in the abstract strate-
gic model of furns, morale’
cheécks, and all the rest of it—

i “which, if' fun, does not make
f'falimeufammpuw*spowu'

All that 1
Atomic’s Close Combt, Beside- ;

: allﬂsoﬂwrinnmaﬁaﬂs“

action,

morale, survival of veterans —
this is the first game that
allows some identification with
your units in the game. Sure,
they're only little groups of
pixels on the screen, Sgt.
Woaod or Oberluetnant
Stahler, but if they've been
with you for several battles,
you don’t want {o send them
to their deaths. You want to
win each battle with a mini-
mum of casualties, This is the
same kind of visceral attach-
ment to characters you find in
roleplaying games.

Of course, playing
wargames against the com-
puter as opposed to real
humans is like comparing soli-
taire to a game of high-stakes
poker. War is still very much a
human activity, and to simulate
it accurately, you've got to face
human opposition. So whether
you're playing real-time or
turn-based games, playing
them online will be preferable
to playing the Al

Speaking of Panzers, 551
has just released an online
version of Panzer General. It's
an online-only game, and 551
should bé commended for
making itquite clear on the
packaging that you've got to

- get online o play this game.

With this package, vou get

five free hours on TEN as-well,

and Inaideﬂiebmﬂsﬂ&e
shareware, ¢

ﬁ!ustwgntmaspedaldéal
- ion abillion of those things), |

suspect that in a year or so,
discs will be

Online floppies are today.
While we're on the sub-
jeet, here are some handy
wargaming web sites:
www.bunt.com/~wargamer/,
http:/fgrognard.comy, and
http://ourworld. compuserve.
com/homepages/POde/

pohome.him,
iR miwi_



ALTERNATE LIVES
ADVENTURE AND ROLEPLAYING GAMES = NEWS » TRENDS

=Wine, Rants, and

ametimes,
you have ta
step back-and
take a look at
reality —
especially
when you
“spend most of
your fime
~delving into
the depths of
Gaming
Goodness™.
Afer com-
pleting our
December
issue — you
remember it;
that monster
that nearly
: gave you back
“trouble?=— most of the PC
Gamer staff took a five-day
weekend o recover. And
what didil do during this
time? 1 took my handy
Pentium 166MHz computer
“from work, set it up on my
kitchen table at home, and
continued to play games.
Of course,. using my
.- entire vagation from PC
Gamer to play PC games
might be considered border-
' line obsessive, So, in the
* interest of showing the
| world (and myself] that I'm
= really not that unbalanced, |
decided to spendithe next
weekend at the place of my
youth, & little town near San
Luis Obispo at the heart of
California’s central coast.
Of course, during the
drive between San Fran-
cisco-and San Luis Obispo, 1
{vcouldn’t help but be
reminded of the similarities
i betwesn Highway 101 and
1.50me of the countryside
tracks of Electronic Arts’

- Need for Speed; When'l

eaught mysell passing cars
that were going upwards of

= 90 miles an hour, it hit
methat restarting the game
wasn't an option —so |
slowed down considerably.

Once | made it to the

ohills overlooking my sleepy

i hometown of Cayucos, 1 was
intrigued by the sheer cliffs
on the side of the road; and
wondered what mightlay

. beyond:them (Lneter found
out while living there). Just as
| made the decision to do a

I guick game save and try to

! find aut what'was at the bot-

tom of the chasm, | realized
hat the restore option in real
fe is severely limited. Pity,
that. Needless to say, I'm still
curious about those hills

That evening, as |
enjoyed the quiet of my par-
ents’ home and the company
of my family, | found myself
wondering what would hap-
pen next to George Stobbart,
the intrepid hero of Circle of
Blood and the guy in whose
shoes 1'd been spending most
of my time until [ finally pried
myself away from the com-
puter. Since George was sit-
ting on a hard-drive platter
on my dining room table
some 250 miles away, [ had to
content myself with playing a
few rounds of Reversi on my

trusty US Robotics Pilot
{check the Eyewitness sec-
tion for a news story on this
handy little PDA}. | had been
gone only a day, and already
1 was going through severe
gaming withdrawals.

The next day, the family
did one of the greatest
things you can do on the
central coast — we werit
wine-tasting, Sure, you've
heard about the Napa
Valley's great vineyards, but
if you're ever lucky enough
to spend time on Highway
46 between Paso Robles and
Highway 1, be sure 1o stop
at Grey Wolf Cellars; not
only do they have a fantastic
name, but they've got some
of the best wine fornia
has to offer. As | sipped their
wonderful ‘94 Zinfandel, |
looked out at the rolling hills
surrounding the area, and
thought about how much
they resembled the land-
scape of Bethesda's

_ﬂnmmw

I

ound in Circle of Bl

Daggerfall. Just before head-
ing out to find that dungeon |
knew was right around the
corner, | came to my senses. [
didn't have my silver long
sword — what if there were

You never
know what
vou'll find
when you go
on vacation.
Sometimes
you find
peace, and

sometimes
yvou find your-
self playing a
really good
version of
virtual reality.

wereboars in the area?

Once the wine started
kicking in, I'm afraid I embar-
rassed my family somewhat.
I'm not sure if it was the way
I spoke 1o strangers in Orcish
or the fact that I tried to fit
everything | could grab in my
pockets: wine presses, crow-
bars, gum wrappers, and
even a small gasoline genera-
tor. | tried to explain to my
folks that you have to search
and pick up everything not
nailed down, or you stand lit-
tle chance of finishing the
game. But they just shook
their heads, put me in the
back seat of the car, and took
me back to the house (stop
ping along the way to buy a
lock for the liquor cabinet).

When the weekend was
over and | finally returned to
the San Francisco Bay Area, |
carried not only enough wine
to start my own business as a
distributor, but the knowl-
edge that most farmers really
don’t appreciate it when you
try to hot-wire their tractors
to open the locked barn that
obviously hides the key item
necessary to get past that
snarling dog barring your
way to the haunted mansion
on the hill,

50 what's the point of
this story? It's 2 message to
all those hard-core gamers
out there. If you're going to
turn your life into a game,
make Sure no one sees you
doing it, and be sure to
bring plenty of wine. It's
also an indication that |
really needed that time off.
Now, if you'll excuse me, [
need to find out what lies
deep in the heart of Aeternis
in Azrael’s Tear. Where did |
leave that corkscrew?




SPECIAL STARTER PAINT OFFER!
Choose from 4 different starter sets featuring
either the new Bretonnians or the Lizardmen,
along with 4 Citadel Colour Paints, and a Citadel brush for just
$9.99! Call our 2-day Mail Order Service at 1-800-394-GAME.

Product Information Number 162
CHECK OUTTHE C E

HOBBY AT WWW.
If you played and enjoyed Shadow of the Horned Rat ,
the PC game based on Warhammer, then we have great
news for you. Now you can bring the action off your lap-
top and onto your tabletop with the hottest new release
from Games Workshop - the brand new Warhammer
boxed set! With Warhammer you become a fearless
commander, painting and collecting mighty fantasy
armies to do battle. For only $69.99, Warhammer pro-
vides you with the core regiments for two armies, and
all the information needed to start playing right away!
Call Games Workshop today, and mention this ad in
PC Gamer and you can get the main game
or the special paint offer
FREE of shipping charges!




THE DESKTOP GENERAL

Alexander, basking in
the glory of his victo-
ries along the Indus
River (¢. 326 B.C)),
décides to send a
captured war ele-
~phant back to Greece
for the edification of
‘his old tutor, and the
Teader gets to follow
§ the journey through
*. the whole 'of Asia Minor,
Thotigh deCamp is best

. known for his fantasy and
science fiction, he was also a
Superb historical novelist
and a brilliant researcher. If
he told you there were hot
dog vendors in 4th Century
& B.C. Persepolis, by God
i there were.

1 regdized, from reading
that delightful novel. just
ow rich and many-hued
were the civillzations
Alexander explored, con-
cuered, and inzwpomu,d
nto his short-lived empire.
“And from subsequent read-
g, 1 devéloped an abiding
fascination for Alexander
imself. He led his armies on
an epic march of 20,000
miles, across portions of
three continents, and faced
= every challenge a general can
¢ face. As historian John
Mikter said in a recent article
in Command Magazine:

¥ campaigns included

o rfare: sieges,

: panoplied armies of the
. Indian moguls), it seems

mountain and desert fighting,
naval engagements, guerrilla

| operations, pitched battles,
. and major river crossings.
i No other great general in

the world’s history was ever

: put to such a diversity of

tests, faced more varied

| opponents or fought in-a

: greater variety of conditions,
¢ yet he is the only one who

: never lost a battle.”

And he did it all before

. he died at the absurdly early
. age of thirty-three! Amazing.

Given Alexander’s

. genius (for tactics, strategy,

. and logistics, all!) and the

. extraordinary range of both

| his battles and his opponents
* (from wild, hairy, Parthian

. bandits to the operatic,

astonishing that there has not

. hitherto been a PC simulation

of his conguests. (Well, okay,
old-timers, there was just
one: a crude 1985 European

: game in bilious CGA graph-
- ies; but nothing since except
. for board games.)

This gap in the war-
gamer’s PC

W library is about

d to be filled —
and right roy-
ally, too — by
Battles of

N Alexander the
Great, a state-of-
the-art tactical
simulation
derived from the
classic board
game of the
same name,
published by the
§ venerable GMT
house. It's being
developed for

. sometime in
. Interactive

i sports an

the PC by
gamesmeister
Gene
Billingsley of
Erudite
Software,
and will be
marketed,

the first quar-
ter of 1997, by

Magic.
The game

impressive
“miniatures”
look: bristling

phalanxes with 16-foot pikes,
! cavalry on their mounts,
archers deployed in skirmish-

ing formation, charioteers

Erudite
Software and
Interactive
Magic join
forces to
depict the
genius of
Alexander the
Great in an

impressive

new wargame.

Worlds fo Conquer!

and war elephants — in all,
13 types of units will be rep-
resented. Much effort has
gone into the animation of
these colorful units, and their
movements are pleasingly
realistic: infantry marches,
runs, and charges; archers
draw their bows and unleash
clouds of arrows; horses rear
and snort; and elephants
trumpet. Even better, when
opposing units melee, you
can actually see individual
soldiers thrusting and hack-
ing at each other, You can
also see them fall, wounded
or dying, and as the battles
evolve, the field becomes
more and more littered with
wrecked chariots, dead sol-
diers and animals.

“The elephants are really
fascinating to watch,” says
Craig Taylor, who is produc-
ing the game for -Magic.
“They behave just as they did
historically. If you can control
them, they're enormously
powerful units — the ancient
equivalent of heavy tanks —
but if something spooks
them, or they get pricked by
arrows or pikes, they can
instantly run amok and tram-
ple anyone in their path,
friend or foe.”

Thomas is especially
fond of the game’s raucous
sound effects.

"Do you remember that
great old radio show, hosted
by Walter Cronkite, called You
Are There'?” he asks. “The for-
mat was for Walter to travel
back in time and interview his-
torical figures, He did one
show in which he interviewed
Alexander, while the Battle of
Arabella was raging in the
background. The sound effects




were very realistic, and it
struck me at the time that an
ancient battle must have
sounded something like a really
intense football game: grunts
and groans, cheers and yells,
and people banging on metal
objects to acd to the general
clangor. That's the effect we’r’e
striving for in this game.”

All ten of Alexander’s
major battles will be
included. as will a campaign
variant. Plans Included a sce-
nario editor, but it was
dropped to avoid compromis-
ing the basic game, Modem
and network play will defi-
nitely be a feature — so will
Internet support via the
Windows winsock.

As for the artificial intel-
ligence, Erudite is putting a
refreshing spin on things. An
ancient commander did not
have much, if any, control
over any unit that could not
actually see him or that was
beyond the reach of his voice.
All Alexander could do was
summon his subordinates on
the night before a battle and
give them The Plan, then
hope for the best when the
fighting started.

In Battles of Alexander,
the plaver has full control
only over the wing or forma-
tion he has chosen to lead
personally — over the rest of
his army, he can exercise only
marginal influence. Detailed
control will be under com-
mand of a separate tier of the
Al while the main Al controls
the enemy’s formations.

i mobile units — the
. and charioteers —

. turns in three

| way before the tar-

“In order to maximize

replay value,” Taylor explains,

“we've designed things so
that the enemy Al will ran-
domly vary its plans. [n one
game, the enemy’s right wing
may stand on the defensive,
but in the next game, it may
attack. You'll never be able to
predict what the computer
opponent will do from one
game to the next.”

Although the game is

. basically turn-based, there
: will be varying phases within
. aturn, so that the best com-

manders may be able to

. order two actions consecu-

tively. The most
mounted archers
will execute their

impulses: move, fire,
and move. This will
make it possible for
the player to use
these units realisti-
cally, to launch
feints and harassing
attacks, and then
dash out of harm’s

geted troops can
respond.

In addition to
its visual elegance,
the game will also
have a very friendly
user interface. As
designer Gene
Billingsley explains:
“We believe very
strongly in the
Panzer General type

of interface, because it was
so successful in getting the
game fo the player. My pet
peeve has always been the
way previous generations of
wargames have put barriers
between themselves and any

consumer who was not a vet-

€ran wargamer.
“We want this game to

be so friendly that you can

jump right in and enjoy it,

. even if you don’t have any

- previous knowledge of

. ancient warfare, or even of

! Alexander. But we also want

this game to be very good
history, so that anyone who

; “We want this gama

. to be so frlendly that

I-Magic GAME PRODUCER

- gets hooked by it will soon

: period, and will learn it

learn a great deal about the

effortlessly, while having a
really good time.”

From what I've seen so
far, these laudable design
goals are within reach.
Battles of Alexander looks
good, feels right, and is
solidly grounded in historical
accuracy. Given the dearth of
ancient-warfare games, it
currently has the field to
itself. And if it succeeds,
there are at least two more
GMT board game classics
waiting in the wings, cover-
ing the campaigns of
Hannibal and Julius Caesar.

Thus is the Gardian
Knot untied.

6 mﬂl&lli_
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WWII STRATEGIC OPERATIONS ON THE EASTERN FRONT 1941-1945

Take Command of the Entire German or Russian Army
on the Eastern Front During WWII

nJune 22, 1941, the German Army unleashed Operation Barbarossa, (~ i
the invasion of the Soviet Union, with almest 140 divisions, including B

17 Panzer and 13 motorized units. Opposing the German onslaught

were almost 170 divisions, including 32 armored units, of the massive 1st Panzer Army

Red Army. What happens next is up to you. Road to Moscow is a state-
of-the-art simulation that will test your ability to lead either the German

1%
or Red Army to victory on the Eastern Front. ﬁ &m ﬁlm £ é“ &“ é-

HISTORICALLY ACCURATE ORDERS OF BATTLE

The German and Red Army Order of Battle features thousands of units
from corps to company-size. An interactive Table of Organization Browser \_ W,
allows easy access to the historically accurate erganization of every unit Tabla of Organi howing 1st Panzer Army
in the game.

HISTORICALLY ACCURATE BATTLEFIELD MAP

The Road to Moscow battlefield is an actual 1:2,000,000 scale, 256-color,
topographical map of the Soviet Union and eastern Poland on June 22,

1841. This map shows over 20,000 historically accurate geographic locations.
The scrollable campaign map is the equivalent of 18 full computer screens,

HISTORICALLY ACCURATE OPERATIONAL PLANNING

Simply draw your operational plans directly on the game map. Your staff
will move troops into position, stockpile supplies, allocate air strikes and
artillery support. Watch the progress of your forces on the map and receive
a variety of reports from the front as the fighting begins. Road to Moscow
includes scenarios based on actual Eastern Front operations by both
armies and a 1941-1945 campaign game.

OTHER EXITING FEATURES:

M Generals have individual personalities that affect the performance of
the troops under their command.
B Operational plans include phase lines, deception, amphibious and

Actual terrain scuthwest of Stalingrad

Arcport from the fromt, Sirs

airborme landings, commando raids, and partisan activity. ‘ N

B An optional political feature that subjects the player's plans to the T i 2 P S o 00 P O
personal whims of Hitler or Stalin. B 0w hedaved e ot o Ml

B Original CD-quality music and state-of-the-art sound effects. o

B Easy-to-use point-and-click interface.

Report from Bth Panzer Division, 40th Panzer Corps

Playable Windows 95 Demo game at: http://www.arsenalpub.com

S a O ! © 1996 Battlafield Design Group. Published h\f Arsanal Puhlluhmq Ine, All R:ght.s Resarved. Microsoft, Windows, and Windows 85 are registerad
i af M ft Cor . IBM is a r=gisterad trad rk of Inter Ine
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DRIVING = FLYING = FIGHTING = BUILDING = ETC.

Yeah, But is if Fun?

fyou're a regular
reader of this column,
there’s a pretty good
chance you've flown
most, if not all, of the
flight sims ever made.
A real jet-jock. Sierra
Hotel. Maverick.
Whatever. If you're
connected 1o the
great unwashed
onling community,
you've probably read
messages specializing
in flight sim topics,
and maybe even
added your own
voice to the din con-
cerning what makes
a good — or bad
flight sim.

God knows I've done my
share of the above, each time
swearing never again to let
myself get sucked into this
most futile, subjective, and
dead-end of exchanges. It
seems as though nobody’s
ever 100 percent satisfied —
not even with their own cur-
rent favorite simulation.
Either the graphics are good
but the realism is lacking, or
the realism is dead-on but
the graphics suck. It can
even be something as trivial
as your Apache’s rotor not
making the sound that you
think it should make (and
let’s face it, unless you're
Bryan Walker, how the hell
would vou know?).

Here's a true story: 1
walked into my friend’s soft-
ware store the other day,
where a customer was agoniz-
ing over which new flight sim
to buy. "Here, ask this guy.”
my friend said, pointing to me,
“he's a famous game reviewer
— he knows everything.”

“Ooh, | wouldn’t want to
know everything,” the cus-
tomer said. “It'd take all the
mystery out of life.” Spotting
in him the fine taste of
another Monty Python fan, |
agreed to lend him a hand.
He was looking for a game
whose graphics lived up to
their hype — something that
looked real. He was sick of
being disappointed.

I steered him over to
NovaLogics Lightning 11,
which at the tir ate
October, 1995) was the most
breathtakingly beautiful flight
sim on the market. “People are

beeping and squeaking about
the perceived realism,” 1
warned him, "but if, as you
say, all you're concerned about
is how goed it looks, this is the
clear choice for yow.” He
smiled broadly, shook my
hand, slipped a thousand
bucks into my jacket and
bought the game.

Next day, | walked into
the store, and there was the
F-22 box sitting on the counter:

“What's this doing back
here?” | asked. "The guy
returned it,” my friend said.
“He said the sound was
terrible and that it was too
easy. But he did say that the
graphics were great.” Fargin®
weenwapper.

Folks, we've become a
nation of consumers who not

only want to have their cake
and eat it, too, but believe
that we're actually entitled to
do so0, And, by god, we'll
piss and moan our little
heads off if we don't get it
We want the world and we
want it now!

The sad truth s that.
while we like to think of our-
selves as cutting-edge con-
noisseurs of ultra-hip tech-
nology. we're basically still in
the Paleolithic period where
computing is concerned. You
want the perfect game, try
taking a cryogenic catnap for,
say, 100 years, and if the
human race hasn't regulated
itself out of existence, some-
one may have produced a
game that will satisfy vou by
then. Probably not, though.

As for F-22, it's damn
near my favorite flight sim at
the moment (except for
JetFighter 11, but since ['ve

just written the strat-
eqy guide for it, it'’s an
automatic disqualifica-
tion). NovaLogic has
not only beaten all of
the other dedicated F-
22 sims to the market,
they've done so with
style and flash and —
are you ready for this?
— funl

I was astonished
that the high-res
graphics performed so
well on my P-100.
Where Back to
Baghdad's featureless
desert crawled beneath
my wings, F-22's detailed ter-
rain slid smoothly by, without
making any of those eye-
candy sacrifices |'ve become
50 painfully accustomed fo,

Where do you
stand on the
realism-vs.-
gameplay
question?
This month,
the air-Wolf
tackles this

sticky issue,
and his
conclusion
will surprise
you.

w hm T got my ass in a fangs-
out furball with-eight different
fighters all trying to kil mh
other. And over of the ol
P166... Woo-hoo! :

Yes, the campaign is -
pretty linear, the mission edi-
tor is limited, and discussion
of the flight model’s lack of
authenticity could keep all of
those experts who've never

sat in a real fighter, much less
flown one, busy well into the
next millentum, But the pre-
sentation of this sim is simply
outstanding, and the suspen-
sion-of-dishelfef factar is there
in spades. I never had any
trouble spotting ground tar-
gets, and 1 pever lost sight of
a bandit betause he wiis pixe-
lated out of view. | know
whete | @m and what my

¢ environmentis at all times —

factors whose importance

- cannot be overemphasized, in
. my book,

“¥ou say the cockpit is loo
simple? Hey, the whole pur-
the real F-£2 5

il Snf b
a percentage readout of your -
oppmmhun m;ggrny well,

maﬂuhom ftﬂ'mﬂ. Screw =
reality — especially i It getsin
lhewayurlnyﬁ.m ‘Let the- [
“realistm” junkies sit on the tar-

mag tp on radar =
modes, thrust-to-weight Futios,
and missile envelopes while
burning up their JP4, Me. I'm:
gonna go kil somuﬂmn.

RWMWF



HARDWARE = PEHIPHERALS ® TECHNOLDGIES

betking Your Money's Worth,

Part

ver the past
couple of
years, more
and more
‘motherboards
‘have come

| equipped with
“a Flash mem-
ory chip to
hold the BIOS
(short for
Basic Input-
Output
System, the
low-level pro-
gram your PC
Tuns even
before DOS or
Windows

loads). Flash

i memory acts

¢ just like ROM most of the time,
* but it can also be rewritten

: under software control, so you
i can upgrade your BIOS with-
:out having 1o open up your

i PC's case and swap a new

i chip for the old one:

When you're trying to
make sure your PC is per-
forming at peak efficiency, it's
i good idea to be sure you've
got the latest version of the
1 BIOS. Quite a few PC makers
have Flash BIOS updates
available on their web sites, so
theck there if you're having
problems with compatibility
or hardware support (most
BIOS manufscturers won't
. provide Flash upgrades
| directly, since they have no
- way of knowing how your sys-

tem manufacturer may cus-
¢ tomized the original code).

Once you're sure you've
got the latest BIOS for your
, it’s time to access its set-
tings. With most BIOS chips,
hiolding dawn the Del key for
F1, or Cirl-Alt-Esc) as the PC
boots up will bring you to the
BIOS setup mienus.

‘The settings that have the

ting:

. 'biggest effects on your PC’s

performance are usually found
in the Advanced Chipset Setup
section. The BIOS usually does
a pretty fair job of setting up
the chipset when Auto
Configuration Is enabled, so if
you aren't in the mood for
mucking around at this level,
just make sure this is on. If you
do want to tinker with the
detailed settings, it's still worth-
while to try out Auto
Configuration, if only to find
out what you have to gain from
further tweaking. In any case,
remember that changing the
other parameters won't have
any effect until you've turned
Auto Configuration off.

1t's hard to be specific

about what changes to try
from here, since the settings
available will depend on the
brand and version of your
BIOS software. the chipset
used on your motherboard,
and any custom modifications
made by the PC's manufac-
turer. A manual helps, but
most PC systems don't come
with documentation for the
BIOS; check the web sites for
downloadable docs if you
don’t have them.

In general terms, the
first order of business is to
make sure you're really using
the hardware you have. In
particular, most PCs have
both an internal and an exter-
nal memory cache to speed
up RAM operations. Having
one or both of these caches
disabled is a big-time perfor-
mance sapper. Your system
dealer probably wasn't so
absent-minded as to sell you
a PC with the cache disabled,
but you'd be surprised how

¢ options -

: often it happens. Also, if the

BIOS settings are lost fusually
due to a loss of battery
power], your BIOS may
default to the safest, simplest
and that can
include turning off the sec-
ondary cache.

So before you do any-
thing else, make sure the
cache is enabled; this is the
ane BIOS setting that can
have a huge effect on your
system’s speed — everything
else is really about squeezing
that last millisecond of perfor-
mance out of your PC.

Also, look for settings that
take advantage of advanced
hardware features like Pipeline
Burst Cache and Synchronous

Last month,
you dug into
some of
Windows 85's
more arcane
settings to
squeeze a bit
more speed

out of your PC.
Now it's time
to jump into
the BIOS.

Pynamic RAM (SDRAM), and
make sure they're enabled if
you have them.

Memory timing is another
area where vou might dig up a
litthe extra speed. You probably
have four basic settings to
work with: Cache Read Timing,
Cache Write Timing, RAM
Read Timing, and RAM Write
Timing. The specific values to
use vary from system to sys-
tem, but each value should be
set to the smallest number that
operates reliably. Entering the
wrong settings won't cause
permanent damage 10 any-
thing, but you do run a very
slim chance of getting the sys-
tem into a state where it won't
boot. 50 some caution is
advised. (In the unlikely event
that the BIOS modifications
you make cause your PC to
lock up this severely, youll
need to reset the BIOS 1o its
defaults. That's generally done
by disconnecting the BIOS bat-
tery, or by moving a jumper
connector or DIP switch on the
motherboard before booting
up. Before making any
changes, check your system
manual to be sure you know
how to reset the BIOS.)

When doing any kind of
fine-tuning, remember a couple
of key rules, One is that you
can't trust the seat of your
pants 1o tell whether a change
helped or hurt. You'll need
some kind of a benchmark to
objectively measure perfor-
mance. The frame-rate display
in a game like Quake (type
“timerefresh” at the console) or
Duke Nukem 3D {use the
“DNRATE" cheat) gives the
most realistic results with
regard to game performance,
but hardware benchmarks that
directly measure things like
CPU speed and memory access
rates are generally more sensi-
tive to the kind of small
changes you'll be making here.

The other important rule
is to write everything down.
Make only one change at a
time, and document each
change you make, whether it
helped or hurt, and how much.
A setting that makes your sys-
tem faster might also make it
more crash-prone, but if
you've kept a good paper trail,
you can always undo your
changes if you need to.

BCG
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Media Rig Contest. The Ultimate Gaming Environment, 40 inch monitor,
130 watt recewer wi Dolby Digital Surround Sound, and all components shown,

You have the POWER. In this contest you dont 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 ol five more es 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 200 Mhz Pentium,
16 meg. RAM, 2.3 Gig. HD, 8X CD-ROM, 17" monitor, Windows 95, modesm and more!
Video Game Contest Play on the hitech cutting edge with this line-up:
Sony Playstation; Sedga Saturn; Virtual Boy; 300; and Nintendo 64! 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!

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 Gnd with words wgning 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 al $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 pl:‘ but typically 55% will have the
highest score possible score to Phase |, 43% to Phase I, 36% to Phase N, and 32%
to Phase V. The tie-breaker determines the winner. f players are still tied they will
split the value of the grand prize they are playing for.

ENTER ME TODAY, HERE'S MY ENTRY FEE:
[] {$3.00) Computer Contest

171 ($3.00) Video Game Contest

[ (§3.00) Media Rig Contest

[”1 {$5.00) SPECIAL! Enter them all (SAVE $4.00)

Yes:

TN ONY o713

OR0E <om-n<I

e

WORD LIST and LETTER CODE chart
PINCH ....W PRESS......K BLAST...A WRECK....
BREAK.....Z PUNCH...S SPRAY, TURBO...

Address

@ SEND CASH, M.0., OR CHECK TO:
PANDEMONIUM, P.O. BOX 26247
MINNEAPOLIS, MN 55426-0247

VOID WHERE PROHIBITED = ENTRY DEADUNE:

(isly ane ey pur porsan. You mast ha endec

inulgibie. Judges decisions sra fnal ¥ judges sen i e

Ao et o byt mad Oy ety of the LS. and

Fundemariim, . T4 W

STOMP ...T STAND...R PRESS...E DREAM...(

CRUSH......I SCORE....H SLANT.....L CHASE.....

MYSTERY WORD CLUE:
WORLD RULERS HAVE T AND IN THIS CONTEST YOU HAVE IT

Produet Information Number 277
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10,000 TiTLEs

IN STOCK
DAILY!

ast

107 Dauwamiuns AMMATED STORYBOOK: The kotest from
Dissieyl Kitls can sing alang with their favorite dalmatians,
play infriguing new keaming games & explone hundreds of
surpeise anmations. Hours of fun & leoming!

Tor Sroy Acwiry CNTER: Kids will knugh & feam o infin-
1y & beyond with eight cutcbhisworld activities feaiuring
their kvords Tay Story chonaclers. Playing in Aady's roam of
surviving Sid's room is fun & unforgesabls

HUNCHBACK ANIMATED STORYBOOK: The sound! of success wil
be ringing averywhare o1 the welklved toke of bellinger,
Guosimodo, undoids in Disney's most interocive Animaled
Storybook ever

Tov Stomy Powes Pty The Toys cee back in town| The film
characien & siory are os much fun as the film ie¥. Includes
ever 40 hours of multidavel game play

35
30
'35
'35

Loot Liswmy/
Crrsa Gieum Bunote
by Starplay
Chempianship ployfield
design, expert fipper
control, hl nudge & i,
three flippers & theee
modbols

The Music In Me
by Readysoft
Sove Julia, s contury's

Alrica, Jupan, Chicago
& the Sofflock Cofe

‘36

Bumry Bud's

Griost Cave

by Dream Catche:
Filled with over 150 sur:
prise onimations &
rumarous educational
gomes and puzzles kids
will love.

54906 s25

53202

~Snsted GOROM

CALL US NOW FOR A FREE carALOG!

10800086 408334
10800QUNITED4

| Scorche

FREE SOFTWARE

with every purchase!*
Same Day SHIPPING!

Call 1-800-864-8334 for
reat prices on your
vorite games mrpas

reviewed in this [N

month’s issue of
PC Gamer.

e\~
READYSOFT

MONTREAL CARADIERS: Relve mvery asciting moment
that made you o fan of one of the most successhi
fronchise in hockey history. Celebrote sach ons of
the 24 Stonley Cup wins

New York RANGERS: As you relive &9 years of
Ranger history, you'll find the anly thing missing from
this €D ROM ore the msanely loud & loyel fons
CHICAGD BLAKHAWES: Celebrate of 3 Stonlay Cup
'Wins, including the 1938 team fhat wan with §
Amasicon-born players, Incradsble hockey moments
for the e fon.

6 Great Teams!
Your Choice

25

54510 54514 54515
54513 54512 54511
SCORCHER: Screoming through o whiteknuckled workd of
shodows & dangar, you must it your skils against o pock
of highvspeed rivols wher ullimatety, only ane will sundve
9: Joumey to the world of lae Thursion Lost, You must
rabuild the Musa Machine, hamess fhe power of the
Muses & restare he reson to il original grandeue

AMOK: Wik the best praphics, fustest gomeplay & mas
diveese replayobility in i genre tis 30 shooker pots you in
conircl of o hikech bottle mach

SPOR: 45 the apprentice of o gifed ivenicr, you find your
saff in the: midst of o tongled wet of dace & inirigue o3 you
oitempt ko uncover e piot fo destroy Rome.

RREA 51: As o soldier in the elie S TAAR. forces, you
mus! penetrate olien forces of Area 51 & eliminale fhe
shroal of the daodly hen infection et bas spvead
through fhe basa

FinaL Doom: The lost of the lagendary DOOM products
feafures 2 new 32 kvl episodes-The End of the Undead
& The Acid Drenched Holbways.

Super Hot Gomes!

‘46 ... ‘46
‘46 ‘46
46 ‘44

GT Interactive

=

51305
51304 5453 2

51574

49652

Fiscrea’s Enomc
Encrouopeis
by Dream Catcher
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COMPANY PHONE # INTERNET ADDRESS PAGE # PRODUCT INFO #
21st Century Entertainment | (716) 872-1200 | www.21stcent.com 164 3n
Tth Level (800) 884-8863 www. 7thlevel.com 42-43, 152-153 374, 376
Access Software 1 (B00) 800-4880 www.accesssoftware.com . A i 1 LD
Accolade {&Uﬂi245-??44 | www.accolade.com ) 4-5,C3 86, B2
Act Soft Inc. (800) 560-6234 | — Bl
Action Softwara (e00)833-3404 | —
Activision (800) 477-3650 | www.activision.com =
Advanced Gravis (800) 257-0061 www.gravis.com ==
AKS Acoustics (603) 654-5388 | www.aksa.com
Arsenal Publishing (703) 742-3801 www.arsenalpub.com
if Pittsburgh (B00) 275- —

ATI Technologies (905) 882-2600 | www.atitech.com

Berkelay Systems | www.berksys.com
Bethesda Softworks (301) 926-8300 | www.bethsoft.com -
Blue Byte Software — www.bluebyte.com
Broderbund Software, Inc.. e www.broderbund.com
'Bungie Software | www.bungie.com
CD-ROM Access (800) 959-5260 | —

CD ROM Exchange ~ |(a07)790-2889 | —
| CD-ROM Shop (416) 368-5000 | www.cdromshop.com
CH Products gl 51
| Chips & Bits

Columbia House

Compu Experts = s

Creative Labs _ | www.creativelabs.com

Crystalﬂfnanucs 4
Cyberspace Computer _| 180
D&D Advertising/Fiber Erotic

| Diamond Multimedia

_ | www.crystald.com

Dreamwurks L wwyy_d_r_a_ﬂr{lyggr_ksgarnss gem - W2 = . I
Earthlink Netwaork | www.earthlink.net 7 136
Edutainment | 3 www.eted.com 298 130
Eidos Interactive !415!_!5_1{&022__ www.eidosinteractive.com 210-211 ol
EMC Marketing (412) 562-0143 | — 25 [
| Enteractive = 453 www.enteractive.com 137 134 =5
 Epic Mega Games E| epicgames.com |15 == Tl
EZ Build 1@aol.com - 296 242
Games Workshop (800) 394-GAME | www, gsrnes-warkshnp com 279 162
| Gametek - | (800) GAMETEK | www.gamstek.com _ 258, 190 . e — 3
| Goosebump Graphics (216)254-2609 | — 303 ) 152
| Graphic Simulations (800) 580-4725 | www.graphics.com./graphics 263, 178 169,164
GT Interactive (800) 305-3390 www.gtinteractive.com 19,78-79, 214, 188-189,6-7,| 160, 168, 165, 153, 150,
i | i 244-245,148-149,122-128 | 151, 155, 167
GTE Entertainment B0O/GTE-Today | www.im.gte.com 89-94 158, 157, —, 156
 Hard & Soft Wares (214)881-0080 [ — 00 1
1BM PC Company — = i -
Interactive Magic (868) 746-2442 www.imagicgames.com 116-117 192
 Intergraph Computer Systems | (800) 763-0242 118 1o
Interplay Productions, inc. (800) 969-GAME 169,249, 27,99, | 180, 195, —, 187, |
174,72, B2, 193, 186, 183, 189, 188,
= ==t | 46-47,28,31 A8, —— 1850 ||
Lance Haffner Games (800) 477-7032 | www.lhgames.com 222
— 23
Logitech, Inc. ~[10001732:2590 | wwwiogtech.com y = .
| Matrox Graphics Inc. (800) 362-9571 WWW.matrox.com 230
Maxis (800) 33-maxis | www.maxis.com —_—
Microforum (800) 465-CDCD |1 231, 237 |
MicroProse (800) 879- WWW.mICroprose.com I 235, 289

Microsoft (800) 429-8400 | www.microsoft.com 227, 40-41, 203 e —
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ROVERTISER INDEX

COMPANY PHONE # INTERNET ADDRESS PRODUCT INFO #

Microsoft Continued = £ e ™ —_—

Mindscape (415) 897-9900 | www.mindscape.com = —

 Mpath Interactive (888) MPLAYER | www.mplayer.com =S pLal S

'MPS Multimedia (888) COROM-88 | www.rhpinc.com/dc i | 238 i

Mr. PC Speaker Man (800) 365-2505 | www.chadmarc.com/pespkrman 298 | 240 -

NEC Technologies (800) NEC-INFO | www.nec.com_ 5 124-125 255

New World Computing (818) 889-5600 | www.nweomputing.com | 20,257 251, 250

NRI Schools | (800) 321-4634x2505 | www.mncec.com |3 —

NU Vision Technology (503) 614-0567 www.nuvisiondd.com 223 mae s

Origin (800) 245-4525 | www.ea.com/origin.htm| C2 1263

Panasonic (888) 726-2543 www.panasonic.com/cool/ (194 —_—

Pandemonium —_ gods@pandemonium.com 285 2

Playmates Interactive (714) 562-1743 | www.playmatestoys.com/ | 278,212

Psygnosis (415) 655-5683 WWW.psygnosis.com 278, 270

| R &G Games (800) 5254263 | — — |0

‘RandomSoft/Smart Games, Inc.| — Www.smartgames.com 293

ReadySoft 416/322-7350 www.readysoft.com 294 3l

S3, Inc. (408) 980-5400 | www.s3.com —_—

SEGA (800) USA-SEGA | www/sega.com/segapc 3N, AN7

Sega of America = 2= 180147 319

Segasoft (415) 442-5000 www.rocketsci.com 232-233, 204-206 82, —, 281

Sierra On-Line (800) 757-7707 WWw.sierra.com 168, 21, 293, 308, 306, 3086,

Silverstar Software (888 399 | wwwisilverstarsoftware.com 298 302 al

Sir Tech software 800/447-1230 www.sir-tech.com Jio8109 0000|309

IS (800) 601-7529 www.ssionline.com 197,30

Stargate Software (800) 560-5449 — i Iz 303

United CD-ROM | (800) United-4 | www.unitedcdrom.com 286-287

United Software Artist (Booj4so-see | 276

University of Aved. Comp. Tech. | (800) B58-5744 | www.uact.edu 295

V Communications _ (B00) 648-8266 | www.v-com.com oL A — .7 (.

Virgin Interactive Ent. (800) 874-4607 WWW.vie.com 160, 218-219, 130-131, | 352, 346, 350,

170-171, 261, 181, 198, | 353, 356, 358, 354,

_ |102,11,3385 351, 344, 345, —

Westfigld (608) B36-1945 | www.westfield.com 296 363

Wizard Works Group (800) 229-2714 www.wizworks.com 238 362

CS How fo Contack Us

Imagine Pubi PC Gamer,
150 North Hill Dr,, Brisbane, CA 94005 1415) 468-

—
<L
-
=
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MORE CAMPAIGNS! MORE CARNAGE!

»
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Yesterday you crushed the human rebellion,

today you sloughtered the Orcan hordes, and now you're looking for more? Well the war for Azeroth
rages on with MoreCraft ", the essential colledtion of add-on levels for Warcraft™II. Gother the froops for endless
hours of brutal warfare os MoreCraft ™ invades your PC, challenging even the most accomplished warrior with
over 200 custom-designed compoigns.

* Quik-Browser lets you preview and seled from over 200 levals

* Take on up 1o 8 ather players via modem, local netwark or serfol connedion

* Battle your enemies in multi-ployer deathmaches, leam deathmaiches and co-aperative molches

» Alist of major web-sites where you'll ahways find an on-line bt

* Also includes o huge seledion of tips and theats for Woraaht ™ 1I

REQUIRES REGISTERED VERSION OF WARCRAFT™II

THIS PRODUCT IS NOT AFFILIATED WITH, NOR WILL IT BE SUPPORTED BY,
BLIZZARD ENTERTAINMENT,

OVER200

CUSTOM-MADE LEVELS
FORWARCRAFT 1I

FOR WORE INFO ABOUT MICROFORUM

NGB or ro omoe oiRECT CALL 1.E00.665-3863

& B wm a1 | Wagdbarnsgh Averse Torwwa, Outurn. CANADI WM 541 Carvmee ki e N——— . A Tel (41608569594 Fas (418)858-05438
asrl i MICROFGOM INC, ALL RIGHTS FESERVED. (REATED AND PROOY - ; = i
e i s { Mtod i o o e At Mo — & INTERNET : http://www.microforum.com
Mok h o freslemverk ol Mitrok Al ot Iradernrks ard m!\u;m(l-ln"k\.ﬂp-‘\nm 3 Emoll: mell@micrelerim tom

Produet Information Number 237



his month's
question is for
the old-timers —
if you played games like
The Bard's Tale and
Starfleet | on your PC,
~ you're more than qualified.
We'd like to know what
classic PC games you'd

LETTERS

like to see remade with
today's technology. Can
you picture Origin’s
AutoDuel as a first-person

| driving game? Or how

- about those great Civil War
. games from SSI, redone in
I high-res Super VGA with

: multi-player support?

T T

Hear From You!
Write to:
PC Gamer Letters
Imagine Publishing
150 North Hill Dr.,
Brisbane, CA 94005

or E-mail to:
peeceegee@aol.com
WWW.pcgamer.com

B T T T T P T PP R T P TRPSRTTTrrTTeeeey  _

Big Fun in Small Pachages

- As a loyal subscriber, [ thought 1'd pass
- on some information that you may not
| be aware of. Activision has come out
{ with & new Infocom collection. They've
put every original text adventure they
| had onto this CD, with the exceptian of
S.bogm and Hitchhiker's Guide to the
| Galaxy (and the only reason these
i weren't included was that they were
. based warks and their
expired).

Origin's Crusader: No Remaorse, a big hit in late 1995, is already available in a 530 game pack — along with

Abuse and Fade to Black
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MANDE

Verbal Commander takes computer gaming to an exciting new level with speech recognition
for games. Initiate any game command with only the sound of your voice. Eliminate the
confusing search for the right keys during the heat of battle. Your eyes never have to leave
the action. Verbal Commander enables you to use voice commands in place of keyboard
strokes for almost any DOS or Windows® 95 game. Simply speak your command and
experience interactive gaming like never before!

1%

INTERBROCTIWE

For Windows*® 95 &
DOS Based Games

K2 Interactive LLC.
Phone (918) 496-4300
Fax (918) 496-4084

http://www.k2i.com

Product Information Number 118



LETTERS

and the graphics on a P( maonitor
better than the

balance my checkbook or pd) bills with
my console. I could not store my phone
numbers or addresses; create and con-
trol a database; create graphics and
print them; learn about a foreign coun-
try; send corporate memos; control my
home security system; maintain a web
site; or even catalog my video collection
with a console. For that matter, I could-
n't even write software for a conscle
with a console — [ would need a PC to
write, edit, compile, etc., any software.
So cost is not the issue — value is the
Issue. How much would you have to pay
to add all the stuff to your console (if it
) existed) to allow it to do half the things
= the PC can do?
b5 h . B On Gates” comments about people
- = % et . buying PCs over consoles: Again, it
Movalogic's F-22 Lightning I is another game that d kudos for allowing multi-player action depends on the use. So, let us no longer
with a single CD-ROM © compare PCs and consoles for anything
other than the quality of arcade games
policy!) because in order to play multi- - tionality. A PC keyboard can be used to - — since that’s the only thing consoles
player, | needed two copies of the same perform at least 100 tasks, where a are good for right now. :
game. These games may have been . gamepad can only perform ten or so, i —Kent Lefner, via the Internet
good enough to warrant a $50 expendi- |
ture, but certainly not $100. My advice
to gamers who feel the way [ do is to
boycott games that don’t specifically
mention spawning ability right there on

B  pOWER CHESS

: Itdbegmtifmemmshﬂd the abil-
ity to “spawn” multi-player copies {oper-
- ating in head-to-head mode without the
. need to have CD-ROM in each player’s. "Power Chess™ is the
| PE.' Nﬂrh’“gmmmm first innowvation in chess
MJFAMS N MOre
atle"

Al 1Y ABALTE

)

Visit us at www.sierra.com, call 1-800-757-7707 or see your local software dealer.

Product Information Number 306



DeathKeep isn't exactly a hi

gaming history, but did its designers make a
bad game on purpose to hurt TSR's rep? The
Magic 8-Bal "Not Likely.”

find You Thought We
Were Cynical . . ..

I was reading your review on
DeathKeep from SS51 and it brought to
mind some questions. PC Gamer gave this
dud a 20%, and though 1 haven't played
the game (nor wish to), judging just by
the graphics, this game looks pitiful. My
question is: Do you folks at PC Gamer
regard this game as an attempt by 551 to
mar the prestige of [Advanced Dungeons
and Dragons publisher] TSR by purpasely
releasing a game that would put TSR in a
bad light? I know it sounds kind of
counter-productive; ultimately, 551's
name is the one on the box being sold.
However, it would be an indication of the
soured relationship between the two for-
mer pariners that brought us the great
“Gold Box™ series and others. It seems a
little too coincidental that this game was
so poor from a company that has been
making hit after hit for so long,

—Rick Perry, Belcamp, MD

You're too suspicious, Rick. We dan't
think gnyone sets out to make a bad
game; even if your ultimate goal is only
fto make money, youre going to make
the most impressive. enterfaining game
vou can manage, because that'’s what
sells and makes gamers remember your
name. But you know what they say
about mice and men; sometimes vour

READERS RESPOND

If you were a game designer for a day, what fascinating topic
would you tackie that's never appeared in a game before?

“I'd design a game just for the Internet! It
would be a shoot-'em-up/sirategy game based
in wartime, maybe World War Two or WWI
The players would he assigned 1o tanks,
planes, squads, sniper unites, etc. That's where
the shoot-'em-up comes in — for the planes or
squads, i's an arcade game; for the generals
and commanders, it's & sirategy game.”

—Corey Hoitsma, Boulder. C0

“Personally, | like sea-adventure games like
Koei's New Horizons, but | would like to ses
them become more involved: more scenarios
to be played. more characters to assume the
role of, mare ships to be had. and finally, more
ports to visil in search of varied treasure
You could be a Pirate, Mercham,

Explorer, or whatever you'd wish. Df coursa,
it would be sasy to navigate by using point-
and-click controls.”

—Gene Paranuk, via AOL

best efforts aren’t enough. Game design
is just like any other artistic pursuit; lofty
goals can get lost as too many cooks try
to season the soup, grand plans are
altered as deadlines and budget ceilings
approach sooner than expected — and
sometimes, people just attempt too much
ar burn out before the job is done. Think
of movies like Ishtar and Dune, There’s
no telling what happened with Death-
Keep, but you can rest pretty well
assured that its designers did their best.

HyperBlunder

1 read with great interest the November
issue of PC Gamer and the *1996 PC
Gamer Sports Game Awards.” First jet
me thank you for having the alternative
sports section and including
HyperBlade in the ranks of the best
sports games of 1996,

As the developer of HyperBlade,

HyperBlade is published by Activision, but it's not hased on their MechWarrior 2 engine — it's built
on an entirely new 3D engine created by the HyperBlade team.

“l would concentrate an & good super-hero

. Nothing like your regular dime-a-dozen
you vs. the super villian power fest, but one
that has the player managing both life as a
hero and life in their alter ego.

It would be very soap opera-like, allow-
ing the player to either expose their identity
1o the world, only ta loved ones, or to the
super-hero community. There wauld be other
super-heroes in other cit and they could
form a league or go it alone.”

—Lee Williams, via the Interner

"How about a real-time strategy game with
animals?

Lions, tigers, elephants, monkeys, etc
could fight for domination of the jungle. It
nol as easy as it sounds — a monkey's br
power could easily beat a lion's physical

—Connie Kitsen, Las Vegas, NV

WizBang! Software Productions worked
hard with Activision to bring this future
sport to the PC game market and are
pleased to see it being well recelved by
the press and game players alike. We
would, however, like to point out a major
error in the description of HyperBiade in
vour article: HyperBlade is not based on,
nor was it transformed from, the
Activision MechWarrior 2 engine
HyperBlade is an original game
concept from WizBang! and is based
entirely on code and technology devel-
oped and owned by WizBang! Software
Productions, Inc, This includes all
aspects of the game including the 3D
graphics engine, the new Al engine —
ADLIB (for a description of this new Al
engine see the August/September 1996
issue of Game Developer Magazine) —
and the Motion Captured Animation
playback engine,
—Andrew Johnston,
PSRy WhsBana | St

Pmducr;'nns, Inc., Mercer fsland, WA

adio Stafic

T'was amused by Dan Bennett's recent
interview article wiih John Garcia of
Novalogic [Nov. 1996 issue, “The Art of
the War Sim”]. In the interview, Mr.
Garcia states that SSI's Su-27 Flanker has
“gone overboard” because *you have to
do things like set the antenna azimuth
before you can do racdio transmissions!”

Hadio transmissions are not mod-
eled in Su-27 Flanker except for the
abstraction of wingman commands and
the datalinks from the AWACs.

If Mr. Garcia is referring to the
alr-to-air settings, then yes, we do have
a real radar model in our product.

My regards to Major Strader and

Captain Dunsel,
—Carl C. Norman,
BCG

- T s
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RECRUITMENT

Advertise in the PC Gamer Recruitment Section.

e have a complimentary subscription list

that has targeted more than 1,800 executives
‘and development personnel from software and
computer-related companies.

Advertise educational opportunities to those game
enthusiasts who are planning to join the gaming
industry work force. '

Do you recruit from your website or a job hotline?
Advertise you website or job hotline — it is an
easy and effective way to reach those gamers
who are actively seeking employment.

Far you advertising needs, please call Melissa Marra at (115} 46846684 x407

RECRUITMENT &
EDUCATIONAL OPPORTUNITIES

U NUT Ve BER 81 T .Y
Advancing Computer Technology
[FORMERLY CAD INSTITUTE) i

Call Today for Information1-800-658-5T744
E-mail admissions@uact. edu B hitp://www.uact.edu

Product Information Number 331
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SPECIALIZED DECGREE PROGIAMS 1N
ALITHORING * PROGRAMMING * ANIMATION
IicrTar Aupio = COMPUTER GRAMTICS

1.800.592.0700

http://www.aii.edu
THE ART INSTITUTES INTERNATIONAL

P he Art Tnstroares fnternational®, Tid., [90e
SC: PCGAM
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MARKETPLACE GIFT GUIDE

Light House
Madden 97
Mech Warrior 2

$35.95
$39.95
$29.95

Mech Warrior 'Z; Mereenmies $38.95

Megorace 2

$34.95

Bacchus Six Pack $31.95
Deep Throat Girls 1 -4  $36.95
Dirty Debutantes b pack $38.95

Fantascenes
Hot Leather
Intimate Possibility

534.95
$31.95
$38.95

Ne\i\lI Machine b pk. 505 Latex

or . ;
Plotinom Six Pack ~~ $38.95 ﬂﬁhﬁ’ﬁéﬁﬁ"m
Romsoft 3 Jll! Mpe $29.95 Outpost 69
RD"‘”!W k 1 or $38.95  pandora's Poker Paluce 536,95
Sexy Six Pack 238.95 Peeping Pete 536.95
Seymore Six Pack $38.95  pome Eoker $34.95
Sex T.V. Vol, 2 $34.95
Sex Worm $32.95
Seymore Butts 2 $37.95
Sorority House $34.95
Sorority Sex Kittens $34.95
Space Sirens 2 $34.95
Time Worp $34.95
Vampire's Kiss $32.95
Virgins 1,2 or 3 $21.95
Virtual Director $28.95
Virtual Golden Eye $32.95
Virtuol Los Vegas 2 531.95
Virtual Sex 2 536.95
Virtual Sex Shoot $36.95
$37.95  Viritval Valerie 2 $38.95
$38.95  Virtually Yours 1or2  $29.95

ROUST BE 21 TD CRPER ABULT QGBS

536.95
529.95
$31.95
$36.95

Mortal Kombat 3
Nascar Deluxe
Need for Speed SE
Nemesis

$31.95
535.95
$36.95
539.95
$39.95
532.95
$38.95
$37.95
538.95
$28.95
527.95
528.95
$26.95
5$38.95
$29.95
531.95
538.95
$38.95
$36.95
$23.95

11th Hour
Age of Rifles

3795 NHL9Y
AH-64 Longhow 638.95 Perfect General 2
Anvil of Dawn $38.95 Quake
ATE $37.95 Rebel Assault 182
Battle Cruiser §37.95 Road Rush
Beavis & Butthead S.WALT.

Virtual Stupidity $37.95 Shivers
C&C: Coveri Operations $24.95  Silent Steel
Civilization 2 $38.95 Spy Craft
College Slam $19.95 Star Control 3
Command & Conquer ~ $36.95  Steel Panthers
Deadlock $37.95 Stonekeep
Duke Nukem 3D $34.95  Syndicate 2
Dungeon Master 2 $26.95 Time Commando
Full Throttle $31.95  Warcaft 2
Grand Prix 2 $37.95 Waorcraft 2 Expansion
Heroes of Might & Magic $38.95  Wing Commander 4 I
Hind $38.95 WWF Wrestlemania $22.95 Diva X J
Indy Cor Racing 2 $29.95  Zork Nemesis §28.95 Dream Machine 2
Leisur Suit Larry Collection $28.95 HUNDREDS OF TITLES IN STOCK
CATALOGS & DEALER'S LISTINGS AVAILABLE

== =

niormation

Up & Cummers Six Pack 536.95
V(A Six Pack (Plug it In) $38.95

$36.95
$26.95
$31.95
$28.95
$32.95
$31.95
$28.95
549,95
$31.95

«ss Troids

Cormen

Cat Fight
Chameleons

Club 21

Club Cotarina
Crystal Fontusies
Cyberxperience
$38.95 Dirty Debutantes 2

EC Bl ®

for Windows95

Spend less time programming your Thrustmaster™

Controllers and more time playing games.

Let EZBuild® do the work for you!

Send $20 (U.S) Check or Money Order
Mr. Mario Casabar
737 Hollow Ridge Drive
Allen, TX 75002

Or E-Mail EZBUILD@AOL.COM for more information.

Product Information Number 242

Soaouis 50 %” Marketplace Gift Guide

1-800-WESTFIELD
WWW.WESTFIELD.COM

WestriLo

COMICS DELVERED TO YOUR DOOR.

§608 UNIVERSITY GREEN, PO BOX 620470
MIDDLETON, Wi 53562-0470

Product Information Number 363

BT PCGAMER January 1937

Advertise children’s software/peripherals, screen toys,
special interest software, novelties, toys, and more, in
PC Gamer's Special Holiday Gift Marketplace.

FINAL ISSUE

February

ON SALE

To advertise, call
Jan. 14

Melissa Marra at

Don't miss out! (415) 468-4684 x407.




C O M P UTER

COLLEGE

FOOTBALL

IBM = PC

THE MOST REALISTIC STRATEGY/SIMULATION
COMPUTER GAMES ON THE MARKET TODAY!

Didn't like the way last season went?

Would you like to take on Nebraska and Florida again? Or,
how about ‘92 Alabama against ‘62 Alabama or 72 USC or
even ‘24 Notre Dame with the “Four Horsemen”,
Well...with 3 in 1 Football you can do just that and much,
much more!

With 3 in 1 Football you can play any of OVER 800 total
teams. Both College & Pro. Virtually every one of the I-A
and [-AA teams from 1995 are included as well as the Pro
teams from last year. The WFL, WLAF and USFL teams
are also available. Many, many of the greatest College and
Pro teams of all time are there, too. ‘63 Navy, ‘67 USC, 71
Oklahoma, ‘45 Army and the list goes on and on.

3in 1 plays head to head, you vs. computer or computer vs.
computer. It has an end of game scoring summary, full
team and individual player stat breakdowns. Stats compiler,
Standings and League Leaders, you can draft, trade or input
your own players and teams from scratch.

As you coach your favorite team to victory you'll be amazed
at how realistic your QB’s, running backs, receivers and
kickers perform!

An extensive auto-scheduler is also included. The entire
1995 college or Pro schedules can be played by hitting a
few keystrokes. And if over 800 college and Pro teams still
isn’t enough, there are many past seasons available.

ADDITIONAL COLLEGE SEASONS DISKS
1956-69, 71, 74, 77, 78, 79, 80, 83 -94
Pick any 5 seasons for $39.95

ORDER TODAY!
Mail check or money order for $39.95 each.
You may call in and order with VISA or Master Card.
Please add 54.00 for shipping and handling.

For more information, call or write for a free brochure.
1-800-477-7032

Visit our Web Site at www.lhgames.com
Product Information Number 222

GIFT GUIDE

sassnns

] tic PC Games Deals

ALL-TIME TOP RELEASES!
Tnpldmfwlheﬂnmlimtnlm!wdu&mmm topyl

: L
. g a

MW Mermenanes. Phonkmmogona? ks Worgoh | T by Bamop Bro

CALL NOW FOR A DEALER APPLICATION FORM
To qualify for deckas pricing you mirt berve o resale bcense & be oble to ploce o 500 initial order

MULTIMEDLA INTEGRATED
379 Oyster Point Blwd, 87 TELMNo: 1-415-872.7100 Hours: Mon-Fri #:30-6 PST
South SF., CA 94080 USA FAX Mo 14158727133 amail: MMinteg@ool com

1-415-872-7100

Avilabiity of Titles and Releave Dates May (hanga. We Ship Worldwide Fie Ay Carriar. Caif for Dutoity
Product Information Number 238

Pump Up Your
Gaming Excitement !

“_..Fire this baby up for a session of Quake,
and your neighbors might think there’s a gun
fight going on over at your place-especially
when you come to the door with your ears bleeding.”

PC Gamer, Sept. 96

AKS Bass Pump™

Speakers
ng at only $49

Factory Direct Orders/
Information

1 80021 3_'5 1 ,1 9 Visit Us On The Web!

AKS Acoustics + 366 Forest Road, Wilton, NH 03086 + (603) 654-5368

http://www.aksa.com

Product Information Number 92
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GIFT GUIDE

n i I0OVX Chipset
GEK Pipolina Burst :
T EIDE Hard Drive

= 15" 0.28ni Fi'd'(
* BOW Stereo

Pantiom™

Pantium™ \ =

Pontium'™ = INTEL" Pt
i

[T X7 S

SIMMS & DIMMS are available st
HILOWEST PRICES 111

CALL 1-800-772-2305

FOR BEST PRICES!I!

Gl B A e Compuity SHpoe/

Dismaond Steatth &
Mattow Milkarsial

Product Information Number 124

Step Up To Quality Audio

( PCSeealer ly, 257 800-365-2505

L.:au Douglis Marketing et/ fwwew. chadmare. comfpcspkrman/

—MTSE™ IMDVENT
Acoustimass Multimedia - pg  $595.99 3pc AVEE2 - pg $199.99 3pc
& AV370 - pg $214.99 3pc
e, AVS70 & AVS225ub - pg $459.99 3pc
ACSS3 - pg $145.99 3pc LCS-2412 - pg $109.99 3pc
ACS5S - pg $162.99 3pc LCS2612 - pg $129.99 3pc
ACS300.1 - pg 521799 30 yapauy
ACS500 $357.99 Ipc

i System YST4S - pg $209.99 3pc

SONY. WSPCI000-pg $172.99 3pc
SRSDMK-PC -pg  5204.99 3pc

1
FINGGTIcH SP30-pg $120.993pc  RassPumplicpg 19930

r—y
BB 5051600 - pg $99.95 3pc 24 Hours m

Pic el bty ko 1 charge, g & fevcliog charyes e sms nd coresndatie. M ek
vistgect b 18% rmetacting e 30 days. Pt Inaurud, proped and bearing
904 o shipgare lab Nl remprarmd It yjang o prreng aror. Gl for curen trice e
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ATTENTION TO ALL PC GAMES RESALER
COMING UP PC GAMES ATTRACTION:

DIABLO TROPHY BASS 2

QUAKE X-WING vs TIE FIGHTER

DARK FORCE Il MECH WARRIOR II: MERCENARIES
WORLD CIRCUIT II INTERSTATE 76

STARCRAFT F-22 LIGHTNING 1T

COMANCHE 3 CRUSADER - NO REGRET

AND MUCH MORE SELECTION AVAILABLE .........ccoooes
PLEASE CALL FOR THE NEWEST PRICE LIST.
EDUTAINMENT GROUP TEL: (818)338-5189
http://www.eted.com FAX: (818)338-9589

FLGANER  January 1997 Product Information Number 130

SILVER STAR SOFTWARE
CALL 1-888-327-4399 TOLL FREE

ACTION, ADVENTURE, ARCADE, BUNDLES, ROLE-PLAYING

SIMULATION, SPORTS, STRATEGY, UTILITIES, WARGAMES

WE STOCK ALL THE HOT NEW GAMES
YOU WANT AT GREAT LOW PRICES

CHECK OUT THESE GREAT PRICES

AREA 51 3199 NHL '97 39.99
TIME LAPSE 3799 ZONE RAIDER 2599
NEMESIS 3099 F22 LIGHTNING 3799
AZREAL'S TEAR 3599 TRIPLY PLAY *97 3999
LIGHTHOUSE 3399 sz 3799
9 BY TRIBECCA 3799 WAR CRAFT 2 3699
GRAND PRIX 2 3799 DARK FORCES 4299
SHATTERED STEEL 3799 DUNGOEN KEEPER CALL
DEADLOCK 3599 C & C RED ALERT CALL
AGE OF RIFLES 3599 FHANTASMAGORIA 2 CALL
JEOPARDY 2599 INTERSTATE ‘76 CALL
NEED FOR SPEED 3599 DIABLO CALL

ALSO, CHECK OUT OUR HUGE SELECTION OF
ADULT TITLES 500+ IN STOCK 100’S UNDER $25
AT THE LOWEST PRICES AROUND

VISIT OUR VIRTURAL STORE AND ORDER ONLINE
www.silverstarsoftware.com
BEST SELECTION-GOOD SERVICE-CALL TODAY
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MARKETPLACE

Over 3,000 PC & MAC titles in stock, read
ship, at LOW prices. Call for a FREE cataz:g

101 Best Games #5 Sharewars , Magic Carpet Plus

Apache ; Megapak 5 ............ : y LHELK o DU

Biclorge. ... .. e Might & M flogy. . 5 i =
Braln Doad 13, Noctropolis 5 i ok o =T

Buried In Tima. oo O 8  Prisoner of loe s e e e
Cnoﬂnhkm. A Fiddle of Master Lu .

Clvi . : 5 = = e {1 | | , fal |
ot e B u Ve UL IR CUHT
yberMage : LT Total Meltdown 3

Dragon's Lal S Uhima Underworid 1 & 1l .. 8§
Lb.ﬁuz:ken:':m GRS ; Un:::a:wn;itnnn 4 t{'““,

Fade 1o Black - 3 US Navy Fighters
Grand Pric il ..., ... ‘Warcraft il
Haroes of Might & Msgn: MRS Wing Commandar IV
Legend of Kyrandla Trilogy .. ..... Toshiba XM-58028 8X IUE drl.a Y’ull
€y
o
-

1-800-959-5260  http://www.cdaccess.com
8-7 M-F 9-5 Sat PST VISA/MC/DISC/AMEX

"_r'_'

y. 12

New and Used CD ROM Games
Buy Sell Trade

Aftertife The Hive

Ange! Devoid Holy Grail

Jane's ATF Lighthouse

Ceasar || $30 Madden 87

Chronomaster Mission Critical

Civilization |I Missionforce

Command & Conquer NHL Hockey 96

Conguest of the New Waorld Pandora Directive

Crusader: No Remarse Phantasmagoria

Dark Forces ! Police Quest: SWAT

Daedalus Encounter Riddle of Master Lu

The D Rise of the Triad

Descent 22 Shivers

The Dig Sﬂ’ycra!l

Dragon Lore Stonekeep

Duke Nukem 3D 25 Triple Play 87

Full Throttle Under a Kiling Moon

FX Fighter §$19 Wing Commander [V
o T Zork: Nemesis

nal titles and availabili

ﬁ .
Hours: Mon to Sat 10-9 EST  Prices do not include S&H WWW.CGI,DmShOpl com

i

Visa/Mastercard/AMEX/Discover/Personal Check
@/ Money-Back quarantee on all used titles i : oA
@ We will beat any advertised price in PC Gamer! (UrHerSN 1S U998 256
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MARKETPLACE

2 R&G GAMES 2 WORLDWIDE CD-DOM

games. Clm.k ar EH mara for credil esually processed in just 1-2 Call or fax for S—I—DI E} UI (‘)

prices 1o sell before sending your games. Many more games In stock call for prices:
Tithes Great Naval Bates 3 CD §22 Star Trek Final Unity
$19 Hammer of the Goda CD §18 Star Trek u-bnw

20t 0 2 BEST PRICES

§21 Herotic CO §21

T e FAST DELIVERY
el S _ DIRECT FROM USA

Lirks 386 CO 526

24 Tonts Pasge TOP SELLING GAMES

$30

S24 08 CALL FOR A PRICE LIST

§24
528
532
s22
$19 \
526

Sl Thunder CD : g
530 Spa Coms8.0 : TEL:(714)367-1090
24 ST co $22 Time Commando CO FAX:(714)367-1045
Call 'R1-800-525-GAME Canada 630-980-9995 Fax 630-980-9996 E.MAIL:COMPU@FIA.NET

am-Spm Mon-Fri Central Time  Free UPS SHIPPING with purchase of $75 or more
.,.mmmx‘"““m“&%%mmwmgg_“-m (DEALER & DISTRIBUTOR INQUIRIES ONLY, PLEASE)

ol el vour e 55 s per bon. Pros & Asesnbllty Subet o

Product Information Nuniber 260 Product Information Number 111

s couldn't be
8 | iy for back
hin the LS. is 89.95 {inc

(28 GAMER I8 GAMER IﬂB "l.TEH [EGAMER= * EMGAMER™:

i U8, funds {include : AR | -

o oGt i 40

B GAMER

por

postage). F

include ! e — E ]

Vol 1, No. 3 Val 1, No. Vol 1, N, 7 Val. 2 No.1 Vol 2, No. 2 Vol 2.No. 3
| August 1994) [Novembaor 1954) (Decomber 1994)  (Jamury 1855] (Fahruary 1985) [March 1995
“The Top 40 “Cyberia" "Wing "Transport “Is Benuty “Altens®
Gamus Commandor I Tycoan™ Enough”

of All Time"

You also may call, e-mail,or fax your order in AGAVER® I RMGAVER ~ SSRRGAMER S RRGAMER *

{please have your credit cand ready|
'é -
rx e g

' -
Val Z No. 4 Vol 2 No.5 Val. 2, No. 6 Vol 2. Ne, 7 Vol 2 No. B Val, 2. Nao. 8
(April 1995] "The My 1985) (dune 1995} (July 1985) (August 1995) |September 1395}
Dooin-Killer” “The Riddie “The New The Big”™ “Thee New Face “Death From
. . of Mirstar Lu™ Bullfrog™ ol Gaming: Aboye”
specily which issueis) you want Windows 95*

Please atiow two to four weeks for delivery and
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Computer Training That

All courses
include
Pentium 100

For more than 80 years, NRI has

been providing effective and affordable
distance educafion programs fo hun-
dreds of thousands of ambifious
individuals like you. The pioneer of
hands-on computer training, NRI now
features fraining programs in five of
today's hottest career fields: Networking
with Windows NT, Computer Program-
ming, Microcomputer Servicing, Deskiop
Publishing with PageMaker, and Visual
Programming in C++.

Each course includes stej
lessons, realworld projects, a ful
Pentium 100 computer, and all the
software you need fo master your
specialty. Plus, NRI gives you lifetime
instructor support and a full range of
services:

/ Convenience and flexibility

# 24-hour TeleGrading fo speed

your progress

v 24 hour TeleService for quick

answers to your administrative
questions

v NRI's exclusive Online

Connection, where you can
e-mail your instructor, attend
online seminars, and more

You can even start earning before
you complete your course! See for
yourself how NRI gives you the skills,
confidence, and equipment fo advance
on the job, start a new career, or even
set up a full- or parktime business of
your own.

siep
fured

Pays for Itse

Choose the course that interests you,
then send for your FREE catalog today!

Networking with Windows NT —
Llearn how fo set up and —
maintain LANs and WANs for
today’s busy offices. NRI's :
course covers every phase of
the process, from analyzing
system requirements fo
troubleshooting.

Computer Programming — Uncover the
= secrets of BASIC, C, and
14 5 & Visual Basic with NRI's
. comprehensive training.
NRI's course includes all the
k. software you need fo stort
W creating sought-after
Windows applications.

Microcomputer
Servicing — Getthe  §
know-how and confidence
you need Io repair and
maintain compuler systems
and pafipharcﬁ‘:. Tﬁ?; J
com nsive course
includes an NRI Discovery

Lab, digital multimeter, and UliroX diagnos-
fics so you can set up shop right away

Desktop Publishing
with PageMaker —
Create eye-catching,
resultsgetting publications
right on your
computer
screen! NRI's
course starts you
off with the basics
of design, then instructs you on fime-saving
electronic layout techniques.

Visual Programming
in C++ — Master the
techniques necessary for
high-level nbiecrotr‘iented

rogramming so that you
oh beild Cuomlatignad
software from your PC
workstation. Course features handson
training with Borland's Turbo C++, Visual
Edition compiler.

.

SEND COUPON OR CALL 1-800-321-4634 TODAY!

4401 Connecticut Avenue, NW
| @M schools Woshingion, D¢ 20008 | Ask for Ext. 2151|
:  Check one FREE catalog only: OR GET YOUR DEGREE!
_I Networking with Windows NT L] Desktop Publishing with
I _lComputer ing ~ PogeMc
I _| Mierocamputer Servicing 1] Visual Programming in C++
: Mame Age
' Address
| Ciy/Sote/Zip
. Accradited Member, Distance
A Diviion of The MoGroe I Comparis Education and Training Council 5583-0197
L-------------——_--_----




When You're Serious About Gaming,

You need the
Right Equipment.

Using last year’s technology on this year's games? We have a better idea -

take up needlepoint. If you're really serious
about gaming, then you need boot

the monthly magazine devoted exclusively to your PC lifestyle.

boaot olfers hands-on advice on how
SCREAMING performance, ex
e, and hard

Lorigslelrorgon PURE PC POWER
hoot i a rich, integrated environment that will help you transtom
“playing on the PG into the ultimate gaming experience
Call 1-888-4-IMAGINE o receive
your FREE ISSUE and DISC of boot at no
risk. If boot feeds your PG needs, we'll send
you 11 more issues and discs (12 in all) fo nnly
$29.95-that's 5% off the cover price!
-




WE WILL BEAT ANY ADVERTISED PRICE

ARGATE
SOFTWARE

Or dial th

t011-373
press enter after connection
C 4L

X A
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MARKETPLACE

It's the Affordable and
Effective Way to Sell Your
Product to the Growing
Computer Game Market!

T0 PLACE AN AD, CALL: (415) 468-4684 EXT 407

Phibulvlplein, ¥4 1410%
THUS) TARA1EN Fan 18] TE AT

AVAILABLE
Py

1-800-887%-7

K veably

Product Information Number 89
Adult CD-ROM’s / Best Selection

More Than 500 Adult CD-ROM Titles In Stock

Aot CO-ROMS! DVER 700 TITLES M sToct! Wik Beat Awy gtlgr.f If You Want }1" Here It Is.. COME -N- Get It !
Al 1] L K -]

FREE SHIPPING L) DW IDE! VIS4, M ASTERC 4D, A MEX, CHEC A Might With Dewn Exotic Extasy 19 pad Hot
(B00Y30A-AT30 B4 dua/T wys (2I6)254-B609 MITREATIONAL (R16IR54-1208 Fax Acapiloo Oirls M I“"i‘“-'-l 1 4% Pomamcing the BUrt
G COSEBUMP G RAPHICS, BOX 5167, MENTOR, OH 44081 (MUSTBE OVER 21) Ahily Tuage Eibcary RSERawas Mokl bl i o oo
Amas ing Panstrations Fantasy Lifestyls lor2 I1 Samural Pervart
v URcovirtn (GIFR).539 [ncoaWiTo (Aiauan Bonoace)s39 Amasing Fosttioas Patish 44 parin Shests
TEXT E5)539 JATAMLSE ?:nnLc 1 n(! £.....3329 Aetl Asian 2 Gangbng Crsmahcts lor? 26 Dealsd Witk a Kiss vI
LEUTAHTES G E39 LiFe 18 THE FaT Lane(PHoTo)53 9 Ape L Waxy Cafe Life Ghomtly Desires 33 Bes Soms 3 Some
HoTo ﬁh!.lig?’ ... 339 Lost (@At A 39 Girlfrierel Terel 45 Salect A Pet lerd
crarBoot (@ife) 39 Matt Your Ovw Dray (aame) 539 Girlfrissd Teacy 4% Bex Temptress Animated 11
5 . 539 39 Girle on Sirls 1 me Toys 10
2013 39 (a@IFs) .. .. 539 gy R Girls Wiblg T s 78 ey Btills 10
X¥¥ 'FBSIJTI)L 39 AP G ] Awsncms Raians Girls Who Sue & Est 22 Sharon Starlet i
E(GIFs L2399 3 (GANLE)ED D Bask Do Boogie Oirls With Curves M Shackiee, Cuffs Tough 34
FRINE (&AY) 29 J2.3.4 01 5%‘59 Bamcock Bemties Heidi's House 39 Shaved Pink 15
51‘!45“‘ 39 : 39 Bare Eosentinls Hoeizantal Ewiles 14 Sizzle 1
GIFsY ... 39 Ml .. .53%9 Bast of Crmahota #1 Hst Laathar 3 Sloppy Seconds 29
- b g Bl - 3 Bast of Digital XTC Hot Wlots 42 mashing i
Elon & 239 5 R Bant of Lesbisne los? 14 Hump Tower 40 Bpao Sirens 3 53
CA - ¥ 39 4, 5 i,| 6. 549 Bast of Or*l Sex lord 14 Incogaito lor® -german 29  Stiff Competition lerd 22
McL (4 €Ds) . 539 AW GIFs) . 539 Batrayal Movie 15 Jdepansss Fearle 19 Sushi to Go 24
;ct:ucg. R 5 39 Blackboard Jungle lerd 135  Ninky Dabutan lorl 23 sylt-Madchen german 1
Teiee (GIFs) 39 LLERY . ... 539 Brsast Wishew 22 L'slisir O'smore 19 Taboo 12 20
ALLAE oty B9 ool (GIFs)53 9 Bubkle Butte la Blus Girl lord M Teri Veigel & Sevanneh 1Y
TaELL L2, 3 on 4839 WE) .. 39 Busty Babas 3 Lactamanis 3 Texas Table Dance Int 26
®iil lon & SRR % ey L Butt Must Interactive Larin Lust NIV 29 Thai Bondage lovs an
EPRAVEY FA nc}zn lpp & ..539 TORTE) . 529 Calebeity Wudes Lingurie Qlrls 10 Thres Besutiss * Weid 10
LeETO? Voyign énua -.339 -+ 539 Chasel lons Lucisus Lipa 19 Tight Squemss 19
IE hab'r»,cnt &uu‘u £p) . 39 OHIAGE) . 539 Charry Poppars 1 or ¥ Macelod Vomen 1] 1
MYy BEROTAMTEG loR 2 ... .53 9 % (PHoToE) 539 College Oirls 1 or 2 Mansive Malloos 4 3
uwérrn.a ABULT CARTOOHESD D 1o} 8. 39 Comahot Reiew Mellon Mas 7] 22
LITE COLLEGE GIRLS(PHOTOS)IE DD t (GIF:) .. 539 mabot Spectaculsr 1 Morphing Babes 1T 239 20
M TIC RIAVEN (STORIES) 29 E uuq’n ETUFES3 9 Cybersteip Blackiack Wty Babes b7 28
LTILK sl £ L 39 [ iFe). 39 Cybaratelp Pol Hawty Venches U i ool . M
ol WoMEn DLy (GIFs) 39 EJ ?lDEM;IDH)M. .. 539 Desp Theoat Girle 4 od 3%  MeursDancer 3% virtual Valerie 3 0
GRBIDDEN SUBTECTE 39 mLs (G o .%19 Daap Tush 3 or 4 5%  Only The Best AL 29  Visicos of Erotice
REAR BHOW loR & ... 39 SyLLT Cueers (@ize) .. .. 39 Demcn Schosl 19  Only The Best OR*L 29  Women Times Four
UK WITH Ters iz 39 Byiv-Maociinlor 2 (Huvee)539 Dason Schesl Conclude 19 30 Woman's Secret Desir
AY wuan-_-.u L %u;} o : ;3 HAI Iw(w.ar-. senais 39 © 19 47 x-Rated Bloopers
IFFY GoLb | £ (1] IFFARY (AMATEUR WUDES 39 t Carto 23 10 Xot-Tress 1,2,003
GIRLERILED TRASL, 0k TEN) 39 TIARZ (CHICES VITH v""te) .. 539 3 13
f Allle CHROMICLLE & | 39 ULTiMaTk %lu'nctk Cul.ktr.mn 39 Pansion I 21 Flayboy Scren Sav horx 37 Check Ut Our Veb Eite
Harn Cone 2 . 39 ULTlluT‘; pEyo (GANE . 39 Elite Amer. Model lord 34 Foler Party 1] For Weekly Specials|
AARD CORE GIFS : 39 Vauriee's Biss AME ...5%9 Elite Cantarfold lorl 34 Pesy Galore 1  rph———e
HLiiol'e foust (EAMED 39 VILLAGE CoLLicTion (2 CDe) 339 #ge Orl loed 34 sy Munt 01 W iriae RIS TG Chanas
HivoEWm Camena E\‘HIIT Yivko 339 ViIRTUAL Biyx 1o PTG - L) Elite Burope Mod lor? 24 Raunch M Without Notice
: lwiicmruaamuctu lgmi). ’3}3 xru'run\_L ial.:.m e lfcu.:ﬁzli; j 39 OVER 11 PLEASE AMEX Discover M/C VISA 3
oML Bovs | ERMAM Gay). ORLD.S BEET BRLAGTS 5) 539 3 E -
oNEY, | By EvERYBoDY 339 Wortp's BEsT B#TTH télr'.) 39 MultiMedia World 1-800-25-CDROM  Fax: 214) 4229391
. -mail: @ mymail.net
Product Information N r PO Box 850414 e-mail: mmworld @ my,
umber 152 Richardson, Texas T5085-0414 http://www.myhomepage. net/~mmworld
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ge JANUARY 19897
ﬂ’e . EDITORIAL STAFF

Editor-in-Chiel - Gary Whintn
Editor - Dan Bennett

So, a new year kicks off in earnest, but

you need not fear the future so long as Deputy Editor - Todd Vaughn
Mannging Editor

vou have the latest copy of PC Gamer

Dz Editor
held tight against your bosom to ward
off evil spirits and ensure you have all the latest Seniar Wektor » Williams B. Trotter

news and most authoritative opinions in the world ARESVNES
Ant Director

of PC gaming. Here''s a sneak peek at what you can t Art Guintin Datoquez
CONTRIBUTING EDITORS

expect from us around 30 days from now... [ . Linm MeDaoald

ott Woll - Colwn Williamson

Exocutive - Robin Jobhn R

Marketing Manager - Angela
PRODUCTION ST
Production Director - Richard Le
In the wake of WarCraft Il and \ i o+ Ben Srandom
Command & Conqguer, real- \ ;
time strategy games are all the
rage — and PC Gamer has the : CIRCULATION STAFF

definitive round-up of 1997's F fien . 2 Hally K
irector - Bruce Eldr

including LucasArts’ Rebellion, = Fulfilimont Manager - Judy Apostol
Blizzard's StarCraft, 7th \ CORPORATE STAFF
Legion from Epic " . : > Presidant - Cheis An
MegaGomes,
Westwood's C&C

sequel, Tiberian
Sun, Activision's
Dark Reign,
Enemy Nations
from Viacom
and a whole
slew of others. If
real-time wargaming is
your thing, you can't afford
to miss next month’s X
epic feature! ) 4 s ine om

Gamer” in the subject line)

new wave of wargames,

Intemational Licensing Represstative

fobert J. Abramson an)

seenas
150 Nerth Hill Dr., Bri
Phone: (415) 168-4684 - Fa

Reviews i

news on all

The first big batch of games for '97 ) the upcoming

reviewed and rated, including... ategy games,

Tomb Raider » Rama » Titanic ¢ Starcralt, in
Terminator: SkyNET ¢ Stay our February
Tooned e Star General » issue!

‘ NASCAR Racing 2

and (yes!) many more...

ﬂ PLGANER January 1897
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This is the Course Designer that created all
5 Nicklaus-designed courses in the game!

Challenge golfing legend Jack Nicklaus -
The Golfer of the Century - on one of his
own signature courses!

Use the Designer to re-create your favorite
coursel Import, modify, and play courses
from previous Nicklaus games!

Play with friends across the room or
around the world via serial, modem, LAN,

introducing and the Internet!

Jack Nicklaus 4

Featuring Colleton River Plantation,
Country Club of the South, Muirfield Village,
Cabo del Sol, and Winding Springs.







feat in the air!

New “Intensity Control™
reproduces the dynamics
that shape the shot. “Club
up and swing easy” for
control or & low trajectory;
“swing hard” whean you
want spin and distance.

The Approach Shot
F -

Every shot flies. bounces, and
rolls true to the gamae, with
the best ball physics model
in existence. Courses are
accurate to within 6 inches!

Multiplayer play is fully
supported, including
recorded rounds, shared
keyboard, serial, modem,
LAN and Internet play

il "’ i ;‘ . iy

Play all of the best golf for-
mats: stroke play, match
play, skins, shootout,
gross tournamaent, net
tournament and “side
games” like "Bingo,
Bango, Bongo™.

Weather can
change in the
middie of the

The fastest screen

radraw times on the

PC allow the camera

to automatically every possible
switch to the landing turf condition
in full-screen, from add to the
varying viewpoints! challenge!

Our new
approach
makes putting
more realistic.
Mow lines on
the green heip
you read the
contour.

For anhanced gameplay, this optional
grid floats down and drapes itself
over the gresn, clearly showing all
high and low spats.

Jock Nicklows 4, Acctlade, and the Salo Plus logos ure trademarks
respeditive ownets. Scoeennhots from pre-Alpho ve f the game

With beautiful, high-speed graphics,
a true physics modsl, more r

swing meters, better putting, and
unlimited camera positions, Jack
Nicklaus 4 is truly the game every
golfer has anticipated!

Call 1-800-245-7744
to order direct

playable demos in select
magazines or online at
http://www.accolade.com
For hints and tips on Accolade products,
lade Direct 1-900-454-HINT.
tinute. IT you are unde

please get your parents’ permis:
before making this call.

e aalhls s
' W Ve

All ot demarks are of their




IS YOUR
PC LESSTHAN
CONVINCING?

* audio cards include
awesor
synthesis p
the mc
sound in the univ
REAL GRAPHICS,

aphics anc leo product

tions, m

and full motion video

playback and capture

REAL SPEED.

nd Blaster multime

you high speed CD-
mance with wave-table
sound and the software
vou really want — top

sellers from current hot lists

REAL COMMUNICATION,

tive communications let 3
surf the net, see |
share i and ak to

anyone, anywhere, on the

JOIN OUr nNe
club
software, g
the "Cre:
Connection
sundblastercom
Do it today

more about up;

C A Uiifryhe (906 Chritive Teoun
mﬂ."w o Sl B AR
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