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Print Artist 4.0 Platin

Three Creative Products in One Package for Lots

Enbance your imageds
for unique projects —
ks as easy ad

Step, Take a painting of daisies from
Print Artist 4.0 Platinum and crop

the edges in iPhoto Express.

Step, Import the daisy image into Power
Goo, and twist it into an image
that would make Van Gogh proud.

Step Move your Impressionistic master-
S nicce to Print Artst Platinum, where
you can make it the centerpiece
of a beautiful birthday card.

]




reate thousands of fun and useful
projects (greeting cards, banners,
calendars, stationery) with the highest-
rated home publishing program, Print
Artist 4.0 Platinum. Packed with superior
graphics, complete image manipulation
capabilities, photo enhancement tools, and
more, Print Artist 4.0 Platinum is the only
creative program you need. Start imagining

the creative possibilities!

Print Artist 4.0 Platinum includes:

3 32,000 Graphics

3 7,000 Photos
2,500 Professionally
Designed Layouts
300 Agfa® Fonts

iPhoto Express
(complclc retail version)

Print Artist
SR .

347 | )
i* ISIISAYT Junaa

3 Kai’s Power Goo SE

Print Artist guarantees better looking printed
: 8 _ g1
projects. Compare the quality!

Only $49°*

Call 1-800-757-7707
and order today!

http://www.sierra.com
See your local software dealer or call 1-800-757-7707
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Intel™ 266MHz Pentium
64MB EDO RAM

6.4GB EIDE hard drive
19" Hitachi SuperScan CM751, .26dp (18" display)

STANDARD FEATURES

512KB internal L2 cache, 2MB BIOS

Diamond Stealth Pro DX, 3D video, MPEG, 4MB EDO RAM

Monster 3D graphics card with 4MB memory

DVD-ROM drive,” DVD software, E4 Cool DVD PCI decoder card:
6 channel AC-3 to 2 channel out capability, SPDIF output
(digital audio out)

AWE 64 sound card

Cambridge SoundWorks/MicroWorks-
2 speaker satellite with subwoofer stereo system

Fusion 3D game pak:
Mech Warrior 2: Mercenaries 3Dfx version, AH-64D Longbow, U.S. Navy
Fighters '97, Command & Conquer, Popular 3Dfx Racing Sim

100MB lomega Zip drive, 3.5" floppy drive

US Robotics Sportster 56K x2 internal data/fax modem

Tool-free minitower or desktop

Microsoft™ Intellimouse)* 104-key keyboard

Microsoft Windows™ 95 and MS® Plus! CD

| Microsoft Office 97 SBE CDs

| Universal Serial Bus connections

MS Sidewinder Pro joystick

Il processor (features MMX™ technology)

‘5 5y1/3yr Micron Power™ limited warranty / /$3:8_E

Intel 233MHz Pentium processor with MMX™ technology

| 64MB SDRAM
| 6.4GB Ultra ATA hard drive

“Note, the CD-ROM drive will be removed upon purchase of the DVD upgrade.
“Maximum transmission speed of up to 56Kbps when downloading data and 33.6Kbps when uploading. However, actual performance is dependent upon
numerous factors and observed transfer rates may be less than the maximum potentials.

MICRON
POWER

WARRANTY

5-year limited warranty on microprocessor and main memory

3-year limited parts-ooly system warranty (1-year for TransPort VLX)

1-, 2- or 3-year optional on-site service agreement for Micron desklop and server systems

30 days of free Micron-supplied software support for Micron desktop systems; 3 optional
network operating system incident resolutions included for Micron server systems

30-day money back policy

24-hour technical support

The foregoing is subject to and qualified by Micron's standard limited warranties and terms

and conditions of sale. Terms and conditions of sale may vary for specific configurations.

Copies of the limited warranties may be obtained on our Web site or by mlhng“‘lmmn

Windows'95

17" Micron 700FGx, .26dp (16" display)

STANDARD FEATURES
512KB pipeline burst cache, flash BIOS
Diamond Stealth Pro DX, 3D video, MPEG, 4MB EDO RAM
24X EIDE variable speed CD-ROM drive
3.5" floppy drive
100MB lomega Zip drive
32 voice wavetable stereo sound
US Robotics Sportster 56K x2 internal data/fax modem™
Tool-free minitower or desktop
Microsoft Intellimouse, 104-key keyboard
Microsoft Windows 95 and MS Plus! CD
Microsoft Office 97 SBE CDs
Universal Serial Bus connections
5-year/3-year Micron Power
limited warranty

© 933098

Micron Sales Hrs: Mon-Fri 6am-10pm,
Sat 7am-5pm (MT) Technical Support
Available 24 Hours A Day, 7 Days A Week.
Toll free from Mexico: 95-800-708-1755

Toll free from Canada: 800-708-1758 « Toll free from
Puerto Rico: 800-708-1756 * Int'l Sales: 208-893-8970
Int'l Fax: 208-893-7393

Micron™ Millennia®
with Fusion 3D"

You know the one. WB’—'

The annoying neighbor

kid going “whatcha
doin’? wanna play?” pennum*
She gives you one
more reason to stay in and play with
your Micron Millennia PC featuring
Fusion 3D. For you, this means the
ultimate gaming experience. It's
a machine designed to run even
the most graphic-intensive games
and Internet entertainment. You'll
get awesome 2D and 3D graphics
cards, the screaming speed of Intel’s
266MHz Pentium Il processor featuring
MMX technology, and all the latest
hardware, like DVD, and software tools
— maximized for the Fusion 3D game
pak’s intense multimedia applications.
Don't stress. You always have Micron’s
award-winning customer support at your
service — 24 hours a day, 7 days a week.
And we've got one of the best warranties
in the industry. Call Micron today for
everything you need... including more

ways to ditch Veronica.

Call for information on our
other Millennia configurations.

Call now to order.
888:215-65I15

www.micronpc.com

MICRON

ELECTRONICS
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PLAY HALF-LIFE.

HE’S AN ALIEN WHO CAN THINK. AND
HE THINKS HE'D LIKE TO LIVE, WHICH
PRETTY MUCH MEANS KILLING YOU.
WHAT’S WORSE, HE COMMUNICATES
WITH HIS BUDDIES WHO'LL WORK
TOGETHER TO HUNT YOU DOWN. OH,
AND THEY NOT ONLY SEE YOU, BUT
ALSO HEAR AND SMELL YOU.
DON’'T WORRY
BRAIN

Bur
YOU STILL HAVE YOUR
AND SOME POWERFUL, NEW
WEAPONS ON YOUR SIDE. WELL, AT
LEAST WHILE YOUR HEAD'’S STILL
ATTACHED., AS IF BATTLING SMART
ALIENS WHO USE THEIR SENSES ISN'T
ENOUGH, HALF-LIFE LETS YOU FIGHT
UP TO 31 OPPONENTS ON-LINE. SMOOTH
SKELETAL ANIMATION AND 16-BIT
COLOR MAKE THE WORLD REAL.

ADD A
3-D CARD AND YOU'LL

FEEL EACH BLOW.
BECAUSE IT’S MUCH

MORE SATISFYING TO WASTE AN ENEMY
WHO DOESN’'T WANT TO DIE.
TAKE OUR WORD FOR 1IT,

YOURSELF AT www.sierra.com/half-life

But pon’'T
KILL ONE FOR

WA & E= e



REGULAR FEATURES

ON THE COVER: FLIGHT SimMs

AcTion/ARCADE

g1 Ullra Finual) a; 1116 Lost bt

RACING SIMULATIONS

FRDNT PHGE SPDRTS
FPS: Mlllm
FPS; Football Pro 98 ...

HiNnTs, TPs 5 STRATEGIES
Outpost 2: Divided Destiny

SPECIAL FEATURE:
MeET THE DESIGNERS

King's Quest: Mask Of Eternity
Revealing secrets behind the Mask

Civil War Generals 2

The South shall rise again

aceording [0 0ESIGNEr DOUY BORYA v
SWAT 2: Just Another Day in LA,

Designer Susan Frischer waives

LTI UN R — | | |

(uest for Glory V: Dragon Fire
Getting reacquainted With Creator LOr COIB .88

SreCiAL OFFERS FOR
‘INTERACTION READERS B

Gamer's Edge: Membership Has IS PIVIIBIES ....omwmmmmmmmmssmmnssndd
Free Software with a Sierra Visa Card B8 S D DR 5, -
Special Offers Direct oM SIBITA ...ummmmmmsmmmsmm———0

550 Rebate Offer on
Collier's Multimedia ERGYEIOPBIIR ...ovwvsswssssssmssssssssssssns A 84

INTERACTION MAGAZINE FALL 1997

Mlk. smkul-. and Barbara
Schmitt.

Photography

& Hustration:

Matt Hulbert, Nigel Kinrade,
Larry Lambrecht, Dann
Coffey, Mike Sinkula,
Centerline Photography,
Corbis, and PhotoDisc.

Advertising

Sales Director:
Brandon Potter

Sales Information:
425-649-9800 ext. 5120

* and/or ™ designate trademarks of, or licensed to
Sierra On-Line, Inc. © 1997 Sierra On-Line, Inc. All
rights reserved, Papyrus and the Papyrus logo are
trademarks of Papyrus Design Group, Inc. SODA is a
registered trademark of the Short Course Off-Road
Drivers Association. Ford trademarks used under license
from Ford Motor Company. The Software Allies logo is
a trademark of Software Allies, Inc.1997 Software
Alligs, Inc. All Rights Reserved. Hoyle is used under
license from Brown & Bigelow. Inc. DynoMax
Performance Exhaust is a registered trademark of
Tenneco Automotive and is used under permission.
KC Hilites is a registered trademark of KC HiLites Inc.
SPACE QUEST is a registered trademark of The
Children's Museum of Indianapolis, Inc., and is used
by license. NASCAR Racing is officially licensed by
NASCAR® Quake* is a registered trademark of id
Software, Inc. All rights reserved. BIRTHRIGHT and TSR
Logo are trademarks of TSR. Inc. Berlitz is a registered
trademark and is used by license. All product and price
information, product availability or existence, and
policies subject to change without notice. Products
available while supplies last. We reserve the right to
limit quantities. Not responsible for typographical erors.
So don't sue us. OK?
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XPERTCPlay.

* No-compromise 3D, 2D and video
acceleration, with TV out
* More critical 3D features including
bilinear filtering, alpha blending and
special effects than any other card
* Non-stop 3D acceleration with over
1.2 million triangles per second and
60fps gameplay
* DVD-quality, full-screen, full-motion
video
. *° . * Take gameplay to new heights by
connecting to a large screen
TV or record scores to a V(R
* Includes hot 3D games like Formula1
and Terracide
- » Prices start at just $249
2 (Check out www.atitech.com or

WITH ATI WITHOUT y ‘ Q | S f ' \\
«
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Copyright 1997, ATI Technologies Inc. ATI, XPERT@Play, and 3D RAGE PRO and ATI-TV are trademarks and/or registered trademarks of ATI Technologies Inc. All other company

and/or product names are trademarks and/or registered trademarks of their respective manufacturers. Features, performance, and specifications may vary by operating =
environment and are subject to change without notice. Products may not be as exactly shown. | Winbench 97 and 3D Winbench 97, on a Pentium Il 266MHz, S12K cache, 32MB 0w 0“ ee t
SDRAM memory at 1024x768x16bpp@75Hz and 640x480x16bpp@75Hz respectively. Hardware and driver versions used: ATI XPERT@Play 4MB, driver v4.10; Matrox Mystique .

4MB SGRAM v1.2, driver v3.J4; Creative 3D Blaster 4MB SGRAM v1.21, driver v4.02.0201; Creative Graphics Blaster 3D 4MB RAM BUS, driver v4.03.00.2101. 2 Screen shot examples
from FORMULA 1. FORMULA 1 is the creation of PSYGNOSIS. Licensed by FOCA to Fuji Television. Used with permission. Terracide is a registered trademark of Eidos Interactive

WIRL is a registered trademark of PLATINUM Technology Inc Suggested retail price for 4MB upgradeable version.



Tips for Configuring
Sound

If you don’t have sound in
NASCAR RACING 2, make sure
that you have set up the sound
by clicking on the Sound Setup

button (Windows 95 installation)
i other than the standard A220,

or running the Setup program
(DOS installation).

For Sound Blasters and most
Sound Blaster clone sound
cards, do the following:

WINg5 Users:
From WINgs, go to Start,

Programs, Sierra, and select
NASCAR Racing 2 Sound Setup.

Betrayal In

Tip 1: Keep Your Party Alive!

Carry lots of Senwater whenever

possible, and use it to heal your
party members. Since Aren is
very weak in the beginning of
the game, it’s best to keep him
(and any other character facing
immediate death) out of your
enemies’ Zone of Control. Try
to keep the other characters
between the monsters and
Aren. Finally, don’t be afraid to
camp. There are no time-critical
quests in Antara, so take
advantage of camping, and do
it often so your party can heal.

Tip 2: The Finer Points of
Combat (i.e., How to Kick
Some Butt)

Gang up on a single opponent,
and focus your strategic
attacks on that opponent until

FEl 'NTERACTION MAGAZINE FALL
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i At this setup screen, manually

select Sound Blaster Stereo
A220 I5 D1. Then select Test

i Sound. If you hear the sound
test, then select Exit. If your
Sound Blaster sound card is set

SIERRA e

By Bryan Salois
elcome back to Ask Sierra. Bryan Salois, the :
answer guy from Sierra’s world-famous tech
support department, is here to give you
straight hints and tips on some of our customers’
most frequently asked questions. Stuck and need

NASGAR Re

to a Port Address, IRQ, or DMA

I5 and D1, you may not pass the

sound test. Consult your sound
i card manual for instructions on

how to set your sound card to

the proper settings.

DOS Mode Users:
From a DOS prompt, type

i CD/NASCAR2 é-Enter-3. Then

\H ' Hints & Tips

he/she/it is eliminated. Don’t
just wound several opponents
and let them counterattack.

Striking and wounding an
opponent can lessen their

i ability to counter-attack, so
try to get the first attack in
whenever possible. If your

i opponents don’t have ranged
attacks, sit back and wait for

Detaral m Antara

N\

Food spoiling? Drop it on a dead guy.

A S K

1997

SIERRA

Configuring Sound Drivers

manually select Sound Blaster
Stereo A220 |5 D1. Select Test
Sound. If your Sound Blaster
sound card is set to a Port
Address, IRQ, or
DMA other than the
standard A220, I5
and D1, you may
not pass the sound
test. Consult your
sound card manual

A S K SIERRA

help with a gaming question? Write us at Ask
Sierra, and if Bryan doesn’t have the answers,
he’ll get ’em from his friends in Tech Support.
Mail your queries to: InterAction Magazine -
Ask Sierra, P.0. Box 53008, Bellevue, WA 98015.

have a Windows 95-only sound
card, you must contact the
sound card manufacturer to
determine if that card may be
modified to be used in DOS.

Autodetect Sound Card

View Readme

for instructions on Exit
how to set your
sound card to the
proper settings.
Note: If you

—

them to advance before moving
i in for the kill. Using ranged
attacks like arrows and spells
make this doubly effective.
Lastly, keep your party together.
If you and your companions

i get separated in combat,

they become easy targets

for multiple attackers.

Tip 3: Food Spoiling?
Check This Out! (Ssh!
This Is a Special “Sierra
Exclusive” Tip!)

In Antara food spoils in

However, if you take
your food supplies and
place them on a dead
body, this resets the
spoilage clock, even if
you've already carried
the food for four days!

five days if it is not used.

Sound Carg - SounaBlaster Steres
Adxess 1
o
owA =

-

: Tip 4: Pssst! Here’s a Few
Spoilers Just in Case...

i During a normal game, press
CTRL+SHIFT+Z. A small, black
text box will pop up on screen.
Type one of the codes below,

i and press Enter to achieve the
i desired effect.

Note: | have only provided three
i spoilers below, but that is not
: all of them!

W “Man does my leg hurt” —

Heals the entire party

: m “Some call me Tim” —Kills

all opponents (only works
in combat)

MW “Ask for a glass of water” —

Teleports the party to the
starting location for the
chapter



THRUSTMASTER:-

Millennium 3D Inceptor”

Put real Space Shuttle technology into your hands
with the latest in next generation 3D gaming.
“_ Millennium’s 3D pitch-over, fast action grip
. allows players to wipe out opponents like
= no other joystick. 100% digital technology
Or precise control and instant setup makes

his a killer stick.

Rage 3D"
This futuristic 3D/2D gamepad with analog accu-
racy and digital speed gives you unbeatable in
your face gaming. Rage’s revolutionary
ergonomic design allows for endless gameplay
and enables up to 4 players to play at once.

NASCAR Pro’

Experience the thrill of real NASCAR racing
action with the hottest wheel on the track.

TOP GUN™

Excels in all your favorite simulation and action games..
Gives you the competitive edge you demand when
battling aliens, carrying out interplanetary missions or

just blowing away the bad guy!

THRUSTMASTER

www.thrustmaster.com
ThrustMaster Inc., 7175 NW Evergreen Parkway #400, Hillsboro, OR 97124, 503-615-3200
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Shivers Two is an adventure

puzzle game, so | decided to
offer information on some of the
most commonly asked questions
about the puzzles in it. You have
a choice between Tips and
Spoilers. If you want help, but
don’t want the full solution, read
only the Tip. If you want the full

answer, read the Spoilers.

Tip 1: Why does the TV seem
to be hypnotizing me? Why do |

find myself dazed and wandering

around, only to end up in the

Turning into a zomhie when you play
Shivers Two? This solution will save
you from the perilous hoob tube.

I 'NTERACTION MAGAZINE

yers Two:

A S K SIERRA
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A Harvest of

parking lot?

It could have something to do

with the strange red light on the
TV. Check the hotel lobby for
something to stick over the red
light before you watch a video.

Spoiler 1: The music videos
contain important clues to the
puzzles in the game. In order to
watch the video and understand
them, you need to cover the red

dot in the corner of the TV before :

you turn it on. After you check in
return to the lobby of the hotel.
Take the giant pieces
of gum from the ash-
tray on the counter,
and use them to cover
the red dot on the TV.
Also, we recommend
you turn on the cap-
tioning feature in the
game to better under-
stand the lyrics in the
music videos. You can
turn this on by select-
ing Options, then
Configuration, and
checking the circle
for Captions.

Tip 2: Howand
where do | get the
chess pieces?

A clue to the place-
ment of the pieces is
found in Olivia’s note-
book in the ware-
house.

Spoiler 2: You
must find four chess
pieces to place on

the chessboard. If you
want to know exactly
where the puzzle
pieces are found and
where they are placed
on the keyboard, here
is the list:

FALL

oolls

1997
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(1) The White King is
found in the jail cell. It

will be placed in posi-
tion C-1. (2) The White
Knight is found in Pearl
Larsen’s bedroom in
the toucan’s mouth. It
will be placed at posi-
tion C-2. (3) The Black

King is found in motel X

room 6 in the dresser

IERRA

The infamous colored ball puzzie

drawer. It will be placed
at position A-1. (4) The
Black Pawn is found in the
library card catalog under the
letter “P.” It will be placed

in position A-2.

Tip 3: How do | solve the

blasted colored ball puzzle?
This puzzle reminded me of

the Chinese checker puzzle from

the first Shivers game: addictive,

simple to play, but complex to
solve. | have provided one of the
possible solutions below, but
unless you’re on the verge of
pulling out your hair over it, I'd
recommend giving the puzzle a

try before giving up and using
this spoiler.

Spoiler 3: First, number
your playing board like the dia-
gram printed below, with A
through G across the top and 1
through 7 down the side. Then,
move the pieces from the space
listed to the following space.

B C D E_£ o] Playing
ol [ | M | board
0oL

8 diagram

Colored Ball Puzzle Solution

4 F7-C7
2. (FREE) G2-Gs
3. B1-E1
4. (FREE) A6-A3
5. C4-Ay4
6. Ds5-D7
7 E4-G4
8 D3-D1
9. D4-E4
10. (FREE) E6-D6
11. D6-D2
12. (FREE) F6-D6
13. D6-D4
14. Cé6-F6
15. C2-Cé
16. C6-E6
17. (FREE) B6-D6
18. D6-Ds
19. (FREE) D7-D6
20. D6-A6
21. (FREE) F3-C3
22. C3-C6
23. (FREE) B3-C3
24. C3-Cs

25. (FREE) B2-B4
26. B4-C4
27 Bs-B3
28. B3-G3
29. (FREE) A4-By
30. B4-B1
31. D2-B2
32, E2-C2
33. A3-B3
34. F2-D2
35. D2-D3
36. G3-G2
37. F1-F2

38. F5-F3

39. E1-E2

40. D1-F1

41. C5-Bs
42. C6-B6
43. C7-Cé
44. Gs-Fs
45. F6-F7

46. G6-F6
47. G4-G6




Duke Nukem 3D:
Atomlc Edition ) Red Alert

Command & Conquer: Flrst Aid 97 Deluxe ~ NASCAR Racing 2

GIVE OR GET  CD-ROMs FOR

WIN 95 <5

s PLUS 1 MORE AT
! ; GREAT SAVINGS!
EA. (See details below)

) Links LS 1998 Edition Sports 5121702 e Front Page Sports: Golf With ARl Beavis And Butt-Head In
WEWWIN'95 Penton, 16mD “NE"Coeur D'Alene Sports 5117106 MBS Screen Wreckers Home/Personal 5117205
Shivers Two: Harvest Of Souls Adventure 5110002 WIN'S5' Pentium, 16mb WIN"85 486/66, 8mb
WIN3.1/WC 486/66, 12mb Pod (MMX compatible) Arcade Style 5108709 Inter,state ‘76 Arcade Style 5108600
o Graphics Converter Home/Personal 5120506 WIN'S5' Pent120, 16mb WIN'85 Pentium, 16mb
NEVL“WING. 1/WC 486, 8mb P, “ﬂ Rebe] Moon Rising Arcade Style 5117007 W .Zork: Legacy Collection Adventure 5114004
The Roberta Williams WIN'95 Pentium, 16mb N hosmwe 436/% 8mb
Anthology Adventure 5107206 Mechwarrior 2 Mercenaries Arcade Style 5091905 Flying Corps Flight Sim 5105606
DOSWC 485, 8mb DOSWC 486/66, 8mb, J DABMWE PentD0, 16mb, J
Select Street ‘97 Travel 5106406 Command And Conquer Strategy Game 5050208 il iLo: ic Quest Children’s Ed 5110200
WIN3.1/WC 386/25, 4mb DOS/WC 486/66, 8mb or MAG 68040, 16mb ANBWING WG Pentium, 8mb
Toonstruck Adventure 5104708 Jumpstart First Grade Children’s Ed 5045901 Final Doo Arcade Style 5083209
DOS 486/66, 16mb WIN3.1/WC 486, 4mb or MAC 68040, 8mb DOS/WC 435/33» 4mb or MAC 68040, 8mb, J
Hoyle Classic Games Strategy Game 50563202 Jumpstart Kindergarten Children’s Ed 5027701 is And Butt-Head
WIN.1/WC 485/3 or MAC 68040, 8mb WIN3-1/WC 486, 1mb or MAC 68040, 4mb F,f?,‘,’.f:ua?sw"'iﬁi,;a Adventure 5075007
Rama Adventure 5092002 The 7th Guest Interact. Game 5004700 WIN'95 486/33, 8mb
DOS/WC 486/66 or MAC 68040, 8mb DOS/WC 386 or MAC LCIlI, 4mb Gabriel Knight:
Front Page Sports Earthsiege 2 Arcade Style 5080700 The Beast Within Adventure 5060405
Trophy Bass 2 Sports 5093604 WIN '95 486, 8mb, J WIN3.1/WC 486/33 or MAC 68040, 8mb
WIN3.1/WC 486/66. 8mb Phantasmagoria Interact. Game 5004502 silent Thunder:
Freddi Fish tZ’: o 8 ’ p— DOS/WIN3.1/WC 486/66 or MAC 68040, 8mb Awm ‘I;asnk Killer 2 Flight Sim 5080908
The Haunted Schoolhouse hildren's Enter The 11th Hour Interact. Game 5054309 '85 486/66, me J
WIN3.1/WC 486/33 or MAC 68040, 8mb DOS/WC 486/66. 8mb The Oregon Trail || Ch||dren s Ed 5078308
Mechwarrior 2: Battle Pack  Arcade Style 5108501 Nickelodeon: Director’s Lab  Children's Enter. 5081005 I TE 385, 5mb of MAC 68030, 5
RW"; “RP*;”I‘,“};"1“SI;”“IJ " WIN3.1 486, 8mb The Time Warp Of Dr. Brain Chlldren‘s Ed. 5106307
| leader Kabbit 1: Leluxe lidren's Indycar Racing Il Driving Sim 5083308 WIN3.1/WC 486/66 or MAC 68040, 8mb
NEW NS 1WC 386125 of MAC 68030, Bmb DOSISLEE, b 0rMAC PMAC, 16imb Aol
Lords Of The Realm Il Strategy Game 5102108 Floorplan Plus 3D Home/Personal 5084702 A Puzzle Of Flesh Adventure 5102801
DOS/WC 486/66, 8mb WIN3.1/WC 386, 4mb WIN'95 Pentium, 12mb
The Jenny Craig Cookbook Home/Personal 5118708 A f The D t 3 tilit 12
NEW WIS TWC 486133 Bmb or MAC 68040, 4mb SRR cas Of The Deep  Strategy Game 5080300 g Riot Bechierator Hoes 1200
Masterclips 35,000 Premium Image WinDelete Utilities 5084504
How To Select CD-ROMs For Your System. Collection Clip-Art Library 5084801 WIN3.1/WC 386, 8mb
Each selection includes the following important information: WIN3.1WC 38, 4mb, P ; ;;‘“ :Star Command Revolution  Strategy Game 5115506
minimum system required, minimum CPU required, minimum NEW Math Rabbit Children’s Ed 5110309 *2E=7DOS 486/66, 16mb r
RAM required, and required peripherals in addition to a : WIN3.1/WC 385’25 or MAC 68030, 8mb 3D Ultra Pinball:
mouse and keyboard (J=joystick, P=printer) Print Artist Home/Personal 5089305 Creep Night
itles, the minim um sy stem requirements recommended (unless WIN3A/WG 486/33 or MAC 68030, 8mb, P Arcade Style 5088208 L
e indicated) are: Hardware: SVGA monitor (256 colors), sound e Leisure Suit Larry WIN3.1/WC 486/33, 8mb or
inve, double speed CD-ROM drive, Operating System: Collection Adventure 5116009 MAC 68040, 12mb CD-ROM DIRECT
DO‘> ‘) O Windows 3.1, Macintosh System 7.0. (WC=WIN '95 compalible.) DOS/WC 486, 4mb =
WIN '95 =designed for Windows ‘95 only. Pent.=Pentium > 4 N N NN NN MEN EEN BEE NS NN BN BN BN SN BN SN SN B S e e

A whole new way to get the most
exciting CD-ROMs this holiday season — games, reference, edu-
tainment and more — all at great prices! Great to give as gifts. Great to keep for
yourself. Just write in the numbers of the 2 CD-ROMs you want for $4.95 each,
plus shipping and handling. In exchange, you agree to buy 4 more CD-ROMs in
the next 2 years, at our regular prices (currently as low as $29.95, plus shipping
and handling) — and you may cancel membership at any time after doing so.
What's more, you can get one more CD-ROM right now for the low price of $19.95
and have less to buy later (see complete details in coupon)

Free CD-ROM magazine sent approximately every 4-6 weeks (up to 13
times a year) reviewing our Featured Selection — plus scores of alternate choices,
including many lower priced CD-ROMSs. And you may also receive Special Selection
mailings up to four times a year. (That's up to 17 buying opportunities a year!)

Buy only what you want! If you want the Featured Selection, do nothing

it will be sent automatically. If you'd prefer an alternative selection, or none at all, just
mail the response card always provided by the date specified. You'll always have 14

days to decide; if not, you may return the selection at our expense

Money-Saving Bonus Plan. If you continue your membership after
fulfilling your obligation, you'll be eligible for our generous bonus plan. It enables you
to enjoy great savings on the CD-ROMs you want — for as long as you decide to
remain a member!

10-Day Risk-Free Trial. We'll send details of how Columbia House CD-ROM
Direct works along with your introductory package. If you're not satisfied, return every
thing within 10 days at our expense for a full refund and no further obligation

Act now, membership in CD-ROM Direct may be limited

For faster service, use your credit card and call us toll-free 24 hours a day.

1-800-792-1000 2»

Send my CD-ROM selections for: (check one only) [ }F’C 1)

F Columbia House CD-ROM Direct Bihmmaon X sriar s court

Yes, please enroll me under the terms outlined in this advertisement. As a member, | need buy just
4 more CD-ROMs at your regular prices within the next 2 years
I Macintosh (3)
Write in the selection #'s below
[# |

N—

Send me these 2 CD-ROMs for just $4.95 each

s $1.75 each slnppmq/hdndnﬂq (total $13.40)
B ~ Buy your first selection now and have less to buy later!
{ [ Also send my first selection for $19.95 plus $1.75 shipping/handling which I'm adding to my $13‘.40
| payment (total $35.10). | then need to buy only 3 more (instead of 4) in 2 years. #

Please check how paying: O My check is enclosed (BYX/BY1)
Charge my introductory CD-ROMs and future CD-ROM Direct purchases to (BYY/BY2)
MasterCard Diners Club | AMEX ! | VISA ' ] Discover

£ J nber Exp. Date Signature
My main CD-ROM interest is: (check one) (Note: You are always f

Entertainment (] Educ dIH)’V
(include

from any category.)

dutainment L Productivity

Phone (__ )

ity State ) Zip,
lmportam Did you remember to choose PC or Mac7 Will your selections run on your system?

reserves the right t y.\u st addit
Ar embership. Offer limited t
S. territories, APO and FPO
ed to all orders




$25,000* INTERNET
TREASURE HUNT

GOES LIVE

an you reveal the secret
behind the Mask of Eternity?
Now, through an innovative
new Internet-based treasure hunt,
you can win valuable prizes
worth, in total, over
$25,000. We're talk-
ing multimedia PCs,
vacations, games...you
may even find yourself
the owner of a brand
new 1998 automobile.
Our virtual, global hunt
runs August through
October. To register
and play, simply tune
your Web browser to
www.sierra.com/mask.
It’s easy, and the earlier
you register, the better
your chance of winning.
Your goal is to recover the
pieces of the shattered gold
mask hidden throughout the
World Wide Web and understand
the truth behind the Mask of Eternity.
Complete contest rules, sponsors, and
prizes can be found at www.sierra.com/mask.
Remember, time is of the essence. Your treasure awaits!
*$25,000 total value based on projected sponsor and prize list at time of printing.

Final prize value may change.

Babylon 5: Exploding Soon
Into Your PC's Universe

Sierra On-Line and
Warner Bros.

to Co-Produce
Babylon 5 Games

IERRA AND WARNER Bros.

have inked an exclusive

multiyear, multigame licens-
ing agreement to produce PC
space combat simulation and
adventure games based on the
hit TV series Babylon 5.

“We intend to produce the
best space combat sim in the
gaming industry with one of the
most popular science-fiction
shows on TV,” emphasizes Craig
Alexander, general manager at

Sierra’s Oakhurst
facility, where the
game is in production.
Babylon 5 the
game will feature sin-
gle and multiplayer
action and historical
simulation modes.

For those who don’t watch

a lot of TV, Babylon 5 is the

i popular TV series set in the
year 2261 aboard a United
Nations-like space station.

The crew deals with alien races
i constantly at war, a corrupt
government on Earth (there are
some things time can’t change),
and the forces of Chaos.

The first game, Babylon 5, a

space combat sim, is slated to
hit retail shelves next summer.
i www.sierra.com/babylons

Sierra Wins Big at E3

T THE ELECTRONIC

Entertainment Expo

in Atlanta this past
June, two of Sierra’s
newest family members
walked away with two
very coveted awards.
The much talked about

Half-Life, from independent

developer Valve Software, went home with
Gamepen’s Best Action Game of E3 award,

Ell 'NTERACTION MAGAZINE FALL

¢ beating out such industry heavyweights as
Activision’s Quake 2 and Hexen 2. Berkeley
Systems—no strangers to winning awards—
smoothly made off with Gamepen’s Best
Puzzle/Trivia Game of E3 award for their
outrageously funny YOU DON’T KNOW JACK
TV. Gamepen’s Best of E3 awards are deter-
mined by a panel of media members from a
number of print and online PC magazines.

Be sure to check out all of Berkeley’s

i products at www.sierra.com/trivia and

19977

¢ don’t miss our
feature story
on the entire
i You DON’' T
E KNOW JACK
series on
page 65.
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www.sierra.com.captives

Get a

ik

Sierra” Title!

Gel a Sierra On-Line title from a selection of
23 top titles - the first time you use your Sierra
On-Line MasterCard® credit card for a purchase
or cash advance.

10% discount on all Sierra On-Line purchases when you use
your new Sierra MasterCard® credit card and order directly
from Sierra On-Line.

1% rebate on all purchases you make with your Sierra
MasterCard® credit card...anywhere, anytime. Redeemable
as $20 coupons.’

NO ANNUAL FEE

5.9% low introductory Annual Percentage Rate (APR) on
cash advance checks and balance transfers.’

Credit line increase decisions in 30 minutes or less.

Toll-free 24-hour Customer Service
365 days a year.
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A Yes, I wish to request the No Annual Fee Sierra On-Line QZXK

® .
MasterCard® credit card. | HT-020
| DH
Print your name as you would like it to appear on card. Please print clearly in black or blue ink.
5 9% OPTIONAL BALANCE TRANSFER
APR  Immediate Savings*
Address ficas
i transfer amount $ s .
City State 7P Make transfer check payable to
Social Security # - - Birth date / / I
Exact $
Mother’s maiden name transfer amount > -
(for security purposes)
— — — Make transfer check payable to
Monthly housing payment ~ § N Doyou: L) Ownhome L JRent || Other
Your =
Home phone ( ) - annual salary $ - Please complete only if you have moved or changed employers in the last
5 0 three years.
S | Business phone ( ) - income?# +$ o Previovs
% e e e address
= Total —
Y Employer household income § °
= (IF self-employed. please state the nature of your business. ; Giy_ _ Sum 7P —
€ Years Source o :
Position o there other income — Previous schocl oc
employer Years there —
$Alimony, child support, or separate maintenance income need not be revealed if you do not wish it consxdered asa basns for repay
Please send an additional card at no extra cost for: _ 1-MORE APR INFORMATION- -
The cumrent promotional Annual Percentage Rate (APR) offer for cash 14
advance checks and balance transfers is 5.9% through your first five state- &
ment closing dates, commencing the month after your account is opened. =
i ) When your minimum monthly payment is not received by the close of the z
2 | Relationship: first complete billing cycle following its Payment Due Date, or when the 3
= p
e promotional offer expires, whichever occurs first, your APR for both new
8 and outstanding cash advance balances (consisting of cash advance check
g and balance transfer transactions) will be calculated using the Variable-
X Date / / Rate Information disclosed at left. The current indexed APR for cash
= = " advance checks and balance transfers is 17.4 %, which may vary.
MY SIGNATURE MEANS THAT I AGREE TO THE CONDITIONS APPEARING ON THIS FORM. »_BALANCE TRANSFER INFORMATION-

**This is a one-time offer for new cardholders who have used their account for at least one purchase of cash advance transaction. Payment e total combined value of balance transfer checks cannot

of shipping and handling fee required o receive title. Choice of titles and ordering instructions will accompany coupon. Allow 6-8 weeks for  €xceed your available credit line; if the total is greater, we will
delivery of coupon atter qualifying. Siea On-Line and MBNA America Bank are not responsible for lost or stolen coupons. This promotion  $énd you checks valued up to the available credit line. The checks
is provided by Sierra On-Line, Inc. Payment of S&H fee required to obtain selected title. Certain restrictions apply to 10% discountand is- ~ MaY include full or partial payment of the sums you indicated
count coupon offers. These promotional offers are provided by Sierra On-Line, Inc. who reserves the right to change the terms of the offers above. Allow 2-4 weeks from application approval for receipt of
at any time. There are costs associated with the use of this credit card. For information about the costs you may contact the cards issuerand  checks. You should continue making monthly payments to each
administrator, MBNA America Bank, N.A. by either calling 1800-847-7378 or writing to: PO, Box 15020, Wilmington, DE 19850. Siera On-  creditor until you have received and forwarded the checks to
Line is a registered trademark of Siema On-Line, Inc. MasterCard is a federally registered service mark of MasterCard International Inc., used  them. Cash advances and balance transfers may not be used to
pursuant to license. MBNA America is a federally registered service mark of MBNA America Bank, N.A ©1997 MBNA America Bank, NA. pay off or pay down any MBNA® account. MBNA may allocate
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your monthly payments to your promotional APR balancel(s)

Annual fee None. before your nonpromotional APR balance(s). = t_
t Annual Percentage Rate (APR) | 17.4% for purchases, which may vary. | have read this application, and everything | have stated in it is true. www.SIerra.com.cap ives
| authy MBNA America Bank, N.A. (MBNA) to check my credit,
Variable-Rate Information Your APR may vary.The rate is determined by adding a margin to the highest empiovmem history, or any other mformanon and to report to others
U.S. Prime Rate as published in The Wall Street Journal on the 15th of March, suchi and credit with me. |1 d that the
June, September, and December. The margin is 8.9 percentage points. acoeptance or use of any card issued will be subject to the terms of this
On June 15, 1997, the U. s Prime Rate was 8.50%. application and the Credit Card Agreement that will be sent with the card,
— = - ~ e - and | agree to be responsible for all charges incurred according to such
Grace period for repayment At Ieast 25 days from s‘Iatemem closmg date. terms. Unless | write to MBNA at PO Box 15342, Wilmington, DE 19850, |
of balance for purchases mmmmummmmm“u
—1= - my account for marketing and | am at least 18
Method of computing the Average Daily Balance (including new transactions) years of age. | consent to and authorize MBNA and its affliates to moni-
balance for purchases tor and/or record my telephone conversations with any of their represen-
B - T tatives to better ensure quality service. The information in this
Transaction fees for cash Transacnon fee for Bank and ATM cash advances: 2% of each cash advance application is accurate as of 7/97.The information may have changed
advances and fees for paying late | (minimum $2). Transaction fee for credit card cash advance checks: 1% of after that date. For more current information, please call MBNA at 1-800-
or exceeding the credit limit each cash advance (minimum $2, maximum $10). Late-payment fee: $20. 847-7378.TTY users, please call 1-800-833-6262.
Over-the-credit-limit fee: $20.
Transaction fee Transaction fee for the purchase of wire transfers, money orders, bets, lottery
for purchases tickets, and casino gaming chips: 2% of each such purchase (minimum $2). 411100790673 -




Get a I:R[[ Sierra” Title!

et a Sierra On-Line title
from a selection of 23 top
titles the first time you
use your Sierra On-Line
MasterCard® credit card for a
purchase or cash advance.

Plus

® 10% discount on all Sierra On-Line
purchases when you use your new
Sierra MasterCard® credit card and
order directly from Sierra On-Line

® 1% rebate on all purchases you make
with your Sierra On-Line MasterCard
credit card. Redeemable as $20 coupons

® NO ANNUAL FEI

® Low introductory Annual Percentage
Rate (APR) on cash-advanced checks
and balance transfers

® Toll-free 24-hour Customer Service
365 days a year

(et Yours Iodag!
1-800-821-8749

or complete attached application.
Mention priority code QZXK

§20 minimum purchase
required when redeaming a coupot
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Gontest Results

OME PEOPLE ARE good at cards and,

well, some aren’t. Experts and novices

alike were invited to join the develop-
ers of Hoyle Poker for a few friendly
Friday-night games. When all was said and
done, some people definitely stood out.

First-place winners who won four Sierra

games include John Swinford, Wayne
Wilson, David Loflin, and William Lutton.

Power Chess ws. Kasparov
vs. Deep Blue

had to make a series of guesses on who (the
human or the computer) would win the game,

ROM MAY 3 to 11, 1997, we held a Guess th
Move Contest in conjunction with the Deep
Blue v. Kasparov chess match. Contestants

last piece moved would be, and what square the
ice would be moved onto. They were also asked to guess the
or of the last piece moved, and how many moves would be needed
0 win. Finally, they were asked to answer a few trivia questions.
The winners for Games 1 and 2 are Bryan Chambers and Bill Wall,
respectively. Game 3 had a tie between Komputer Korner and Bob
Brehm. Games 4 and 5 had Barry Schmidt and Jonathan Reid,
respectively, as the top finishers, and Game 6 had a tie between

David Boren and Mae Phillips. Congratulations to all the winners.

Print Artist Contest Results

COUPLE ISSUES ago, we sent out a call for the most unusual,

original Print Artist layouts. We were inundated with impres-

sive entries, so our decisions were difficult. First-place win-
ners Helen Poelker, Larry Shaw, Lisa Rene Stevens, Pat Audinet,
and Piper Schofield each won the entire Sierra Home Collection,
including MasterCook Deluxe 4.0, Cooking Light 4.0, The Jenny
Craig Cookbook, CustomHome, LandDesigner 3D, and Print Artist

Second-place finishers, winning two Sierra
games each, are Bill Weldon, Al Long, Ed
Pizio, and Terry Moore. Coming in third
and winning one Sierra game each were
George and Sylvia Tompsett, William
Pierson, Mat Bess, Jason Shivers, and two
players known only as Diane and Anthony.
For a complete list of all winners,

2 PRINT RIS

4.0. For a complete list of winners, please write to Print Artist
Layout Contest Results, Sierra On-Line, 3380 146th Pl. SE, Suite

please send a self-addressed envelope

to Hoyle Friday-Night Poker, Sierra
On-Line, 3380 146th Pl. SE, Ste. 300,
Bellevue, WA 98007.

Win PCs, Pizzas

ANT YOUR GAME and

pizza too? It seemed
only logical to collaborate with
Red Baron Pizza to promote the
new release of Red Baron Il. So
we decided to hold a sweep-
stakes. Between August 25 and
December 31, 1997, sweepstakes
game pieces can be found in 10 :

million 12-inch-pizza boxes. Five

Il 'NTERACTION MAGAZINE FALL 1997

300, Bellevue, WA 98007.

& Products

first-prize winners will take
home the Ultimate PC—a
Pentium 200, valued at about
$3,500. Second place gets one
free year (30 vouchers) of Red
Baron Pizza. Third-place winners
get free copies of the much-
awaited Red Baron /I. And
there’s an added bonus—all of

i the boxes will have a coupon for

$10 off a copy of Red Baron II.
No purchase is necessary. For a
free game piece, mail a 3.5 x5
card with your name and
address to: Aim to Win With the
Baron Game Piece Request, PO
Box 5217, Stacy, MN 55078-
5217. All requests must be
mailed by January 2, 1998, and
received by January 8, 1998.



HE SIERRA FAMILY keeps

growing. The latest compa-

ny to join the fold is Books
That Work, the Palo Alto,
California company famous for
developing excellent home and
garden productivity software.

Co-founders Dan Levin and

Stuart Gannes, a former editor
for Time Inc., started Books That
Work with the directive of bring-
ing the interactivity of comput-
ers into the successful “How-To”

book experience and providing
users with a unique and valu-
able “new media” experience.

a great opportunity to join his
forces with Sierra Home. “| real-
ly believe that the home produc-
tivity market will become more
consolidated. Consumers will be
better served by fewer compa-
nies focusing on developing
stronger, even more comprehen-
sive titles. By Christmas, with
the addition of the BTW titles,
Sierra Home will offer the most
extensive home productivity
lineup available. No one’ll even

: come close,”
¢ he concludes.

CompleteHome
¢ will be the first
i title released

; under the
Sierra Home
brand. Coming
i this fall, Sierra
CompleteHome
is a comprehen-
sive suite of

i home products,

ComprLETEHOME"

3D Deck, Home
i Improvement
i Encyclopedia,
and Get Wired,
an electrical

Sierra

including Sierra
Home Architect,

Gannes explains, “In print you
can tell people exactly how to
do things. But with computer
software, you can tell them
exactly how to do things and let
them experiment and visualize
their ideas and plans in full-
motion 3D. You can’t do that
in print.”

Gannes, who is often regard-
ed as an industry visionary, saw

The bostest,

Most Reoksti Woy
1o Visuollze the
Home of Your
Oreorm

n Software
Desig
sme Des
pced HO

S Enhar

wiring how-to
i guide and simu-
i lation. Also

Sierra has teamed up with Books That Work to
bring you a new collection of “How-To” titles.
BTW co-founder Stuart Gannes, pictured here,
brings his Time Inc. experience to Sierra.

included is

a free three-

month membership to the
CompleteHome club that
rewards you with thousands of
i dollars in savings on home proj-
ects, remodels, tools, and ser-
vices. A $200 value, Sierra

Create Realistic |
Views of Your
Dreom Landscape P

n Minutes

www.S1erra.Cov JIEH

CompleteHome offers every-
thing you need to improve,
plan, decorate, and maintain
your home.

But what is it that’s so
appealing about home produc-
tivity software? According to
Gannes, it is a combination of
many factors. “When you play
any game, you can only interact
and exist in a predetermined 3D
environment. When you use
home productivity titles like
ours, you have the power to
actually create and manipulate
the environment any way
you like.”

Check up on all the
Books That Work titles on
the Sierra website at:
www.sierra.com/sierrahome/
productivity.



computer
ame ever
\ invented-
period!”

- The Computer

Answer Guy

Front Page Sports: Golf—
This Rookie Is a First-Class Contender

FrowT s v

Like the phenomenal Tom Lehman, the realism of TrueSwing” technol- game you love to hate. Designed
FPS: Golf is making a name for itself ogy and rediscovering the joy by Vance Cook, the father
in the world of golf. A hit with comput-  of computer golf. They're of modern golf games,
er sport sim gamers across the coun-  playing PC golf as it was FPS: Golf is exactly what
try, it is already on its way to Hall of meant to be played — with your computer needs to
Fame status. Just ask The Computer realism and just a bit of frus- revitalize your game.
Answer Guy! Thousands are enjoying tration to make it even more like the

© 1997 Sierra On-Line, Inc. ® and ™ designate trademarks of, or licensed to,

order onllne @ www'Slerra'com/gOIf/ Sierra On-Line, Inc., Bellevue, WA 98007. All rights reserved



The Exceptional
Black Diamond Ranch Course
iIs Coming to FPS: Golf

Now play FPS: Golf on the *1 rated golf course in Florida, world-renowned Black Diamond Ranch
Golf and Country Club. Nestled in Florida's Nature Coast, Black Diamond offers an 18 hole
Quarry championship course. Five dramatic signature holes hug the rim of two retired quarries.
Challenging 100-foot vertical drops, stunning vistas of rolling hills and the serene beauty of
Black Diamond Lake add another dimension to this golfing experience. Call 1-800-757-7707 to
order the FPS: Golf, Black Diamond Ranch add-on course today.

\ ~ L
Beautiful vistas await you on the fairway at the 14th hole at
stunning Black Diamond Ranch.

'l‘he Flrst Annual
Sierra Open!

Following in the time-honored tradition game. Practice tournaments begin this
of the Masters and the U.S. Open, Sierra Fall, with the Sierra Open in early Spring
On-Line will host the first annual Sierra 1998. Check out the Sierra website
Internet Golf Tournament in the Spring of (www.sierra.com/titles /golf/site) for
1998. The Sierra Open will be the complete tournament rules and details.
first computer golf tournament to We will regularly update the FPS: Golf
feature the TrueSwing" technolo-  site with full course information, tour

gy, fou.nd exclu- $100’ooo ill cash plans, and

sively in Front maybe even
Page Sports: Golf. It H ¥ atip or two that will
will take skill, a little and prlzes' help you compete
luck and dedication to the game to successfully for cash and prizes in the
bring home this trophy. In the com- $100,000 Sierra Open.

ing months, perfect your
TrueSwing™ skills playing against

The 1998 Sierra Open will be subject to all applicable
federal and state laws. Sierra reserves the right, in its

friends and other computer golf sole discretion, to modify this contest in any manner
enthusiasts on Sierra's FREE whatsoever (including, but not limited to, contest prize
) o ’ : : amounts, contest rules, contest start date, etc.) as well
R Internet gaming system. Simply ‘ )

m m “. ﬂll‘ ”mm on “l. 15"' llole chooss Interet B B dote as the right to cancel t.his contest for any reas?n, All
at Black Di i Ranch on Florida's Nature Coast. entries for the 1998 Sierra Open must be received no

selection screen in your FPS:Golf later than December 31, 1997,

Order Now 1-800-757-7707
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How do you outgun a great game like
Robert E. Lee: Civil War General? With
Ciyil- War Generals 1l you can now com
mand Conlederate or Union Armies,
And you can put yourself'in the boots
of 1 Lv, Grant, or Sherman as you
attempt to rewrite history. J

Civil War Generals I comes combat-ready
with 40 |rl_w|u|.\|'_\ battles from both the
Eastern and Western theatres. But if you
want to Wage your own wars, use the map
editor to create terrain, armies, and
commanders. Then go online to test
your cunning in head-to-head battles.

This war isn’t just hell. It's IR
history. And you'll experience it RP
as never before with an insight

ful new collection of Mort

Kinstler paintings and all-new multi
media mini-documentaries on the men,
weapons, and tactics of the Civil War,

fARANT - LEE « sHERMAN

http: //www.Sierra.com

FROM THE CREATORS OF ROBERT E. LEE: CIVIL WAR GENERAL/

Ve
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Sierra Pro Pilot is a flight simulation

that’s as entertaining to fly for the

nonpilot as it is educational for the

student and experienced pilot.

Sierra Pro Pilot

(www.sierra.com/pilot )
Preferred
System

Requirements
Pentium 133+, 24 MB 1
|

RAM, WIN5

Format
WIN35 CD

Available: Holiday

A0S 10 ADULTS|

Price ‘
$54.95 ;
(Order *83461)

D 1480027577707

By Kevin M. Lamb

0, YOU WANT to be a pilot?
Or maybe you're already
licensed, and it’s time for a
flight review? Regardless of
your status, the process of learning to
fly or remaining current is an arduous
undertaking, to say the least.

To even qualify as a student pilot,
certain age, language proficiency, and
medical fitness requirements must be
met. Then, 16 hours of flying time, on
average, are required before the stu-
dent pilot takes his or her first solo
flight. While logging these hours,
student pilots must study volumes of
information about flight maneuver

CAMP PENDLETON
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: fundamentals, flight physics, radio
communications, navigational aids,
weather patterns and types, and air-
craft instrumentation and characteris-
i tics, to name just a few subjects.
These requirements alone make a
good argument for using Sierra Pro
Pilot as a valuable study aid. But
there’s more—much more.

Sierra Pro Pilot is a flight simulation

that's as entertaining for the nonpilot

to fly as it is educational for the stu-

i dent and experi-
enced pilot.
Sierra Pro Pilot
is the brainchild
i of flight sim
designer Mark
Pechnick and
his team from

i subLOGIC, the
company that
Sierra On-Line
acquired in

i November 1995
in its quest to

i become the

AIRSPEED

i leader in the

www.siErra.com N
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Flight Simulation

flight simulation field. subLOGIC was
eventually blended with Dynamix in
Eugene, Oregon, now considered “flight

sim central” for the

company.

Pechnick has her-
alded the instruc-
tional aspect of
the sim as “a
hundred times
more thorough than
anything else on the market.” Indeed,
with a library of flight instruction .AVls,
a custom flight instruction (print) man-
ual, an extensive online manual, and
right-click pop-up help, any pilot will
find plenty to learn from Sierra Pro
Pilot. You can also complete any one of
20 different flight assignments, some
even accompanied by a flight instruc-
tor, on your way to logging simulated
hours for your ProPilot certificate.

Virtual Flight Instructor
Perhaps the most valuable component
of Sierra Pro Pilot is the Virtual Flight
Instructor, the instructional video
library, which is available from any-
where within the sim. Up for the first
time and need to know how to land?
Just bring up the video for the proce-
dures to conduct during a normal land-
ing. Or you may find yourself out on a
dual with Sierra Pro Pilot’s Flight
Instructor, who wants you to execute a
power-off stall. For a quick review, pop
up the video that demonstrates the
control positions and speeds necessary

to successfully complete this maneuver.

FEATURE ARTIC

The video library is composed of
three courses: Private, Commercial, and
Instrument. The Private Course alone
is made up of 20 videos that take you
through the use of flight controls,

primary maneuvers, and advanced

; Takeoffs,

|y landings,

maneuvers.

turns, climbs,
descents, stalls,
traffic patterns, final approaches, slow
flight, and straight and level flight are
all covered in exquisite detail.

The Instrument Course includes
six videos ((AVIs) and covers topics
such as scanning (instrument) tech-
niques, tracking a VOR
(VHF Omnidirectional
Radio) or NDB (Non-
Directional Beacon),

“Each one (.AVI

dow shows the airplane beginning the
turn, the corresponding rudder pedal
and yoke positions are displayed in the
insets. Instrument readings, where
applicable, are also displayed to corre-
spond with the aircraft movements.
This visual, screen-within-a-screen
approach demonstrates the maneuvers
in a unique way that makes learning not
only faster but more enjoyable.

The .AVI scripts were written by
3ill Mayhew, a certified flight instructor.
Each one includes high-resolution
scenery and the same beautifully
crafted, 3D aircraft models found in the
sim, all of which makes for a video
that's as smooth as a well-executed

Lazy Eight.

Copilot Assistant
The Virtual Flight

and basic maneuvers Instructor is a valuable
using instrument refer- high-resclution program within a pro-
ences. And the scenery and the gram. But it comprises

Commercial Course,
also consisting of
three .AVls, covers
Chandelles, Lazy
Eights, and Eights
on Pylons.

Each .AVI is narrated
to focus on the most
salient points of the
lesson. Inset windows
are used to demon-

strate the various aircraft control move-

ments, such as the proper rudder pedal
and yoke positions for a medium-bank,
constant-altitude turn. As the main win-

NSTBEN Lala ey
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same beautifully

only a third of the
training available with-
in Sierra Pro Pilot. The
co-pilot assistant, an
onboard flight instruc-
tor, carries most of
the teaching load.
Regardless of the
flight plan, any pilot
can hire a flight
instructor in Sierra Pro
Pilot at no extra charge. The program
coordinates the instructor’'s comments
with the directions provided by air
traffic control (ATC). For example, if




b Offer expires January 31, 1998
I

Microsoft Flight Simulator° Owners—

Save $15 when you upgrade
to new Sierra ProPilot!

Now Flight Simulator owners can save big when they
trade-up to the new standard in PC-based flight simulation
software. When you send us the receipt from your Sierra
ProPilot purchase and the cover off any Microsoft Flight
Simulator product, we'll send you a check for $15. It's that
simple. See back of coupon for full details. :

1, MS:DOS, and Windows are registered demarks qm of Microsoft Corporation of the United States and/or other countries. Flight Simulator is a trademark of Bruce A. Artwick.

—d

SR ML ERGE 5 SRR R — s



* Special Upgrade Offer!

To receive your $15 Sierra ProPilot Rebate:

E
w

U= 1, Return this coupon, along with your sales receipt and the front documentation cover of any version of Microsoft
Flight Simulator. (No photocopies of coupon, receipt, or documentation cover please.) %2 2. Send the material to:
Sierra Pro-Pilot Rebate, P.0. Box 52995 Dept. 11706, Phoenix, AZ 85072-2995. =" 3 .Offer valid until January 31, 1998.
U= 4, Please allow 4 to 6 weeks for delivery. = 5. Sierra is not affiliated with Microsoft Corporation.

Name

Address

City State Zip

Phone: Day Evening

This offer not valid with any other Sierra promotional offer. Limit one rebate per household. Sierra is not responsible for lost or
re-directed mail. Vaid where nrohibited. taxed. or otherwise restricted. Envelone must be postmarked bv Januarv 31. 1998.



you're instructed by departure control
to climb to an altitude of 800 feet

after takeoff and then turn to a heading
of 280 degrees, your instructor will
give you a few verbal reminders about
what’s expected. Make one too many
errors, and he’ll take command of

the plane.

Several flight assignments include
dual cross-countries. Because “dual”
means you and the instructor are in
the plane at the same time, he’ll be
there with his clipboard evaluating
your performance and providing verbal

prompts every step of the way.

Flight Assignments

Pilots who are studying for a particular
certificate or rating are required to log

hours under a variety of conditions and

in a variety of aircraft. For instance,
private pilots must log 40 total hours,
instrument pilots must log 125 total
flight hours, and commercial pilots
must log 250 total flight hours. Certain
hours are required in cross-country
flight. Others involve takeoffs and land-
ings at an airport with an operating
control tower. Still other logged hours
that qualify for certain certificates
involve flight with an instructor or
solo, or under Visual Flight Rules

or Instrument Flight Rules.

The print manual for Sierra Pro Pilot
has a chapter that covers 20 different
flight assignments, each designed to
help pilots log simulated hours. The
flight plans for each assignment are
modeled within the simulation. Plans

are accessed and loaded from the

pop-up menu and each one corre-
sponds exactly to the outline provided
in the manual. For instance, if an
assignment requires a night flight from
Los Angeles to San Diego in a multi-
engine aircraft, then once that flight
plan is loaded, you'll find yourself in
the cockpit of a Beechcraft Baron B58
staring down the centerline of runway
25L at LAX, ready for takeoff. And,
once in the air, the lights of Southern
California will twinkle below. These
lights, by the way, include all the actual
lighting aids located at each airport.

If the flight is accompanied by an
onboard instructor, you will hear his
voice, along with the appropriate con-
troller (Ground, Departure, or Tower),
guiding you along the way. If the flight
is solo, you'll only have the print flight

<l
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assignment to outline your flight plan;
then it’s up to you to adhere to it. Your
performance will be evaluated after
each flight assignment is completed,
and your hours will be logged accord-
ingly in an online logbook.

“One of the main goals in creating the
assignments was to keep them interest-
ing and to provide unique challenges to
pilots of all levels,” Pechnick says. But
most flight instruction deals with the
fundamentals and basic decision-mak-
ing. So Pechnick hired Wally Anderson,
an instrument-rated pilot with 450
logged hours, who also happens to be a
member of, and a technical consultant
to, the Experimental Aircraft
Association. Anderson came up with
situations which test a
pilot’s judgment ability.
In one assignment,
designed to log
Instrument Flight Rules
(IFR) cross-country
hours, the flight plan
includes an unexpected
weather diversion, in
which the pilot will
have to alter his
planned route while
en route. Situations like
this cannot be created
in real life. This is a per-
fect example of how
advantageous this flight
simulation can be.

The first chapter,
Learning to Fly, covers flight physics,

basic, advanced, and precision maneu-

.

INTERAGCT.

i Aircraft and

¢ Systems, explains

“Perhaps the most
valuable compo-
nent of Sierra Pro
Pilot is the Virtual
Flight Instructor,
the instructional
video library,
which is available

B Fl/ight Simulation

vers, the primary
controls, stalls,
takeoffs, and
landings.

Sierra Pro Pilot
allows you to fly
five different air-
craft, all with signif-
icantly different
specifications.

Chapter Two,

the characteris-
tics of flying very own plane.
trainers, high-
performance and multi-engine aircraft,
and jets, so you'll have some idea of
what to expect

even before your
first flight.

Online Help
If you're a new or
inexperienced stu-
dent pilot who isn’t
familiar with the
instruments and con-
trols inside the cock-
pit, Sierra Pro Pilot's
online help system
provides immediate
access to any ques-
tions you may have.
Even more-experi-
enced pilots who
have never been
behind the yoke of a CitationJet are

bound to encounter unfamiliar instru-

Sierra Pro Pilot puts you in the pilot’s seat of your

mentation. A simple right-click on any
instrument face, control knob, switch,
lever, wheel, gauge, light, etc., and a
brief description of the object is dis-
played in a pop-up box. For detailed
information on, say, the purpose of the
instrument, a hypertext link will take
you further inside the online manual.
And because experience in planes
doesn’t necessarily translate to experi-
ence in computer-based flight sims, the
online manual also walks you through
all of the menus and dialog boxes you'll
encounter while using Sierra Pro Pilot.
Experienced pilots will appreciate the
ability to review advanced maneuvers
and log simulated instrument time.
Jeginning pilots will appreciate the
step-by-step approach they can take at
their own pace to learn the basics.
In fact, the only question about flying
Sierra Pro Pilot cannot answer is:

“Is it work or is it play?” €




Force feedback adds the sense of touch to supported The stick is also
games so you can actually feel the game. But a force so in just a few
feedback joystick isn't worth a dusty Pong if the stick seconds you can program each

is pulling processing power from your computer button the way

and slowing down your game. That's you like to play.

why the Microsoft® SideWinder® And forget port

Force Feedback Pro has a hogging. Force Kials u
Feedback Pro has only one computer

that does all the force computation on cable and plugs into your gameport.

the stick. Which means your computer Plus, you can test all these features

feels nothing, and your games are never right away with the

slowed down. Force Feedback Pro is as Interstate ‘76, Star

much as six times faster than Wars® Shadows of the Empire:”

other force sticks. So you'll Battle of Hoth, and

You’ll f

see and feel every MDK: Mission

Uzi recoil, every Laguna Beach.”

stall on take-off The Microsoft

from O’Hare, SideWinder Force

and every nine- Feedback Pro. It's
iron you shank to designed so that
the left. everything in your game
There's also real will be felt. But only by you.

rocket-science stuff inside For more information (yes,

the Force Feedback Pro. Like " believe it or not, there is more), go to

Microsoft-patented
Imagine that detects

handle and throttle motion to within one- MieRosorT
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hundredth of a degree without any /ID“’L/';//l /r[’{./[‘\
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wear or calibration. g Force Feedback Pro

© 1997 Microsoft Corporation. All rights reserved. Microsoft, SideWinder and Where do you want to go today? are registered trademarks of Microsoft Corporation. Activision
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not-so-patiently for Red Baron Il. One

fan tells us why it was more than worth

the wait.

Red Baron Il By Josh Demetrescu

( www.sierra.com/rb2 )
_ Preferred
& System
‘?@’%@'— ¥ Requirements
Pentium 133+, 24MB
RAM, WIN95
Format
WINS5 CD
Available: Fall ~ Price
$54.95
(Order *83680)
s | 108009757°7707

EEll 'NTERACTION MAGAZINE FALL

ED BARON WAS the legendary
nickname of Manfred von
Richthofen, the top World War |
flying ace and patron saint of
fighter pilots. This aerial knight
was the inspiration for and is
the ultimate opponent in Red Baron,
the 1990 World War | air combat game
from Dynamix. Red Baron set the stan-
dard for the flight sim genre, providing

desktop pilots the chance to experience

the thrill and tension of in-your-face
aerial dogfights in flimsy wood and can-
vas flying machines over the trenches
of the Western Front. Now from Sierra’s
Dynamix division comes Red Baron I,

1997

e

awaited sequel that mixes

i cutting-edge technology with detailed
i historical research to set a standard
i of its own.

How Do You Top a Classic?
The original Red Baron is part of the
Dynamix Aces collection that boasts
such classic combat sims as Aces Over
i Europe and Aces of the Pacific. These
games included features that are now
considered mandatory among serious
gamers. A variety of exciting single mis-
sions, each presenting a unique oppo-
nent or target, gave the player a multi-
tude of gaming options. The Red Baron
campaign games enabled users to take
i the place of either a German or British
pilot and provided the type of drama
and tension that role-playing games
make possible.

The original Red Baron also distin-

guished itself by taking advantage of
the lower speeds and open cockpits of
World War I fighters to provide a good
i sense of being in combat—an effect

{ that modern jet-to-jet games are gener-



With such realism, you'll feel as if you're truly
flying over the Western Front.

Putting you in the middle of heated WWI
dogfights, RB/I brings home the adrenaline.

ally unable to offer.
Because it has such
an exciting parent
product, | have been
anxiously awaiting the
release of the sequel. Few
games have built up the kind
of excitement that RBII has, let
alone so long before they are

released. RBII has been billed
as a complete revision of the
original classic: all-new graph-
ics, enhanced Als, more
nationalities, and, most impor-
tantly, a new flight engine that
gives even greater accuracy
and the true feel of being a
World War 1 pilot. Rabid pilots
and flight novices alike have
been salivating over this game
since the first time they heard
it was in production. Let

me tell you, RBII certainly
deserves all of the pre-release
attention it's garnered—it

was well worth the wait.

The Church

Bells Tolled

As a writer for InterAction, 1 got
hold of an early release of RBII,
and one thing’s for sure—this
game is very advanced and
truly amazing.

“RBIl is a realistic simula-
tion—one that brings you the
authentic experience of being
a real WWI pilot, flying real
WWI aircraft in a real WWI
combat environment—which
just happens to be totally rip-
snortin’ fun,” designer Gary
Stottlemyer emphasizes.

I know that, since it is his
game, he should be biased—

but as far as I am concerned,
Gary is not exaggerating. The graphics
are stunning and very realistic. Anyone
who has played a flight simulation

“...an in-your-face ‘knife fight’
with colorful, twisting,
zooming & ‘jinking’ airplanes...

7

is accustomed to blocky, one-color
terrain that serves its purpose but
doesn’t do much for the overall feel of
the game. In RBII, the folks at Dynamix
have redefined the portrayal of ground
detail. On my first RBII flight, | ignored
the mission objectives and just flew
around at low levels, admiring the
incredible terrain.

Hills and open terrain look like, well,
hills and open terrain, gently rolling
and gaining height. Airbases and towns
have distinguishing features, such as
churches that ring their bells when
enemy aircraft pass over. Trains move
slowly along their tracks. I did not
make it to the front line, but | am told
that RBII's ground details are based
on actual WWI army maps of the
Western Front—from the English
Channel to Switzerland. Stottlemyer
and his team have clearly spared no
effort to create a realistic and visually
exciting product.

The realism of RBII is another of
the things that blew me away right
from the start. First of all, unlike in
many games, each of the planes |
flew had the specific limitations of the
ones from which they are modeled.
For example, | wanted to try a complex
maneuver (a combination of a half loop
followed by a half roll, trading air
speed for altitude, and, at the same
time, changing the heading by 180
degrees). | found that my plane, an

www.Si1erra.Cov JEEF
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Flight Simulation

Albatros D.Va, needed a great deal of
air speed to get me through the steep
climb and out of the top. If [ didn’t have

the air speed or if | tried to pull out too

“...although I

dove to put out the
fire, I lost control
of my craft, pulled
too many Gs,
blacked out..??

soon, | sustained significant structural

damage and frequently ended up in a

fireball on the ground below.
“Obviously the flight model is always

important,” Stottlemyer says. “And ours i

is a sophisticated force-based model
that faithfully simulates the perfor-
mance envelopes of the 40-plus planes
in RBII”

“In addition, if the aircraft is hit, the
force of the projectile or blast is actual-
ly transmitted to the airframe, and
the plane is nudged or even knocked
about,” he adds. “This is totally cool
since combat takes place at Mark | eye-
ball distance. You can actually see the
effects of your rounds hitting your
enemy and can watch the aerodynamic
effects of the damage you inflict
degrade his or her performance.”

Ell NTERACTION MAGAZINE FALL

Squirrely planes make lining up foes realistically difficult. However, when

achieved, the kill is a sight to behold.

! Up in the Air

[ certainly put Gary’s descriptions to

i the test. When I first fired up RBII, |

i wanted to see exactly how each feature
worked. So, when my squadron was in
the air and on its way to our target, |
dropped out of formation, hung back,

i and fired on my wing mates. Don’t
worry, | know I'm not supposed to do
that, but | wanted to see what would
happen. (Plus, they really were sitting
ducks.) My plane was pretty squirrelly,
i as those planes tended to be, so I had
to take a few attempts before | could
line them up in my sights and blast 'em
i away. Some gave off a few puffs of
smoke when I hit them, while others
caught on fire, and one even split a
wing. | have to admit, though I felt a bit
guilty, it was amazing seeing how literal
and realistic the graphics were as they
were diving to put out fires or spiraling
to their demise.

Of course, when I got hit, the damage

was even more apparent, and I could
virtually “feel” the hits and effects they
left (unfortunately, | didn’t have access
i to a force feedback joystick, or I could
have literally felt it, too). At one point,
i while playing Lieutenant Ryan Belfour

1.9 9%

: of the Jasta 75 squadron in the German
Air Service, | shot down an Allied air-

i ship. While flying over the flaming
remains, | caught a wing on some of
the remnants of the downed dirigible.
Hearing a loud snap, | struggled for a

moment, trying to keep the nose of the
plane up, before it wrenched out of my
control and spiraled to the ground
below. Needless to say, Lieutenant
Belfour died on impact when his air-
craft’s gas tank exploded.

On another mission, Belfour was
engaged in strafing. This is the use of
a cannon or some primitive rockets
on ground targets, such as armored
vehicles, transport convoys, grounded

i aircraft, or military bases. In its

simplest form, strafing involves a

: shallow dive toward the target, with
i the rockets being fired as the dive is

leveled. Unfortunately, strafing is an
open invitation for ground fire. Our

¢ hapless hero (me) was drilled by some
flak, starting an engine fire. This made
my aircraft difficult to handle, and

i although I dove to put out the fire, I lost

control of my craft, pulled too many Gs,

i blacked out, and ended in yet another
¢ flaming wreck.



Watch your enemies spiral to the ground as
you seek to hecome the victor of the skies.

Plane Part

L lmport L Fxport | ! A Save ]

Customize your plane to reflect your pilot’s

national affiliation and reputation.

There are so many missions, several
nationalities to play—with the French
and Americans making appearances—
and expanded campaign options that
bring more drama and pain to
those of us who live and die
through our electronic alter
egos.

A mission builder and
randomly generated mis-
sions will complement
the predefined scenar-
ios to provide limitless
replayability.

“No longer are you
forced to choose
between flying missions
that some designer has
carefully crafted for you
or being confronted by a
totally barren, lifeless
world,” Stottlemyer says.

“There are no clever ‘tricks’ to
RBII's missions, and they don’t play out

exactly the same way until you ‘solve

it’ like some infuriating
puzzle.”

Happily, RBIl maintains the
tension of up-close combat
that the first game boasted.

It truly is, in Stottlemyer’s
words, “an in-your-face ‘knife
fight’ with colorful, twisting,
zooming, and ‘jinking’ air-
planes, barely a hundred yards
away, that you're trying to nail
with short-range machine gun
fire.” As much as it is a precise
simulation, it is also a highly
playable game and a really fun

one at that.

Multiplayer Madness
Another exciting addition to
RBII is the ability to play, via
the Internet, modem, or net-
work, with other people.
Players can team up and take
it to the enemy or go head to
head for the ultimate contest
of combat supremacy. The
game also provides for the
ability to create custom multi-
player scenarios to test even
the most experienced pilot.
My few forays into this exciting
combat has only whetted my appetite
for more, and you can bet on me
spending many long nights in front of
the computer. For those who
just can’t wait to start clear-
ing the skies of enemy
aircraft or who want
to experience the
excitement of a
classic game, Sierra
is giving—yes, giv-
ing—away the
complete 16-color
version of the origi-
nal Red Baron on

their website at

www.sierra.com/free.

This will get you ready
for the sequel, to be
sure, And not to get too
cocky, but I'm saving a little
bit of my hard drive for the
film of ol' Manfred going down in

flames again.

LPS:

K-Fighters

he end of World War Il was a
pivotal period in the histo-
ry of aviation. For the

first time, air forces literally

had decided the fate of the

world. But the war ended

before every new plane

could take flight. And the

question is, “What might have been?”

The mysterious draw of these little-
known war aircraft is something air
combat sim fans find endlessly com-
pelling. Now, thanks to Aces: X-Fighters,
you can engineer your own exotic fight-
ers and take them into battle. Pit a
plane like the P-59B Airacomet (the
only twin-engine jet fighter delivered to
the U.S. Army Air Force during WWII)
against the sleepily radical Do 335A
with its hellish firepower. Or design
your own custom aircraft.

Lead a squadron, fly a historical mis-
sion—even engage in a quick dogfight
with X-Fighters. The battle in the skies
is up for grabs. Look for design updates
on the Aces: X-Fighters website at

www.sierra.com/xfighters.

You're flying by the seat of your pants. Make
every shot count with quick thinking.

www.Si1erra.Cov JEE]
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Earthsiege 3 sets the stage
for the ultimate showdown in
the war of robot simulations...

and you won’t believe your eyes.

By John Sauer

Earthsiege 3: Future Wars

( www.sierra.com/es3 )

pated latest hit in the famed

- Dynamix robotic combat
Preferred series, takes unmatched 3D
System technology, combines it with
Requirements HERC designs that revolutionize the
Pentium 133+, 32 MB armored combat genre, and adds a
RAM, WINS5 perspective on gameplay that hones
Eotntal in on the pure essence of first-
WING5 CO person battling in gigantic
war machines. The result is
Ava"ahle: Fa" Price explosive 3D armored com-
$49.95 bat that will redefine how
T (Order *83675) all gaming companies
Dni approach this popular game
el [ 128002757°7707 genre. It is the only title that will
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offer gamers a complete-

ly new experience this

coming holiday season.
And in a market that can
quickly become
clogged with stale
games, it's refresh-
ing to see one that
captures the essence of the genre
as it opens the doors on future

gaming trends.

ARTHSIEGE 3, THE much-antici- LIERE BACH...

You could call Earthsiege 3 a defining
game. The philosophy of game design,
production values, even the game
engine, are undeniably Dynamix.
This title, more than any other, can
be seen as a position paper on how
the pros create a first-rate game.
“There’s a story here,” says
Ken Embery, producer of
Earthsiege 3. “This is a
triumphant return of
Dynamix to the con-
tender’s position in this
genre. We started the ball

game with the original



Mechwarrior. Now

we're back with a com-

METHOD MADNESS: Customize your HERC with
more than 50 futuristic weapons.

" PURCMASE ARMs

'Lonxm‘ Goop: ES3 features texture-mapped,
light source-shaded terrain and vehicles.

beyond all expectations. about 3Space—the versatile game

“When we set out to design engine that helped revolutionize a

bination of technology Earthsiege 3,” says ES3 Designer David

and gameplay that sets Selle, “we were told to create the HERC
the bar a notch higher. game we would want to play. The prob-

The story is that lem was, HERCs were getting old. We

generation of flight and sub sims
(including Red Baron and A-10 Tank
Killer), and quite a few adventure
games. When the 3Space concept

Dynamix is back at
the technological fore-
front where the gaming

community expected

us to be.”

Bold words—some
might say fightin’ words—but they
accurately define the emotion that
Dynamix and the Earthsiege 3 team
have invested in the game. Earthsiege 3
is ambitious, but what else do
you expect from a game
company that's made
its mark upon the
world doing stuff
its own way?

From the game
engine to the
gameplay,
Earthsiege 3 is
brand-new. The
only thing that
remains the same

is the heritage and
ongoing story of the
Earthsiege universe, which

began with Earthsiege 1

THE DREAM ENCINE

Running Earthsiege 3 through its paces
is like getting your hands on the pulse
of Dynamix. In creating Earthsiege 3,
the product faced the challenge of

taking an established game series
S 5

“THERES
NnoT A SNGLE
GCRAP OF OLD CODE M
THIS GRAME ENGME. ITS
NEL] FROM THE
CROUND we.”

-ick DuERmAn:
£53 Lenn PrOCRAMMER

needed to take the genre somewhere
SierraWeb—-Under Siege

new. So we advanced the game 300
years into the future, added a story
angle to the game that allows for unlim-
ited game flexibility, and took armored FDPT”"'EFF 5
combat beyond the realm of walking SR HIEDE
robots on barren planet surfaces.” .
The foundation for Earthsiege 3 is a
new graphics and game engine, which
Dynamix insiders call the “Graphics
Core” or the “Sim Engine.”
Dynamix’s all new
3Space 2.0™ engine
has its roots in
the 3Space gam-
ing engine that
defined Red
Baron and
Dynamix
itself. An
extremely
talented group
of programmers
has been hard
at work for the last
year and a half building
the bleeding-edge engine that is
3Space 2.0. Lead programmer Rick
Overman proudly states, “The other
game companies are still trying to play
catch-up with Earthsiege 2 technology.
What we have now will blow them

away.”

Anyone who knows Dynamix knows

www.S1erra.Cov BEE]
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was reviewed last
year, Dynamix felt
the time was right
for something com-
pletely new.

“They turned us
loose,” Overman

says. “We were able
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to take our best con-
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cepts, knowledge,
and experience, and
combine them with

Many Missions: Lead your team through 45 plot
missions and limitless random missions.

THREE DIMENSIONS: Rolling 3D topography pro-
duces unprecedented visible sight distances.

completely new
code. This is our

3D dream engine.”

What this new engine does is open
the doors to exceedingly highly detailed

lighting effects, the ability to move in

EARTHSIEGE 3

completely 3D interiors and exteriors,

Choose Your HERC

E
Cybrid Seeker

W Seekers can
be inserted into
a strike zone
without requir-
ing a mother-
Ship to toueh
down.

W Slow speed
and low maneu-
verability leave
the Stalker
vulnerable to
faster vehicles.

Cybrid Ranger

W Ranger is
the workhorse
of Cybrid armor
and is used in a
witle variety of
missions.

Ell 'NTERACTION MAGAZINE FALL

and new HERC bodies that range from
disturbingly human in silhouette to
frighteningly organic in appearance.

: And, of course, there’s the 3D. In

describing the immersive, 3D nature
of the gameplay, Selle says, “Earthsiege

i 3's software-rendering engine is good

enough to go head to head with most

i on a supported 3D accelerator card and

it'll blow you away. No other game
even comes close.”

The two most
notable differ-
ences between
Earthsiege 3
and its pre-
decessors
are that you
now have
the ability
to pilot
HERCs that
run, hover, and
fly, and that your
battles occur in exte-
rior and interior loca-
tions—a first in this genre. “The
game engine allows us to move
seamlessly from exteriors to interi-
ors, much as you would in a game
like Quake,” says Selle.

When | made the comparison
of Earthsiege 3 being like “Quake on
steroids,” Selle was quick to realign
my focus. “Earthsiege 3 has the
intensity of Quake combined with
squad-level tactics and armored
combat. It's like nothing you've
ever experienced.” In basic game-

Uizl

hardware-accelerated games. But play it

“THE
RAILITY TO
CUSTOMILE IS ONE OF
THE HEY FERTURES
..THE BOTTOM LINE
IS-IT'S VOUR CHOICE.”

~[AUE SELLE:
E5] Desicnen

play they both are similar—you fight in

i first person; the interface is intuitive

: and oriented to the “face-forward-and-

fire” style of play. But where Quake is

i definitely “run and gun,” Earthsiege 3
i challenges your combat skills in a vari-
: ety of mission-based environments.

BETTER 8y DESIGN

i Earthsiege 3 takes place in a future

where three forces battle for domi-
nance: the Corporations, the
Mars Rebels, and the
inhuman Cybrids—
mankind’s war
machines run
amok. But the
game has a
larger purpose
than just domi-
nation. The sun
is going super-
nova, and the
overarching object
of the game is to dis-
cover faster-than-light
travel and get the heck out—

: before the other guys. You can play as
i a Corp, Rebel, or Cybrid.

In addition to more than 45 scripted,

i single-player missions dedicated to the

main game objective of survival, there
are an unlimited number of random,
generated-on-the-fly side-missions on
the solar system’s moon, planets, and
asteroids, which allow you to build skill

i and credits to advance your overall
cause. Players who like to manipulate
their environments will appreciate the
i ability to generate missions and terrain



Choose Your Vehicle

“7

Centurion Light Ilakénaﬂ/r

W Useful in
convay eseorts
and specialized
attack roles.

W An excellent
vehicle in open
terrain where
ifs speed can
be utilized most
effectively.

W Lan be
configured with
a respectable
payload for
ground strike
missions.

nomenal speeds, but take a while to
reach those speeds—and to slow
down. Wheeled vehicles get going
faster and can turn tightly, but are
challenged in very rough terrain.
And flying vehicles go over every-
thing—but become more of a
target. And unlike the Quake-style
games, you can't press a button
combination to get a burst of
“strafing” speed (although, as with
most Dynamix games, you can

bet that there will be some kickin’
cheat codes buried in there some-
where).

In terms of appearance, the
HERCs of both the humans and
Cybrids fit the form-follows-func-
tion rule. Human-managed bipedal
HERCs are much more anthropo-
morphic than ever before, appear-
ing very humanlike in silhouette.
But see one up close and you real-
ize that these HERCs are very
much machines, with weapons
that mean business. Human HERCs
carry markings that identify them
as corporate, and very fanciful trib-
al markings identify the Mars Rebel
units. Cybrid HERCs, on the other
hand, reflect their inhuman origin
as thinking machines with a
smoother, insectlike, organic
appearance. See them all come

: together on a battlefield—a likely

to their specifications for multiplayer
combat.

occurrence, especially in multiplayer
i games—and you actually can tell them

all apart.

A HERC oF A DrFeRENT COLDR

In plain mechanics, the game has more
in common with sims because the
physical characteristics, such as speed
and turning radius, of each of the 40
HERC chassis are geared to each body
style. Most of the HERCs are complete-
ly new designs. A few, such as the
Apocalypse, are easily recognizable

as evolutions of the most popular
chassis styles from Earthsiege 2.

The HERCs fall into a few main body
styles: wheeled, hovering, tracked, fly-
ing, and, of course, bipedal. Each has
characteristics that make it vital to
integrated battle strategies. Bipedal
HERCs, for example, can run at phe-

When you build a HERC in Earthsiege

3, you know why each component is

important. There are more than 50

i classes of weapons to choose from,
i in an almost limitless variety of
¢ configurations.

“The ability to customize—logical-
ly—is one of the key features of game-
play,” says Selle. “The HERC manage-
ment menus are more intuitive than

i ever before, giving you a clear picture
i of the effect and consequences of your
equipment selections. If you want to

load an aerial HERC with electron whip-

i type weapons, you can do it—even

though that type of chassis is more

i suited for weapons that maximize air

i strikes and strafing runs. The bottom

line is—it’s your choice.”

LIHAT You SEE IS LIWAT You HiLL

If players had any complaints about

Earthsiege 2, it was that the HERCs
i were sometimes too difficult to control.

In a very frank assessment of gameplay,
producer Ken Embery says, “One of

i the criticisms we heard most often on
i Earthsiege 2 was that controls options

such as turretting (also called the torso
twist)—which allows gamers to pivot
the HERC and fire in another direction

than it's moving—were too difficult to

use effectively. It's good feedback and

The HERC Phenomenon

www.S1ErRra.Covm BIEE]
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Action

we took it to heart in creating the inter-
face for Earthsiege 3."

As a result, in Earthsiege 3 the com-
bat is completely frontal. What you see
is what you kill. The game is easily con-
trolled with a mouse and keyboard, but
support has been built in for all major
joysticks and rudder pedals, including
the new breed of force feedback sticks.
Though you can turn in any direction,
you always attack within the sight-
radius of the direction you are facing.
Firing is accomplished with a cursor
that offers a different range of move-
ment depending on which weapon and
HERC you are using. Overman likens
the interface to the eye-tracking mecha-
nism used in military attack heli-
copters. The two are so similar that,
internally, the product team has code-
named the targeting interface “Look
& Lock.”

Expanded tactical battle options
include satellite surveillance, mobile
artillery, and air strikes. And you can

-

STUNNINGLY RENDERED: All vehicles are rendered
using the new 3Space 2.0 graphics system.

Insine Out: ES3 features smooth transitions
between indoor and outdoor environments.

FEATURE ARTICLE

; prowl the battlefield from any of the
3D cockpits in your squad with VR-

i Command mode, an experience that
gives you the thrill of command as well
as the thrill of combat. One feature that
was popular in early games, but has
been missing from recent titles, is the

i VCR mode. In Earthsiege 3 you can
“tape” a crushing defeat of a buddy

i and then e-mail it to it to him as an

.AVI file until he begs for mercy. Victory
is sweet!

¢ DEATH MATCHES

As a single-player game, Earthsiege 3
shines as a technological showpiece.

i But in multiplayer mode, the game
takes advantage of some very special

i hooks in the “Dream Engine.” Anyone
who is a multiplayer fan can appreciate
the death-match style of play that’s the
rage these days. Earthsiege 3 offers

i death-match play in an environment
where the number of players is limited
i only by the bandwidth of your LAN

connection. Here you can
death-match in teams—a
multiplayer gaming first.

“This one is going to be
a real network crusher,” says a
grinning Overman. “Seriously,
we intend for Earthsiege 3—in
the long run—to be its own
online universe. But we want
to give players the flexibility

as well, and open the door to
new styles of cooperative
play.”

For example, in multiplayer
mode you can team up with a
partner or two and engage in
any of the randomly generated
mini-missions. So instead of
playing death tag, you and a
partner can guard a convoy
or engage in a mining mission
deep in Cybrid, Rebel, or Corp
territory. The possibilities are
almost as unlimited as the
scope of the missions.

To foster the growth of
independent Earthsiege 3
websites and tournaments,
Dynamix is shipping both

Ui b=l

to grow huge LAN tournaments
client and server software in the box.

i The server allows the host to drop in
and out of combat in real time, offering
both a high level of control and the abil-
ity to assume some interesting, godlike

A Quick Hit on Specs

: powers (for unscrupulous game mas-
i ters!).

: LJORTH THE LIsiT

i There's only one thing wrong with
Earthsiege 3, and that’s the fact that you
can't play it until December. If you are a
mechanized-combat fan, this ranks as a
i must-have. But it has significant value to
any serious gamer as well. Earthsiege 3
is a title that demonstrates how good
gameplay rules when game developers

i don't sell out. And that’s a value we all

i can appreciate. @
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B. Get free games and cash back from Sierra.
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Adventure
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When you stand toe to toe with evil,

KING’S QUEST: MASK OF ETERNITY

faced with defining the true meaning of

life, you’ll understand the riveting sense of

enthrallment behind this epic adventure.

By David Senan
King’s Quest: Mask of Eternity 4
HERE ARE FEW people out there

who redefine their artistic

(- www.sierra.com/mask )

medium every time they

Elll 'NTERACTION MAGAZINE FALL 1997

o o sit down to work on a new
Preferred project. People like Steven
System Spielberg, Stephen King, and
Requirements ‘ Tom Clancy not only drive
Pentium 90+, 16 MB their respective indus-
RAM, WIN35 i tries, they continue to recal-
Format ibrate their fans’ expec-

WING5 CO tations whenever they
sit down to breathe life
Price into the blank page. These spe-
$54.95 cial people know what their fans
(Order #70030) want long before they even know
they want it. When it comes to
D> 18007577707 PC adventure games, that

person is Sierra Co-founder
Roberta Williams.
When Roberta returned to the studio

: early in 1997 after a sabbatical of more
¢ than a year, she made it clear that

i she had usefully spent her time off

researching and playing some of the

most popular games in a number of

: successful genres. She identified what it

is about games such as Warcratft, Diablo,

i and Tomb Raider that has made them
: huge hits. With all of this research (cool
¢ job, huh?) added to her personal cre-

i ative inventory, she returned to her

offices at Sierra recharged and

ready to do what she does
every time she designs a
new adventure game—
redefine the genre
she helped create
15 years ago.
Roberta made
it clear this new game would
make an almost radical return
to the roots of interactive game-
play. To appeal to all kinds of
gamers, it would have to mix

aspects of adventure,



action, and fantasy-role
playing games. Her
next title would repre-
sent a new type of
game that was more
than a hybrid of
diverse gaming genres.
With her unique ability to X,
obtain the neces-
sary talent and
resources to make
it all happen, she
boldly went to work
on King's Quest: Mask
of Eternity.

Action-filled
Adventure

It stands to reason that
Roberta would know exactly
what elements would need to
be included in Mask. But just
because Mask is the

eighth installment
in the King's

Quest series—the

most popular PC
adventure game series to

date—does not mean it

should be more of the same.
“If you don’t change, it gets
stale,” Roberta explains. “And

that’s the challenge

giving
them (the public) the pattern or
formula they know and feel
comfortable with but mak-

ing it different from anything

they've seen or experienced
,\ before.”
. Mask is going to be differ-
ent from anything anyone
has seen before. The tastes
and demands of the fans are
constantly changing. In order
to keep up with them, Roberta
decided Mask would not
simply be a new chapter
in an already popular series.
Rather, she and the team
would build a completely
unique game from the ground
up without any constraints in terms of
budget, technology, and talent. Hey,
she’s Roberta Williams—she's never
even heard of “limitations.”

“Mask is more action-oriented,” she
explains. “But we use the action orien-
tation for surprise, conflict, and explo-
ration. It's an entirely new 3D look for

an adventure game world. Fighting
is one element—it’s not the
point of the game. We aren'’t
trying to compete with
Doom and its thousands of
derivatives. The fighting 3 y . et
) PusH COMES T0 SHOVE: Physical puzzles require

elements in Mask work in
a mix of brains and brawn.

concert with the puzzles and

the story...first and foremost,

this is an adventure game.”

The development team has

mental elements that adven-

ture gamers have come to

made some changes to the funda-

enhancement was carefully thought
out by Roberta and longtime Sierra
Producer Mark Seibert. This is to

ensure the key elements that make

for great adventure games weren't

expect. But each and every sacrificed.

“We really tried to
stay away from
the sliding tile

hat’s the .
puzzles and the

challenge—giving ‘get something

the public a formula and give it to

they know and someone else
type of gameplay,”
feel comfortable - .
Seibert explains
with but making “But we also didn’t

it different want it to be an

from anything arcade game.
He was adamant

they've seen or

g in stressing that
CXPETIRITES Mask will have ele-
before” ments of both real-
time action and

fantasy role-play-

www.SI1erra.Cov JEE3



Adventure

MONSTER MAP: State-of-the-art texture
mapping brings this goblin to life in
Mask of Eternity.

KING’S QUEST: MASK OF ETERNITY

ing games but, “It’s more of a mind
game than a twitch game.” Between
the real-time combat sequences, the
ability to develop Connor (the central
hero) any way you want, and some of
the most innovative puzzles Roberta
has ever dreamed up, this definitely
will be the most intriguing King'’s Quest
game yet.

A New Look

Part of the “new look” of Mask is found-
ed in the advanced technology it uses.

The powerful 3Space engine developed
by Sierra’s Dynamix division is bringing

n
he fighting

elements in Mask

work in concert
with the puzzles and
the story... first and
foremost, this is an

adventure game.”

—Roberta Williams

El 'NTERACTION MAGAZINE FALL
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: can explore in real time just
: about any way you like. You

Eternity temple in search of

i stands between you and the

i King's Quest games

i around the Royal

with the Royal

a whole new look and feel to the world
of King’s Quest.

What's different is in the way gamers
can choose how they view the world
around them. 3Space makes it easy to
freely explore the three-dimensional
kingdom of Daventry. Gamers can travel
the traditional route of guiding Connor
through his adventures, or they can
view the world first-person through his
eyes. Suddenly you'll find yourself
surrounded by beautifully sprawl-
ing 3D landscapes that you

can smoothly move between
indoor and outdoor environ-
ments. Delve deep into the
bowels of the Mask of

the true significance of the
ancient golden artifact. Battle
a three-headed dragon that

Celestial Realm. Brave the
frozen terrain and ferocious
creatures in the Frosty
Mountains. The terrain varies immense-
ly, and yet transitions are smooth as

silk. That's the power of the technology

that drives Mask.

What’s the Story Here?

Despite all of the innovative new things
the Mask team is promising for the
game, it is still a Roberta Williams
game, and that means it’s heavily root-
ed in the imaginative storyline behind
the adventure. But how exactly is the
story behind Mask
different from pre-
vious King's Quest
games?

“With past

| focused the story

Family,” Roberta
explains. “But I've
done just about as
much as I could

and | knew | wanted the character to be

less Disney-ish and more cerebral. The

spiritual father of Mask is J.R.R. Tolkien,
not Walt Disney,” she concludes firmly.
Connor is very much a new charac-

ter. He is an inhabitant of Daventry, a

kingdom he doesn’t rule but whose

fate lies in his hands. A terrible curse

has turned all of the people living in

Daventry, including the Royal Family

themselves, into stone. Connor

must find the answers behind

the curse, including why it’s
been imposed, who imposed

it, and, possibly most impor-

tantly, why he alone has

been spared the terrible

fate of his comrades.

Connor is a warrior and it’s

his combination of strength,
cunning, intuition, and intel-
lect that make him best-suited
to save the kingdom.

It would seem the King's
Quest series has grown up a
bit with the creation of Mask.
Evidence of this continually
surfaces throughout the game but is
especially apparent with the central

antagonist and Archarchon, Lucreto.

i His storyline parallels that of Lucifer,
the fallen angel whose attempt to
overtake Heaven ends him up in Hell.
It's quite obvious Roberta has done
her homework.

“When [ tackle a new game, it’s like
I'm tackling a thesis,” Roberta says.

“I got all these books on mysterious

places and imaginary things: the

Tl AT

Family. [ knew |
needed to bring in
a new character,

SURROUNDED: These goblins may be a pain now, but later
you can go through their pockets for change.
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he Mask of

Eternity itself is the%

glue that keeps
order in the world
and keeps chaos at
bay—and when it’s

broken...”

Brothers Grimm, myths and legends,
Victorian fairy tales, puzzle books,
codes and ciphers, and ancient inven-
tions. | started reading them and taking
lots and lots of notes, always coming
up with plenty of story scenarios. Then
[ picked the ones I liked best and went
with them.”

The Mask of Eternity itself is the glue
that keeps order in the world and keeps
chaos at bay—and when it’s broken....
In order to solve the mystery behind
the curse of Daventry and restore celes-
tial order, Connor must find the broken
pieces of the Mask and defeat Lucreto
in the ultimate battle between good and
evil. When you stand toe to toe with
evil, staring it square in the eye, and
faced with defining the true meaning of
life, you'll really understand the almost
insane sense of enthrallment behind
this epic adventure

The story behind the legend of the

broken Mask is an apt metaphor for the

B

UNMASK THE TRUTH: Deep in the temple of the Mask of
Eternity is where you may find the true meaning of life.

NICE PLACE YOU GOT HERE: In addition to
spectacular landscapes, Mask features
beautifully rendered interiors.

development of Mask of Eternity.
Roberta has broken apart all of her
fans’ preconceptions about what the
latest installment will hold. Per usual,
Roberta has taken an exceptionally
acclaimed and popular idea, reworked
it with a special combination of creativ-
ity and technology, and come up with
adventure like
never before.
Fans of Roberta
Williams have
learned a very
complex rule
about her work:
Never let yourself
expect anything
short of the unex-
pected. But there
is one thing we
can always expect
from Roberta—
unparalleled

excellence.

wiwwsierra.com/mask

SIERRA'S WEB TEAM specifically asked us to
tell everyone about the Mask of Eternity
website. Of course they’re proud of all of its
features and how well the site represents the
game, but they thought it was crucial to
respond to all of the postings to the message
boards asking,
“What ever
happened to
WebLady
Cindy?”

While it’s
true that Cindy
Vanous is one
of the most
popular people
here at Sierra,
| don’t think
Roberta
Williams knew
what kind of
uproar she would cause by hiring Cindy away
from the Web team so she could focus exclu-
sively on creating the Mask of Eternity website.
Here are just a few of the fascinating “behind-
the-scenes” things you’ll find when you visit
www.sierra.com/mask:

» A summary of the story behind the Mask of
Eternity as well as how it evolved from the
King’s Quest saga

An archive of all the latest artwork, screen-
shots, and character sketches. As the art
team finishes them, Cindy gets them up on
the site

A downloadable backstage look at the peo-
ple, technology, and ideas behind the devel-
opment of Mask

Soundbytes of Mask’s musical score as well
as some other mysterious sounds from the
hard drive of sound guy Ben Hogue—that
better be his hard drive

Talk directly to the development team
through the Mask message boards and
receive periodic updates from the develop-
ment team through an exclusive e-mail
newsletter

Find out all of the information about

how to enter the Mask of Eternity $25,000
Internet Treasure Hunt (also check out page
12 of this magazine for contest details)

www.S1erra.Cov JEE]




' SODA OFF-ROAD RACING

SODA Off-Road Racirlg provides the or buggies around a set track with vary-
¢ ing grades of difficulty against other off-
i road vehicles. SODA OffRoad Racing

i puts you right in the thick of the

adrenaline rush of an 800-horsepower

~ _ - i action—jumping cliffs and scaling moun-
truck tak|ng thSts’ turns’ and jumps tains—all the time trying to outmuscle
fellow mudslingers to the finish line.
at breakneck speeds. :
{ This Is an Alpha?

By Beth Demetrescu Since there’s always a line at the
SODA Off-Road Racing Fon ; _ 4 . .
i InterAction super PC to play SODA Off-

waw‘sierra.cum/soda ) HAT DO YOU get when : Road Racing, it looked like it was going

you take a “true-blue”

racing simulation, add

Preferred several 4x4s, toss in a few
System buggies for good measure, and drop
Requirements | the whole mixture in a vat of mud?
Pentium 90+, 24MB RAM, |  SODA Off-Road Racing—one of the
WINg5 most exciting projects currently
under development by Software
Format Allies and Papyrus.
WIkS5 60 SODA stands for the Short-course
Price |  Off-road Drivers Association, I_EH_ZFF'—
$49.95 } which was founded in R Qp{f 2/5
(Order *70375) | 1981 These offroad Part of the excitement of SODA Off-Road Racing
1 drivers race lll()(llfl(’.(l S is catching huge air off jumps.
D 1+800°757°7707 | trucks, four-wheel-drives,  siiseios ot tuing*
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to take a while before | would be able

to take it for a spin. So, | caught up
with longtime Papyrus Beta Tester
Lonnie Larkan to get a feel for what

I was in for. Larkan, an extreme racing
enthusiast, has tested some of the
most popular games, including NASCAR
Racing and IndyCar Racing. | knew if
anyone could tell me what makes this
sim hot, Lonnie was the man.

The first thing Larkan emphasized is
that the standards this design team has
set for itself are unbelievably high. So
high, in fact, that he says, “With a little
spit and polish, a printed manual, and
a box, this program (even in the alpha
phase) could be selling out in every
country.” Even with the earliest pre-
alpha versions, he was able to fire
them up and immediately start perus-
ing the various menu screens, configur-
ing his steering wheel, and grinding

it out in the mud pits.

Setup Is Everything
There are three vehicles modeled in
SODA OffRoad Racing. First, there is

the two-wheel-drive 800-horsepower
race truck. Then there is the four-
wheel-drive 800-horsepower truck. And
finally, there is the light 150-horsepow-
er buggy. Each of the vehicles has its
own unique features. For example, the
four-wheel-drive pickup has consider-
ably greater traction than the two-
wheel-drive, thus it is easier to handle
in turns and maintain speed going up
inclines. The 4x4 also has better accel-
eration and can take turns faster. On
the other hand, the buggy is more of a
“driver’s vehicle.” Instead of making up
for mistakes with horsepower, you can
only win if you maintain your momen-
tum through the turns.

Since each individual racer has his
or her own favorite ways of setting up
vehicles, SODA Off-Road Racing also
features a garage area where you can

customize things like the suspension
settings and determine the amount of
horsepower the engine makes. “In the
area of suspension,” Larkan says, “you
can alter the shock and spring settings
as well as choose from three types of
tires.” As with all of Papyrus’ popular
racing sims, races can be won and lost
in the garage area.

Simulated Adrenaline
Even in this early stage of
production, the physics
model for this program
accurately depicts

the feeling of

driving a

32'—EEF

o

Don’t hit the turns too fast, or you'll find your-
self resting on the roof of your vehicle.

high-horsepower vehicle in an off-road
environment. “This is a simulation,
not a game!” Larkan stresses. “I

often find myself leaning my head

as | slide around the turns. And the
jumps give you the definite impression
you are flying alone in a 3,000-pound
truck or a much lighter (but lower-

powered) buggy.”

When you drive SODA Off-Road
Racing, you have to drive much as
though you are in a real truck, racing
on a real track. If you are a “pedal to
the metal” type, you'll have outrageous
fun, spinning 360s and jumping cliffs,
but you’ll finish the race behind the
pack every time. You also want to try
to navigate the best driving line. This

is the line that will give you the best

AN

\
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SODA OFF-ROAD RACING
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Racing Simulation

TITLE PREVIEW

Fences

and wire.

The “Fences” layer allows you to put up four
different types of fences—post, flag, stone,

Objects

trees, barns, and many others.

Road

To change the direction or shape
of the track, click on the “Road”
tah.

Clicking on the “Objects” tab gives you the
choice of cones, grandstands, road signs,

You may create puddles and small lakes anywhere on the
track within the “Puddles” layer.

Puddles

In order to view your vehicle and key points, you may
set up TV cameras with this tab.

TV Cameras

To have the program put your newly created
track into the active tracks folder, and to
have it check for illegal turns, click on

These presets
allow you to .
view your track
from different
angles.

D :sig [m]

File Edt View T Hi

TST Cround | RBad  Objects IFtnces Phddies | Cateras | Gentrate | - View Céreron
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surrounding |- Down |
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valleys by clicking | %[ ‘ E
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For Help, press F1

surface for the tires to dig into. It also

is the line that provides you with
fastest times over the jumps. “The

jumps are awesome in this program,
since they're modeled so accurately,”
Larkan says. “You'll feel your stomach
drop when you leave the ground.”
You'd better spend some time plan-
ning your jumps, however, since land-
ing requires perfect timing. Without
perfect timing, you'll never nail your
next turn or jump. “Don’t think you
can just put the hammer down and
hang on,” Larkan advises. “You'll
need to practice the track and learn
how much speed you should carry
on each portion of the race.”

|Position: 0.0, -0.0, -0.0 (m)

Larkan found the driving surface

i exactly mirrors the effects of driving

in real mud and grass, as well as dirt.
“Go through deep water and mud, and
feel your truck bog down,” Larkan says.

i “Get your tires off the dirt surface and
i on the grass, and you will surely lose

time and probably spin. Worse yet,”

i he adds, “you may roll the vehicle.”

One of the best features of SODA
Off-Road Racing is the Track Designer.
Although it allows you to create fantas-

i tic, complex courses, it is practically

foolproof and simple to use. Whether

you want several checkpoints, tons of

obstacles and trees, a few grandstands,

i or just some serious elevation, the

1997

|Rotation: 44.5x, 0.0y (deg)

Generate

“Generate.”
R

View

The “View
Control” allows
you to raise,
lower, tilt, and
twist your view
S0 you can see
~the track you
are creating

rom all angles.
|

Objects

It is necessary
to have at least
three check-
points on your
track for it to
be legal and
accepted by the
Track Designer

program.
e T

i Track Designer lets you create the type
i of track on which you want to race.

“On my first attempt, | made what

I thought was a very professional and
challenging track,” Larkan says. “Don’t
worry about the artificial intelligence

i not knowing how to drive the new track
you create,” he adds. “There is a feature
built in to the program so that, after a
new track is completed, the computer
analyzes the track and calculates the

i best driving line for all the vehicles.
And | have to tell you, it does a damn
fine job!”

Time to Hit the Track
i Well, pumped up with all of Larkan’s

For copyright and trademark information, please see page 6.



enthusiasm for SODA OffRoad Racing
and his excited endorsement of the Track
Designer, not to mention his warning
about possible rollovers, | felt | was ready
to soup up a vehicle and hit the mud.

As | mentioned above, this game has
become quite popular around here, so it
took some persuasive talk on my part
(“Ummmm, guys, how can | write about
it, if  never get a chance to
play it?”), but at last, it
was all mine.

- -

Our Thrustmaster steering wheel was
still warm when I fired up SODA OffRoad

Racing. After some careful consideration,

I chose the two-wheel-drive truck to race.

OK, actually I just picked the first vehicle
on the list, but I did put a decent amount
of thought into what paint job | wanted.
Not really knowing how to set up a vehi-
cle properly, | went with the default sus-
pension settings and selected middle-of-
the-road horsepower. Now | was ready
to take my flashy blue, red, and yellow
truck for a ride.

When | was in the track selections
menu, | noticed there were plenty of
regular tracks and some that | was sure
did not originally come with the game.
“Burly Montana,” for example, is a track
created by the InterAction team. | figured
for my first run, | should probably stick
with a stock course. Not, as | quickly
found out, that they are any easier.

There | was at the starting line, revvin’
my engine, ready to go. | had chosen the
heli-cam view (camera above my truck),
so | could see the truck and the terrain
at the same time. The flag was waved,
and I floored it. [ spun about four dough-
nuts as my opponents left me in their
dust. Once I got it going, | kept spinning
out. Finally, I realized, | am as much of a

lead foot in games as | am in real life.

[ tried easing up on the gas and had
some success. Perhaps a four-wheel-
drive would be more up my alley.
Fortunately, there was a four-by in my
paint scheme. This time when the flag
waved, | eased on the gas and was off.
That is when it really set in—this game
was seriously cool! If you choose to stay
on the track, there are all kinds of obsta-
cles, like cliffs, water,
even a big ravine
to jump. If you
decide to stray

from the beaten path, there are chal-

lenges galore. | caught some monster
air launching off a huge mountain. It was
weird, but [ even found myself holding
my breath until I landed (after rolling a
few times) at the bottom.

After winning this race (OK, OK, I
finished dead last), | decided to take on
a custom-made track. “Burly Montana,”
aside from being a truly hair-raising
course, has to be the place where off-
road vehicles go to die. This is a deep,
deep valley that is very easy to fall into
and extremely difficult to get out of.
Frequently, when opposing trucks rolled
down, they landed on their roof, wheels
spinning in the air. “Burly Montana”
really is the final resting place for any
off-road machine.

I can’t emphasize enough—this simula-
tion is a real kick in the pants. Whether
you are a seasoned racer or a novice
needing some huge air, SODA Off-Road
Racing has everything you are looking
for. One of the most astonishing things
about SODA Off-Road Racing is that the
game we all have been playing is simply
a pre-Alpha version. If something so early
in development can keep us so captivat-
ed, it truly boggles the mind to think

what the finished product will hold!

Choose Your
Vehicle

Vehicle Type: 4x4 Truck
Weight: 1500 kg
Power: 250-800 hp

L/W of Wheel Base: 3.39m/1.9m

Suspension Movement: 61m

Vehicle Type: 4x2 Buggy
Weight: 900 kg
Power: 110-150 hp

L/W of Wheel Base: 2.88m/2.6m

Suspension Movement: .43m

Vehicle Type: 4x2 Truck
Weight: 1400 kg
Power: 250-800 hp

L/W of Wheel Base: 3.39m/1.9m

Suspension Movement: 61m

SIERRA.COM
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New Series?

The NASCAR. Grand National’ Series

Expansion Pack brings all-new teams,

aggressive young drivers, and a bevy

of new tracks to test your skills.

NASCAR Grand National Series Expansion Pack

www.sierra.com/motorsports

Preferred
System
Requirements
Pentium 75+, 16MB RAM,
Windows or DOS, 50MB
hard drive space

Format
WINg5/D00§ CD

vailatle: Fall

Price

$29.95
(Order *70385)

D> 1280027577707
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By John Williams

DD-ON PACKS have
become a popular
trend in com-
puter software
in recent years. Usually these
“add-ons” and “expansion packs”
offer a “more-of-the-same” experi-
ence for the few players who have
already exhausted all the features
of the original game. Very rarely
do they offer substance to users
who are still content with the
features of the original product.
The new NASCAR Grand National
Series Expansion Pack for NASCAR

Racing 2 is one of those rare soft-

= R

¢ ware add-ons that really does offer sub-
stantial new features to both novice
and expert players alike. The package
dramatically enhances the core NASCAR
i 2 simulation with a combination of new
i drivers, new tracks, new cars, new rac-
ing teams, and the chance to compete
in a full season of competitive driving

i in a whole new series. These additions
i dramatically double the competition,
features, and fun of the original racing

¢ sim, making it a must-have for any

i NASCAR 2 owner.

o)

Don’t be distracted by the tall towers of
Texas Motor Speedway. You have no time
for sightseeing on this tight track.

LINCOLN
Letecrme

PHOTO BY NIGEL KINRADE




Tomorrow’s NASCAR Greats

Just as millions of loyal football fans

show up at college games around the
country to “scout” for the next big
players of the NFL, millions of avid
NASCAR fans also show up at the
Saturday Races of the NASCAR Busch

Grand National Series. This competitive

national circuit showcases the hottest
young drivers waiting for their first
shot at the big-time world of Winston
Cup championship driving.

Now, NASCAR 2 drivers will have an
opportunity to compete against the
best of the Busch Grand National
Series. The new NASCAR Grand National

More Tracks, More Drivers, More Competition

T——T,

Compets with thess drivers:™
v74
*88 HYPE Chevrolet-Kevin Lepage

*7  DeWalt Chevrolet-Hermie Sadler
*72 Detroit Gasket Chevrolet—Mike Dillon
*10 Channellock Chevrolet—Phil Parsons
*98 Luxaire Chevrolet-Glenn Allen

*§7 Slim Jim Chevrolet-Jason Keller
*34
43
And More...

Fina Chevrolet-Randy Ladoie s ¢

Royal Oak Charcoal Chevrolet-Mike McLaughlin
Lance Snacks Chevrolet-Dennis Setzer

Series Expansion Pack re-creates the
competition of Busch Grand National
racing with all the attention to detail
and realism that NASCAR 2 offers for
Winston Cup Series driving.

The NASCAR Grand National Series
Expansion Pack offers a real advantage
for new drivers, giving them an oppor-
tunity to test their skills and improve
their talent before jumping into the
even more competitive Winston Cup
Championship Series.

For more experienced and expert
NASCAR 2 drivers, the expanded driver
list features new competitors and their
unfamiliar styles of driving.

Even if you've perfected the long
smooth curves of Atlanta, nose-to-tail
with the Labonte brothers, you might
not be prepared to go side-by-side with
the hungry young drivers on the short
tracks they cut their teeth on.

The Grand National circuit features
a combination of Winston Cup super
speedways like California Speedway
and shorter tracks like the .36-mile
Hickory Motor Speedway in North

Carolina. In between the big super

RANDY LAJOIE

Team: #74FINA Chevrolet
Hometown: Norwalk, CT
Birthdate: 828/61

Owner: BACE Motorsports

A wide selection of the best drivers, cars, and
teams from NASCAR’S Busch Grand National
Series is included in the Expansion Pack.

speedways and the short ovals are
famous, historical tracks like the South
Boston Speedway. With the combina-
tion of new drivers, new cars, and new

race tracks, the NASCAR Grand National

y Series Expansion Pack gives you nearly

the full season of a whole new racing
series. It’s your chance to compete
for the Busch Grand National Series
title and move up to Winston Cup

competition.

www.SI1eErra.Covm IR



Racing Simulation

EXPANSION PACK

5 their own opinion. the nasty things it can do to tire wear,
g The re-creation of the i and this is a course to be reckoned
oL :I'he NASCAR Grand National ExPans'.o". Pack Texas track is incredible. with, one that will challenge the skills
7.4 includes 10 tracks from the Grand National On your first lap around, of even the best NASCAR 2 driver.

0 Series, including the new California Speedway it’s impossible to keep :

0 and Texas Motor Speedway. your eyes off the stunning | Challenging Fantasy Tracks
Z view of the 205 sky boxes : As if delivering the best classic Grand
q that line the double-dogleg : National and Championship tracks

& front stretch. You'll quickly : (including the two newest tracks)

L learn to pay attention i wasn’t enough to fulfill the dreams

ia though, as the 24-degree i of any NASCAR 2 fan, the NASCAR Grand
N high-banked curves, which : National Series Expansion Pack also
U] e taper down to an 8-degree features two unique fantasy tracks

7 _The California Speedway bank at the bottom, are that existed only in the imagination of
E Bet these tracks and more: unusual er.lough to take the developers at Papyrus—until now.
q California Speedway Texas Motor Speedway some getting used to. : Bull Run and Red Rock Raceways
14 South Boston Speedway Nashville Speedway USA Drivers will find that the i provide drivers two fun-to-drive and
o Hickory Motor Speedway Myrtle Beach Speedway car set-ups for this track visually stunning fantasy tracks, creat-
q Nazareth Speedway The Milwaukee Mile are a unique challenge. i ing a challenge even the best profes-
(&) Indianapolis Raceway Park Gateway International Raceway Also making its i sional drivers can't experience in

0 NASCAR debut this year, real life.

; Drive The New Tracks i the California Speedway is Roger i Bull Run is the kind of track that

Included among the 12 new tracks
of the NASCAR Grand National Series
Expansion Pack are two tracks that
NASCAR drivers have been dreaming
about for years and got to experience
for themselves the first time this sea-
son—Texas Motor Speedway and
California Speedway.

The 1.5-mile quad-oval Texas
Speedway, which opened this

spring to Craftsman Truck,
Busch Grand National, and
Winston Cup competition,
quickly gained notoriety for
its high-bank curves. This,

the second-largest sports
facility in North America, with
seating for 260,000 spectators,
has been touted as the “track
of the future.” Controversy
erupted after the opening race
when drivers complained that
the track had only one racing
groove and was too tight for side-by-
side racing. Was the talk just frustration
expressed after a difficult day of driv-
ing, or were the complaints warranted?
Now, with the NASCAR Grand National
Series Expansion Pack, NASCAR 2 drivers
will have the opportunity to form

Penske's new West Coast cathedral

i to motor sports. This new West Coast
speedway offers NASCAR fans a show-
case for the best in super speedway
competition.

The challenging D-shaped track at

i California Speedway offers three differ-

Get the "Fantasy ﬂ'acs/ i

- I e : o -
Bull Run Raceway: 12 challenging turns keep this
from being just another sedate ride in the country.

i ent levels of banking, all of which are
re-created faithfully by the Papyrus
developers. The 14-degree banked

i turns, 11-degree front stretch, and
3-degree backstretch require drivers to
be quick but careful. Add the steady
sunshine of the California summer, and

drivers would drive on Sundays—

if they weren'’t on the circuit. Gentle
i rolling hills, lots of green grass, pic-
turesque farmland on this 3.6-mile
road course that resembles some of
i the most beautiful backroads of
Western Colorado. If it wasn’t for the

competition three inches from your

tail at 110 mph, you'd be tempted to
stop for a picnic. Twelve challenging
turns keep the drive from being just

a sedate ride in the country.

Red Rock Raceway represents the
reverse of Bull Run. Dry, desolate, and
unforgiving, this 2.6-mile road course
features high speeds and sheer cliffs
in a rocky canyon setting. This moun-
tainous course is intimidating long
before you put other drivers into
the mix.

All the tracks in the NASCAR Grand
National Series Expansion Pack are
playable in both full sim and arcade

modes, adding hours of excitement

i for NASCAR 2 owners. (Sorry, this
pack isn’t available for owners of the
original NASCAR Racing simulation.)

The new NASCAR Grand National

Series Expansion Pack should be avail-
i able at retailers near you this fall. @
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THE UNFAIR ADVANTAGE—

It's HOT, it's

COLORFUL

AND DYNAMIC;

it's LOADED The real scoop on the latest PC
with all the games ... first-look previews ...

strategies ... and cheats that will
GAMING make you a world-class gamer.
INFORMATION Everything you need to know about
you want. It's multiplayer and online gaming.

what you need That's a gamer’s unfair

advantage—and you can make it

to tame the yours with Computer & Net Player _'E
games— magazine!
and your first And here’s another unfair
issue is advantage: in addition to your
FBEE' FREE issue, you'll receive 11
= more (12 in all) each with an

accompanying CD-ROM
featuring the latest game
demos—for ONLY $9.99!
Awesome!

IN COMPUTER & NET PLAYER,
YOU'LL DISCOVER:

* No holds-barred reviews of the latest PC
games. What to buy; what not to.

* Hot, first-look, exclusive previews of
cutting-edge future games.

- What's happening online. \What's good; where newest, most
to play; how to win! info-packed GAMING

* Heavenly hardware. What you need to max-out MAGAZINE—with
your gaming experience. DEMO CD-ROM

- Strategies to get you through the tough going; ONLY
cheats for hidden excitement.
$9.99

* The inside story on the people, events and
technology of gaming. for one year!

* The easiest-to-use CD-ROM around—always
loaded with great new game demos/ Check out our electronic publication—

@

N nline gaming review
Fill out the attached card and mail today
for your FREE trial offer! http.//www.ogr.com.

The HOTTEST,

MAKE THE UNFAIR ADVANTAGE YOUR ADVANTAGE!



HALF-LIFE

Action FEATURE ARTICLE

Since Half-Life took the “Best Action
Game of E3” award this summer, multi-
media reviewer Chris Hudak has been

bugging us to let him write about it.

Half-Life By Chris Hudak

www.sierra.com/halflife NY DAY THAT starts

off in a missile

base is bound
Preferred to be a grim
System one, so it
Requirements goes
Pentium 166+, 30 Card, without saying that
32MB RAM, WINS3 any day that starts
Format off badly in a missile
WINSS CD base will be unpleas-
ant in the extreme.
Price And any day that starts
$49.95 off in this missile base—
(Order *70365) splattered with the
remains of
P 1+800+757-7707 your for-

Il 'NTERACTION MAGAZINE FALL 1997

i mer colleagues, crawling with ill-tem-
pered xenomorphic scum, and patrolled
i by shadowy government agents who

i have no compunctions whatsoever
about blasting your head into a jumbo-
sized Jackson Pollack on the southwest
i wall—is grade-A nightmare material any
i way you slice it. Welcome to Half-Life, a
jaw-dropping, astoundingly immersive

first-person action/adven-

ture game with
brains,
looks,



Civilization, Zork Nemesis, and lit-
erally dozens of other titles—Half-Life

is Sierra On-
Line's first and
formidable dive
into the shark-
infested waters
of the first-per-
son, corridor-
crawler genre.
Boasting mem-
bers such as
Gabe Newell
(company
founder and for-
mer Microsoft
advanced tech-
nology whiz),
Harry E.
Teasley Il
(game design-
er/artist, for-

merly of Shiny

Entertainment), Chuck Jones (illustra-
tor/3D artist from Apogee/3D Realms),
Ben Morris (creator of Doom Construc-
tion Kit and the Worldcraft Doom/Quake
level creation tool), Marc Laidlaw

(author of Dad’s Nuke and The

required to draw and

puter gamers like Yours Almost
Always Perfectly Truly. The

boldy ambitious as it was

intellectual, artistic, and gameplay
elements are lacking—or absent
entirely—in existing first-person
action games, and what would
happen if somebody tried to cram
them all into one kick-ass title?

The answer: the end of the
world as we know it.

The Usual Suspects
Developed by Valve Software—

a newborn Kirkland, Washington,
game company whose formidable
ranks include creative contribu-
tors to Doom, Duke Nukem,

guts, and the

kinds of gameplay

innovations | \ .
ICKEBL

and mixing in DUCeto

hold the jaded eyes of com-

alt-Lite could very well

|
|
™
44

philosophy behind the
design of Half-Life

was as

all

action /7

glaringly obvious: What

Mandala), and Steve Bond (game
designer largely responsible for Half-
Life’s enemy behaviors as well as for-
mer pizza deliverer, a past which con-
tinues to haunt him even in national
magazine articles), the Half-Life team
has created a fascinating onscreen
experience—a thinking-man'’s action
game wherein every observation
counts, every action has conse-
quences...and even the failure to
observe or act can be every bit

as damning as doing something
actively moronic.

Get Your Filthy Claws

Off My Dimension

Assigned to a top-
secret experiment
at a decommis-
sioned missile
base, you've made
an amazing break-
through, an alarm-
ing discovery, and
a stupid decision—
thus begins the
Half-Life adventure,
a first-person
odyssey that
rewards—if that

is the word—the
paranoid eye and
the insightful mind

Half-Life's skeletal animation system
enables much more complex and life-
like monsters, some composed of
more than 6,000 polygons.

as well as the quick
trigger finger.
Homicidal alien
creatures are
everywhere (partly thanks to you),
but even that isn’t the full extent of
your problem. Your former military
cronies are extremely pissed off at
you for having accidentally invited

37th (or, for that matter, merely witnessed)

Utilizing the tried-and-true |-

-person action style

405 0f £oo! enhancements,
be the first-person

| this holiday season. —online gaming review

Cross-Dimensional Creatures

Half-Life’s kingdom holds more than
25 diverse other-dimensional creatures
with many distinct varieties within
each species. Darwin would be proud.

It might not be in your best interest to
trust the oh-so-deadly Mr. Friendly.

One of your former military cronies
has you in his sights.

With three arms, impenetrable armor,
and a vengeful nature, you need to
keep your distance from this guy.

www.Si1erra.Cov NI




HALF-LIFE

Action
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Valve Software is literally the “Dream

Team” of the PC games industry. Co-
founders Mike
HarrINGTON and
Gase NeweLL have
been in the biz since there was such
a thing. Harrington
started his career
with Sierra’s very
own Dynamix, but

it was at Microsoft
that he first worked
with Newell, who
was responsible

for starting their
multimedia division.
CHuck JoNEs comes
from Apogee/

3D Realms, where
he was an artist and
animator for Duke
Nukem. Ken
BIRDWELL, a senior
software develop-
ment engineer, most
recently coded one
of the first online
games—
Compuserve’s
Sniper. KAREN LAUR,
“artist at large,” was
a contributor to
Activision’s Zork
Nemesis. And game
and level designer
HaRRy TeasLEY has
worked on a lot of
cool projects. He
first worked on
Microprose’s
Civilization and
later Doom for a
couple of different
console platforms.

K
E
N
B

IRDWELL

FEATURE ARTI

the large numbers of extrater-
restrial goobers currently run-
ning amok about the base.
They are just as interested in
punching your clock as that of
the alien invaders. If all of that
wasn't enough, an entire oth-
erworldly ecosystem has set-
tled in nicely and flourished,
making for a living, dynamic
environment sporting flora
and fauna of various sizes,
shapes, and dispo-

sitions—

A S ple Uf thE Tga and God alone

knows what they want.

Your mission is twofold:
(A) Fight, think, and intuit
your way through to the
invaders’ world, settle their
alien hash once and for all,
and get back, and () Find a
way to make peace with the
dirty-dealing members of your
own murderous race before
you become another confi-
dential case file collecting

dust somewhere in Area 51.

The World According
to Valve

One of the coolest, most com-
pelling things about Half-Life's
world is that it's actually a
world—no annoying, arbi-
trary, unrealistic “levels” or
“stages” here, just one huge,
sprawling environment, select
portions of which may just
happen to be barricaded,
locked, unlit, flooded with
radiation, boobytrapped, or
hideously defended. When
you can see an area, you can
probably get to it, and once
you get to it you can always

go back if you feel that need.

This Head Crab is leaping at the chance to
plunge its claws into your torso and possess
your dead yet functional body.

A squad of Cleaners is on a mission to shut
down the alien-infested missile base and
“delete” all potential witnesses, namely you.

:

L g™ 2 -
The Hound Eyes, which move in packs, are
intensely intimidating with high-pitched,
eardrum-shattering squeals.

But, like many of the places we visit
in life, they may not be the same upon
your return; damp walls may have
grown mossy, a handful of creatures
left alone may have thrived and multi-
plied (more on this later), and bad
situations may have gotten a whole

lot worse.

Il 'NTERACTION MAGAZINE FALL 1997

Half-Life's dynamic approach also
means that objects and vehicles aren’t
mere background eye-candy but real
tools with real uses: Maybe there are
tools or guns in that vehicle which can
be used to subdue the unpleasant-look-
ing monster currently watching you like

a fat, three-eyed mall security guard.



Technological features, such as translucency,
create reflective, ultra-realistic water effects.

Maybe you can use the vehicle’s head-
lights to blind the beastie. Or maybe
you should just use the vehicle to run
the damned thing down—crude, but
effective. Why barge in and engage that
eight-member weapons team when you
could just take out the rotten support
next to them and bring the whole room
down around their ears?

And do you really want to walk
across that spindly-looking catwalk
while you're carrying that big, ugly
energy weapon? Maybe you can con-
vince some heavy, lumbering thing with
the tactical intelligence of an ashtray
to walk across it first.

But you're not the only entity with
an agenda here. Half-Life's dangerous
world is bustling with character activi-
ty, human and otherwise. Real-time
cinematic sequences add a new level
of plot-driven gameplay and eerie real-
ism to the already-immersive first-per-
son action; make a discreet entrance
into a room and maybe, just maybe,

| the End

nobody will know
you're there. You're
likely to observe
patrols, experi-
ments, discussions,
arguments, migra-
tions, mutations,
and/or murders

in progress.

Watch and lis-
ten and you just
might learn some
valuable facts
about the mess
you're in. Make a
less-than-discreet entrance
and all eyes in the room will
suddenly be on you. Some of
them might be on stalks. Half-
Life’s combinations of com-
pound character animations
and switchable body parts
allows characters to kneel,
pull out weapons, or crane
their necks to look around,
and this makes for some
upsetting visuals, particularly
when you've just mind-
lessly barged into
what turns out to be
a crowded room: There's
something completely
skin-crawling about watch-
ing a whole congregation of
men and monsters all silently
turning their heads in unison
to look right at you in the
splitsecond
just before
the vio-
lence
ensues.

The
Light at

HalfLife is
engineered
in 16-bit

color from
the ground up.
The upshot of 7

. J!.

y

L ¥
this is that instead of the expected 256-
color palette, HalfLife supports a daz"

zling 65,535 colors right out of the box.

If you happen to have a 3D card, you'll
be seeing over 16 million colors. In
either case, no first-person gamer will
be disappointed with the realistic light-
ing and gorgeous visual effects: Colored
light sources blend realistically, even
fusing to create white light; smoke bil-
lows and dissipates, providing not only
atmosphere but sometimes cover and,
occasionally, a clue as to what’s going
on. Metallic surfaces, including the
armor breast plates on certain alien
baddies, gleam in ambient light and
reflect nearby images, and the bright-
ness and quality of the reflective quali-
ties can even provide useful gameplay
feedback to a player, such as whether
the material in question is cheesy alu-
minum or impenetrable steel.
Translucent water and energy beams
ripple with disturbances (by the player
and otherwise—it’s not inconceivable
that your only hint of an approaching
enemy might be the advancing footfalls
sloshing through the water toward
you!), and luminous force-fields cycle in
and out, sometimes creating barriers,
sometimes providing temporary
bridges and supports for the
player to use. Light, like other
forms of energy, can be
your best friend or your worst
enemy—if you're standing in
a well-lit corridor and staring
into a dark, gaping space, you
might well be signalling Kick Me
Please in huge,
neon letters to
someone or
something
lurking hid-
den in the
shadows.

The
Sound and
the Fury
Sound is as
important to
a good cinematic
project as anything
else, and through the
nifty graces of real-time digital signal
processing (DSP) coded into the game,
the widely varying world of HalfLife

www.S1eErra.Cov JIH
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FEATURE ARTIBL_E

sounds as good as it looks. 3D stereo
effects allow the player to aurally track
things as he or she moves around
them—or as things move around the
player. In addition, the DSP effects pro-
vide a greatly

HALF-LIFE

enhanced sense of
the player’s immedi-
ate physical envi-
ronment: The ambi-
ent pulse of machin-
ery or the low
growls of monsters
take on a tinny trill
in the confines of air
shafts and tight corridors, while gun-
shots in large rooms reverberate with
hollow, booming echoes which suggest
cavernous spaces. DSP affects every
sound a player hears, or—and this is
the insidious part—makes. The Half-Life
player who wishes to survive would do
well to remember that old saying that
the walls have ears—and, very likely,
eyes, teeth, and tentacles as well....

i “gun,” it’s likely to bolt asses-

The Good, the Bad,

and the Ugly

A word on interpersonal relationships
in Half-Life: Go blindly pumping rounds
into everything that moves and you'll
guarantee yourself a harder time.

Not every nonhuman is your enemy—
some of the things walking, crawling,
flying, or flopping around just want to
be left alone to go about their inhuman
business, and the player who can
restrain his or her trigger finger long
enough to observe these creatures in
their daily routines might just make

an important discovery...maybe even
an ally, of sorts (that's all I'm gonna
say about that).

Indeed, in HalfLife, humankind isn’t
all it's usually cracked up to be—after
all, it’s human guard patrols who make
up at least half of your immediate sur-
vival worries. If the character you
encounter is human, there’s at least
a good chance that he won't be happy
to see you, and at least another good
chance that the biped in question will
express his displeasure by taking a shot
at you. Remember, all it takes is one
bullet, and they’ve got thousands.

EEMl NTERACTION MAGAZINE FALL

Preview Half-Life %

Want a sneak peek at
Half-Life? Want to learn
more about the monsters
and technology? Check out our
website at www.sierra.com/halflife,
where you can download the
intense preview AVI.

i first-person games will come howling
i out into the open to be picked off

capacity, weigh their options.

and understands the concept of

i and-elbows for the nearest exit—
i wouldn’t we all?

eight army goons who know they
tered warehouse will adopt

viciously efficient SWAT-like tac-
i tics against you, with six of them

quiet), motion (keep still), mass

i you can do here, but double-

: backing your tracks every now
and then wouldn't hurt), and

: probably one or two others that

¢ Valve is keeping as a surprise.
i so far, it only makes a game play-

of what they're not showing.

i Not only is the enemy heavily armed,
i but he/she/it can also be dismayingly
intelligent and very much in love with
the concept of continued existence.

i Good, indifferent, evil, or just wall-

Q the members of
HalfLife's live

stay that way, and
this more than any
other single factor
will throw Dukers
and Quakers for a
long, rude loop.

These things have a will to live,

and where the suicidal hordes of other

like so many clay pigeons, Half-

¢ Life’s minions will, given cranial

If a lone, defenseless creature
meets you in a clear open space

On the other hand, a squad of

have you outnumbered in a clut-

pinning you down with cover-fire

while the other two calmly go about

flanking you. Flocks of ray-like birds

i will scatter if threatened, instinctive-

ly knowing you can’t get them all—
unless you use one godlessly

i destructive weapon, that is.

Potential enemies can track you
by sight (keep low), sound (keep

(keep dieting), or smell (not a lot

In light of what Valve has shown

er like me all the more suspicious

[ would remind the trusting

1997

thumpingly stupid,

population want to

that the term “Half-Life” refers to

i the radioactive decay of elements,
usually in an ominous and death-
i dealing light.

Maybe it’s the endless hours | spent
in movie theaters as a kid, | don’t know,
but I need, in fact demand, the cinemat-
ic experience. Even a computer game

has to grab me by the lapels and shriek

¢ earnestly and in my face, “The fate of

the world is in your hands. You must
act now, and if you fail the Earth will be
flushed down some extraterrestrial toi-
let and it'll all be your fault.”

Game players, watch what you
demand—games like Half-Life will give
it to you, and you may never get out
of the house again. @

imum Detail Rendering

Since Half-Life is engineered in 16-bit
color (offering a potential of more than
16 million colors), light and color can be
blended in innumerable ways to get a
variety of effects. This lends itself well to
textures like metallic surfaces, smoke,
rippling water, and energy beams which
fade in and out.




3D Ultra MiniGolf

This isn't some walk in the theme-park mini-
golf! It's 18 holes of out-of-control fun that
takes the wacky world of miniature golf way
beyond windmills and waterfalls. Make no
mistake, 3D Ultra MiniGolf has all the classic
features you expect — the Windmill, the Big
Shoe and all the rest — plus a bunch of new
holes you won't believe!

#83609 Wi CD ..vveeeeeerviriins $44.95

Ll ouT?O:‘T g
gusts # Outpost 2:
Divided Destiny

Get the all-new sequel to the most
talked-about space strategy game of all time.
Outpost 2 combines an incredible new story
with all the best components of the original
Outpost. New features include realtime game
play, open-ended multi-player missions, over
2,000 types of terrain and incredible 65,000
color graphics. Play challenging single-player
modes or play head-to-head via Internet,
modem or network.

#83726 Win 95 CD v $49.95

Get behind the wheel of a
700-horsepower stock car
and race against the actual
cars and drivers of the NASCARe Winston
Cup series. Includes 16 legendary NASCARe

when you
buy direct
from Sierra!

Here’s the deal... Order any combination of
products with a total value of $75 or more and we'll
take 10% off your order! Just mention discount code
IA997 when you call to order. Order today!

Special offer ends October 31, 1997. Good in U.S. and Canada only. Not valid with coupons
or other special offers. Discount good on orders where the total cost of items ordered adds
up to $75 or more; excludes sales tax (if any) and shipping/handling charges.

The Antaran empire has fallen prey to corrup-
tion and decay. Now, you control the destiny of four
young Antarans chosen to restore the balance of
power in the ultimate fantasy role-playing adven-
ture. Interconnected story-chapters provide visual
progress markers that make each episode richly
rewarding. A dynamic third-person 3D tactical sys-
tem brings to life a world where magic and battle
mean the difference between life and death.

#83674 WIin CD vevvvevercirrcrcrenns $54.95

ies Expansion Pack

new tracks from the Grand

National Series, with the all-new
California Speedway and the

NASCAR- Grand National

ere's the expansion set that
NASCARs Racing 2 fans have
been waiting for! Includes 12

Red Baron Il

The best-selling WWI dogfighting simulation
returns with 40 unique aircraft and more than 20
vintage aircraft you can fly in the skies over
Europe. Fly single missions for quick dogfighting
action or select Campaign play for a full tour of
duty. A unique mission builder lets you cus-
tomize missions. Also features head-to-head
action via Internet, network or modem.

#83680 Win 95 CD............. $54.95

SPECIAL OFFER

Get Red Baron Il

with the Thrustmaster
Millenium 3D and
SAVE $35

Get huge savings with our exclusive

offer on Red Baron Il and the new Thrustmaster
Millenium 3D joystick from Thrustmaster. The
Millenium 3D gives you complete flight control
with a 100% digital joystick. Features five but-
tons, POV hat, throttle slider and unique “pitch-
over” design created by Thrustmaster for NASA's
Space Shuttle program.

#RBNML Red Baron Il/Millenium 3D Bundle
(@ $135 VAIUE) +.vvvereeeereeeeeeereeaas ONLY $99.95

The closest thing to real racing!

Our special offer gives you the Thrustmaster
NASCARe Pro Racing Wheel together with
NASCARe Racing 2 for just $159.95. The
NASCARe Pro Racing Wheel features a new

tracks, all featuring incredible realism. CARe Racing 2vet?  Texas International Raceway. quickrelease cam-lock clamping system, a
With NASCARs Racing 2you ~ pop't have NIS‘ ive bundie Wi Plus you can race against 30 thickly padded steering wheel and a heavy-
control all the options that reaklife  gnger our X u g2 drivers and teams from the duty floor console with gas pedal and variable-
NASCARsteams use to squeeze NASCARe Racing | Expansion pack NASCAR. Grand National Series. resistance brake pedal for true racing feel.
gut every lastdounce of speed. ; grand Na“g‘: (requires NASCARs Racing 2) #NCPRW NASCARs Pro Racing Wheel

forrdgr1 (r;ocv:l sa: { E:‘:'a coupon goo! and sa:e o Recn 2] 470385 Win 95/00S CD $29.95 " NASCAR Racing 2'“'"f ................. $159.95

#N2 dNNaUO”a‘ Expawon PaL ‘ $69.95 #00965 NASCARs Pro Racing
#83553 Win 95/D0S CD....$49.95  C1°'(; \ae) - - - WHEElOANIR, s s $139.95

Call)1-800-757-7707



Lords of the Realm Il

Chaos reigns across the
land as you lead an army
of knights, archers and
swordsmen into battle.
Master medieval weapons
of destruction as you try to
smash your way to the
throne of England in head-to-

head realtime combat with four-player net-
work support.

#83710 Win 95/D0S CD vveveveveeeeeenens $49.95

Lords of the Realm Bundle

regular price!

HLR2SP - Win: 95/ G B e ey s

Whether it's Pop
Culture, Sports,
Movies or
Television, only
thing is for sure:
You Don't Know
Jack! The irreverent
quiz show party game
puts your brain to the test with humor
and wit that will keep you entertained for hours.

You Don’t Know Jack Movies
Challenge your knowledge of the silver screen
with 800 all-new questions.

#20478 Win/Mac CD ..vevevvevreerrereeennns $29.95

You Don’t Know Jack Sports
Test your sports trivia knowledge on everything
from football to lawn darts.

#20191 Win/Mac CD .ovvveververeerereeerenns $19.95

(oming this Fall—reserve your copy now!

You Don’t Know Jack Television
Couch potatoes test their wits with more than
50 years of TV trivia.

#20221 Win/Mac CD ............ $29.95

You Don’t Know Jack Volume 3
For JACK fans who can't get enough! With all
the wit and style that made JACK famous!

#20212 Win/Mac CD ............ $29.95

You Don’t Know Jack XXXL

Get Volumes 1 and 2 together with the all-

Lords of The Realm ||
Siege Pack

The new Siege Pack for
Lords of the Realm Il lets
you jump right into battle.
Plus, you get 20 new battle
maps that will test the met-
tle of even the most sea-
soned warlord. Also includes
head-to-head Internet combat!

(Requires full version of Lords of the Realm Il.)

OO 1M 15310 e S AR $29.95

| = WOVa 3D31S

Get Lords of the Realm II, the Lords of the Realm Il Siege Pack & the 143-page
Lords of the Realm Il Strategy Guide for just $69.95. That's more than $25 off the

........... ONLY $69.95

Front Page Sports: Golf

Tee it up with the new star on tour and save
$25. Front Page Sports: Golf features the amaz-
ing new TrueSwing, the most realistic swing con-
trol ever offered in a computer game. Play
against the computer or over the Internet!
Includes incredible 3D graphics from the
renowned Pete Dye Golf Club and The Prince
Course in Kauai, Hawaii.

#83601 Win 95 CD ......... NOW ONLY $29.95

e s Trophy Bass 2

The new bass fishin’ sim
now features ten new
lakes in all, more rod and
lure options and more
= fishing tips from bass
fishing pros. Plus, now
you can hook up on-line
with your fishin’ buddies via Internet, network
or modem.

#83695 Win CD .vvvovevvvrcrncrenaens $49.95

Trophy Bass 2 Bundle

2 SSYE=AHADYL =~

 Pro Pilot

Fly five popular
civilian aircraft in
the most complete 3D
flight sim ever created.
Pro Pilot takes you from
initial flying lessons to solo flight. Includes five
civilian aircraft you can fly. The ultra-realistic
3D texture-mapped graphics include 29 cities
across North America, over 2,500 different
airports and more than 27 million U.S.G.S.
elevation references.

#83461 Win 95 CD

feniivies

Front Page Sports: Football Pro '98

Take the field with a new user interface and dive
right into the action. Whether you design your
own league, run a franchise from the front office,
call the plays on the sidelines or join the action
on the field, no other football sim comes close
to Football Pro '98. Features up-to-date stats for
all 30 NFL teams, plus play-by-play form Howard
David of Monday Night Football.

#70030 Win 95 CD evvveeeererevereeeeeeeenn $29.95
| Do Trophy Bass 2 Northern
T moewess?,  Lakes Add-On Pack

4 NOKIHERV[MB More lakes, more fish, more
e 4% fun! The Northern Lakes Add

On Pack brings five new
lakes to the excitement of
Trophy Bass 2. Battle
Northern Pike, Muskie,
Walleye Sauger and Rock Bass on new waters
from Michigan, Minnesota, Wisconsin and more!
(Requires full version of Trophy Bass 2.)

5 T B A e et s e s se s $19.95

Get all the fun of Trophy Bass 2 plus Trophy Bass 2 Northern Lakes in one money-
saving bundle. Together they're worth $70, but our special Trophy Bass 2 Bundle

new Volume 3. This is the biggest JACK ever!

gives you both products for just $59.95.
#20217 Win/Mac CD ............ $39.95

TR ON L e e B $59.95

Call)1-800-757-7707




Quest for Glory Collection Series

Combine character building, combat and stunning |

adventure fantasy with the critically-acclaimed
Quest for Glory series. You get four complete
games, including So You Want to Be a Hero, Trial
by Fire, Wages of War, and Shadows of Darkness,
plus a special preview of the Quest for Glory V:
Dragon Fire and the complete Quest for

Glory V soundtrack as a free bonus.

#73740 DOS/WIRICD, . rusennnessane

King's Quest
Collection Series

Now you can get all
seven King's Quest
adventures together
with three additional

Up Mother Goose Deluxe, The Dagger of
Amon Ra, and The Colonel's Bequest. That's a
total of 10 complete games from computer gam-
ing's most celebrated game designer. Includes a
special sneak preview of Roberta Williams'
upcoming King's Quest: Mask of Eternity.

#73120 DOS/Win CD ...c.ceveveneee. $39.95

Police Quest
Collection Series

Take the quest that
takes on crime with
the most gripping
series of law enforce-
ment simulations and
adventures ever created. Includes five
riveting games that test the very fiber of your
character, including In Pursuit of the Death
Angel, The Vengeance, The Kindred, Open
Season and Daryl F. Gates' Police Quest: SWAT.

#72560 DOS/Win CD v.veveveveerees $39.95

15300 390d

Roberta Williams hits: Mixed-

Collection Series

Take a courageous trip through nearly a century
of warfare with the original Red Baron, Aces of
the Pacific, Aces over Europe, the first A-10 Tank
Killer and the 1996 hit Silent Thunder: A-10 Tank
Killer Il. Also includes the gripping submarine
simulation Aces of the Deep. Six complete Aces
games in all!

#76280 DOS/Win 95 CD............. $39.95

Leisure Suit Larry Collection Series

Let Larry Laffer (aka Leisure Suit Larry) loose
on your computer with more gorgeous gals and
hilarious hijinks than you can shake your stick
at! Includes five Leisure Suit Larry releases,
from the original Land of the Lounge Lizards, to
Leisure Suit Larry 6: Shape Up or Slip Out. It's
the most hilarious game series ever created!
(For mature audiences only.)

#73190 DOS/Win CD ...v.veveeee. $39.95

HHHMMEBHHHHMEE

BHHMEHHHMILE

Family Fun Pack

Here's a box that's guaranteed to keep your
whole family entertained for hours! The Family
Fun Pack gives you the home publishing power of
Print Artist Classic, the wacky puzzles of The
Incredible Machine 3.0, 10 all-time favorite
games with Hoyle Classic Games and the flipper-
busting challenge of the original 3D Ultra Pinball.

H70180 WINTCD ... .scstnsersnsatits $39.95

Front Page Sports AII Pro Collection

Complete a Hail-Mary pass, hit a grand slam,
sink a 40-foot putt, hook a lunker bucket-mouth
and tackle a hilarious sports trivia challenge - all
in the same day! The FPS All Pro Collection gives
you Football Pro ‘97, Baseball Pro '96, the origi-
nal Trophy Bass, a three-hole demo of FPS: Golf
and the hilarious You Don't Know Jack Sports!

A must for every sports fan!

#70105 Win 95 CD..voveveverernenee $39.95




more great deals v &
= . ' &eeofo,o, /
on Sierra’s best! 00, 0

ITEM NO.  TITLE PRICE § 9@/(9‘!(5‘ |
Coming this fall, reserve your copy now! Adventure/Role Playing Games

83697 3D Ultra Pinball 3: The Lost Continent (Win 95) $39.95 83324 Birthright (Win 95/D0S) $29.95
13697 3D Ultra Pinball 3: The Lost Continent (Mac) $39.95 83317 King's Quest VIl (DOS/Win) $14.95
70225 Civil War Generals Il (DOS/Win 95) $49.95 13308 King's Quest VII (Mac) $14.95
83619 Driver's Education ‘98 (Win 95) $39.95 83320 Leisure Suit Larry: Love For Sail (Win) $49.95
83675 EarthSiege 3 (Win 95) - $49.95 13320 Leisure Suit Larry: Love For Sail (Mac) $49.95
70060  Front Page Sports: Trophy Rivers (Win 95) $49.95 93377 Lighthouse (Win/Mac) $29.95
70365  Half-Life (Win 95) $49.95 83277  Phantasmagoria (DOS/Win) $29.95
70090  King's Quest: Mask of Eternity (Win 95) $54.95 13277  Phantasmagoria (Mac) $29.95
70195 Lords of Magic (DOS/Win 95) $49.95 83288 Phantasmagoria II: A Puzzle of Flesh (Win 95/D0S) $49.95
70075  Front Page Sports: Ski Racing (Win 95) $49.95 83692 RAMA (Win 95/D0S) $29.95
70310  Police Quest: SWAT 2 (Win 95) $49.95 13692  RAMA (Mac) $29.95
70325  Quest for Glory V: Dragon Fire (Win 95/Mac) $49.95 83174  Shivers lI: Harvest of Souls (Win) $49.95
70375  SODA Off-Road Racing (Win 95) $49.95 83210  The Realm (Win) $49.95
Official Strategy Guides from Prima Publishing Family & Arcade Games

00674  Betrayal in Antara Strategy Guide (over 200 pages) $15.95 83696 3D Ultra Pinball 2: Creep Night (Win) $29.95
73240  Birthright Strategy Guide (230 pages) $15.95 13696 3D Ultra Pinball 2: Creep Night (Mac) $29.95
00320  Leisure Suit Larry: Love for Sail (222 pages) $15.95 83734  Casino Deluxe 2 (Win) $29.95
00377 Lighthouse Strategy Guide (176 pages) $15.95 83743 Hoyle Casino (Win) $29.95
00710  Lords of the Realm Il Strategy Guide (143 pages) $15.95 83738  Hoyle Classic Games (Win) $24.95
00553 NASCARe Racing 2 Strategy Guide $15.95 13738 Hoyle Classic Games (Mac) $24.95
00288  Phantasmagoria II: Strategy Guide (177 pages) $15.95 83123  Power Chess (Win 95) $29.95
86920  Rama Strategy Guide (266 pages) $15.95 83672 The Incredible Machine 3.0 (Win) $19.95
71740  Shivers 2 Strategy Guide (288 pages) $15.95 13672 The Incredible Machine 3.0 (Mac) $19.95
00210 The Realm Player's Guide (over 150 pages) $15.95 93118 The Time Warp of Dr. Brain (Win/Mac) $39.95
Sports & Simulation Games Strategy Games

70045  FPS: Baseball Pro ‘98 (Win 95) $29.95 23702 Caesar Il (Win 95/D0S) $29.95
93550  IndyCare Racing Il (DOS/Win95/Power Mac) $29.95 13702  Caesar Il (Mac) $29.95
13551  NASCARe Racing (Power Mac) $49.95 83683 MissionForce: Cyberstorm (Win 95) $29.95
83691 Silent Thunder: A-10 Tank Killer Il (Win 95) $29.95 83274 Police Quest: SWAT (DOS/Win) $29.95
83631  Trophy Bass 1 (Win) $14.95 13274  Police Quest: SWAT (Mac) $29.95
13631 Trophy Bass 1 (Mac) $14.95 83732 Robert E. Lee: Civil War General (Win) $29.95

Get Print Artist 4.0 FREE
with EasyPhotoReader cwom

EasyPhoto is the easiest way to use your favorite photos on your PC. Just plug
the EasyPhoto Reader into your PC and drop a photo in the feeder tray for
& goof-proof scanning in seconds. That makes it easy to add your favorite
W H photos to greeting cards, letters, flyers and much more. With the
T'""""f’“" from the | included EasyPhoto software you can retouch, enhance and organize
aylor family! g :
your photos quickly and easily.

ol e Plus, through this special offer, we'll give you Print Artist 4.0 FREE when
your order EasyPhoto direct from Sierra. Print Artist 4.0 gives you 10,000 col-
. orful graphics, 600 stunning photos, 300 expressive typefaces and more than

H#EPPA4 EasyPhoto Reader
Plus Print Artist 4.0

45
sk - 5] *Cash back rebate available direct from Storm/EasyPhoto; coupon included in the EasyPhoto box.
EasyPhoto makes it a snap to input, ONLY $149-95

organize and use your photos.

Call)1-800-757-7707

1,500 professional designs that you can use to express your creativity.
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Solo and multiplayer cyber-fishing
on five of the most outstanding trout,
salmon, and steelhead rivers in

North America.

D

By John Sauer

(www.sierra.cnrn/rivers F YOU couLD take the

angling action and
excitement of Trophy
Bass and move it to a

Preferred
System new venue, what would it be?
Requirements Rivers, of course. They're the
Pentium+, 16 MB RAM, “other” bodies of water that anglers
WIN95 or WIN3.1 call home—a fact Dynamix knows all
too well. Located in Eugene, Oregon,
; Format minutes from some of the finest
by —2, ” WiNg GO salmon, and steelhead trout rivers
ot . " in the world, Dynamix has more than
Avallable: Holmav s a few die-hard :mﬂlers' on staff—
$49.95 ) i
s 10 0 (Order *70060) among them general manager Randy
\\1;‘:\5 Dersham, the driving force behind
ol > 108002757+7707 Trophy Bass. With Trophy Bass

PHOTOS BY DANN COFFEY

i overall model of Trophy Rivers.

imulation
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emerging as such a smash hit, it was
only a matter of time before they
took cyber-angling to the type of
water they know best—rivers.

In creating Trophy Rivers, Dynamix
has taken five of the most notewor-

¢ thy “big-fish” rivers in North
America and re-created them—and

all their fine, finned

denizens—

in uncanny

detail. Those

familiar with

Trophy Bass will be
immediately familiar with the

First, there is the ability to cus-
tomize virtually every feature of
the game, from difficulty level
to weather and water condi-
tions, to the type of fish you
can pursue. There is also tour-
nament and Internet play. You
have every manner of spinning, bait-

www.sierra.com JEE



TROPHY RIVERS

TITLE PREVIEW

Sports Simulation

casting,
and fly-fish-

MAINEMENT
i = s =5 .
= R e ing tackle

: - s available,
all brands
by top-
name tack-
le manufac-
turers.
There is a
bottomless
tackle box
crammed
with every-
thing you
? , can think
e > ? N of to entice

Challenge your buddies online in a frantic race to find the best
spot, use the best lure, and land the best fish.

fish—and
more than

a few you

never thought of. And

Feathers
n’ Fur

since rivers are the
venue, you can
wade the shallows, use

When the general press gets A

wind of Trophy Rivers, you 4 " ,// canoe to your favorite spots.
can bet your caddis fly that

they’ll be all over the fly-fish-

ing aspect of the game like a trout on
a nymph. Creating a “real-world”
simulation of fly-fishing forced the
team to take a long, hard look at the
true challenges of the sport. “For
example, we wracked our brains try-
ing to implement realistic snags on
the back cast,” Weber says. “But
there was no way to do it without
taking something more important
away from the game. What we put
our efforts into was the mend,
because while anyone can learn to
cast a fly across a river, it’s the true
experts who can make a dry or wet
fly work with the current.”

“ a drift boat, or paddle a

Even the angling controls are sim-
ilar, with Autocast for preset ease, or
the ability to micromanage all your
reel settings.

But where Trophy Rivers takes a
departure from its predecessor is that
in addition to the particular
physics of using three
markedly different types
of fishing tackle, you
also have the con-
stantly changing
element of run-
ning water.

“Getting the
water right—that
was the toughest
challenge we
i e faced,” says Steve
Letsom, Trophy
Rivers director. When |
ke Lefty h is interviewed Letsom about
While there are a growing number of the game, he had just returned
fishing sims on the market, only from a few days of king salmon fishing
on the Rogue River. Like most of the

Trophy Rivers can claim a fly-fishing
model this real. And that alone

other members of the product team,
he’s an ardent fisherman. “Each river

Ell 'NTERACTION MAGAZINE FALL 1997
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has a different rate of water flow that
affects how your line moves. And that
movement is constantly changing,
whether you're in a boat or on the
bank. We took 40-mile stretches of five
top fish-producing rivers and recreat-
ed them in detail. We've got cutbacks,
eddies, plunge pools, tail-outs, riffles—
the terrain

is ideal,”

says Randy

Dersham,

originator of Trophy Bass. All told, the
game features more than 200 miles of
pristine waters to explore, on the Sol
Duc, Deschutes, Miramichi, White, and
Big Hole Rivers. Even the surrounding
terrain and ambient sounds are phe-
nomenally realistic.

The fish are just as lifelike as well,

taking into account the factors that
motivate stream dwellers, such as
hatches, migration patterns, and time
of day.

“The fish Al is something we're real-
ly proud of,” says Kurt Weber, one of
the Trophy Rivers designers. “It’s
amazingly difficult to make virtual fish
act like real fish. There are over 15

species, and each of them

reacts differently. If
you move up to
a hole too
quickly or
from the
wrong
angle, you
can spook
them right
out. They
force you
to learn the
features of
the river if
you want to catch
them. While anyone
will be able to use features

like Autocast and catch fish right

: away, only the dedicated will become

¢ true masters of the sport.”



No Limit on Features
Whatever your river-angling fancy,
Trophy Rivers will fulfill it with fea-
tures you expect—and a few that will
surprise you. “Fundamental to all of
these is the freedom to explore the
vast wilderness of each river on your
own terms. Stick to the boat, land it

and cast from the shore, or even wade

out to tip-toe depth and back again.
No other fishing game has ever
offered such a world of realistic detail
and mobility,” adds Weber. Of course,
the game has solo tourney and career
modes, and modem support for head-
to-head competitive or cooperative
fishing. There is enough variety that
you can have a completely new

angling experience every time.

Other unique features include the
new online tournament models that
have been built into the game, such as
‘single-fly” fly-fishing tournaments—

a first in cyberspace. There is also

more multimedia than you can shake
streamer at in the form of How To

H )y sectio covering everything

from tackle to species info and hatch

harts. Just looking at the hundreds
of fli fe ured in the tackle box is
nougl )y entice you to get your own
ind tie up a set of nymphs
the ope 1 day of trout season
1st as Trophy Bass has its own set
[ protession wdvisors, Dyvnamix
¢ \ shir
ishin
Iim Rajeff—though
K ing their complete pro
wckle lineup close to
ry want t
tippe wnd | |
Klish thre I
el )/ viver 1aS SOM¢
I iter. €@

Deschutes River

Trophy Rivers puts you in the boat, baiting, and
battling the mightiest fish.

CADDISFLY

1| Nymph
Emerger
£l Adult

STONEFLY || MAVELY ] SPECIAL

20—t BT

Timberline

Western Coachman
Surface Emerger
Partridge

March Brown Spider
Pheasant Tail Spider
Possie Light

Brer Rabbit

SIZE
10 12 14 16

Catch that elusive salmon or trout with the right fly

www.S1erra.Cov JEE]

Legendary
Rivers

Most river anglers would give
their eyeteeth for a chance to fish
these rivers.

Deschutes River, Oregon

It is known for superb rainbow
trout fishing, with seasonal runs
of salmon and bruiser steelhead
trout. Great drift-boat water with
some very rough rapids.

Miramichi River, New Brunswick
This East Coaster offers runs

of rare Atlantic salmon and
slab-sided sea-run brookies.
The Miramichi is known as
canoe heaven.

White River, Arkansas

This South-Central river is
famous for its world-class brown
trout. It’s perfect for wading and
canoeing.

Big Hole River, Montana

The mountainous Big Sky country
is home to this river’s mountain
brown, rainbow, and cutthroat
trout. Perfect for wading and
stalking; a drift boat wouldn’t be
out of place here.

Sol Duc River, Washington
Located on the Olympic
Peninsula, the Sol Duc is home to
runs of monstrous chinook and
coho salmon, as well as trophy
steelhead trout. While it’s seem-
ingly made for drift boats, many
good spots behind the rapids can
be accessed by waders.

fite -




0
14
o
4
o
q
o
=
0
0
L

FPS

EE 'NTERACTION MAGAZINE FALL

Simulation ( TiTLE PREVIEW

The FPS: Football Pro series has been
named sports sim of the year over and
over again. The designers of Football

Pro 98 promise this will be the best yet.

By David Senan

FPS: Football Pro 98

waw.sierra.com/fbgs )

INCE LOMBARDI, THE leg-

‘ i IR ] endary coach of the Green
Preferred " Bay Packers, once said, “There
i System is no room for second place.
% Requirements There is only one place in my game and
5 Pentium 100+, 16 MB that’s first place.” Along with millions of
> RAM, WIN95 sports
3 fans
~ Eatmas around the world,
3 2 Wing5 G the designers of
- Price Sierra’s Front
Ava“ame: Fa" $29.95 Page Sports: Football
T (Order *70030) Pro series have listened. The accolades
@ have piled high as the Football Pro series
e [ 1280027577707 has won just about every industry and

1.8 9%

i media award since its release in 1994. But,
rather than resting on their laurels and

i accepting the praise from both the media
and sports sim fans alike, each develop-
ment team has worked hard to make their
game better than the last. With the intro-

i duction of Football Pro '98 this fall, the sim
promises to be the most complete football
simulation to date.

The reason that everyone involved in

the development of Football Pro 98 is so
excited is because the latest incarnation
of the Football Pro series reflects the
wants and needs of users everywhere.

¢ There has been a major push to overhaul
the graphical user interface (GUI) to make
the simulation even more intuitive and
easier to use. There's been a complete

i reworking of the arcade mode to make sit-

—VINCE LOMBARDI

ting down and
i playing head to head a lot more fun.
i Additionally, Sierra’s added a “TV-style”



presentation that features
voice-overs from famous
football play-by-play guy
Howard David—to bring
the game into “prime time.” And, as
always, all of the stats, teams, players,
and stadiums have been updated so what
you see on TV every Sunday is exactly
what you'll see every time you sit in front
of your computer. Desktop quarterbacks,
rejoice—it’s time to lace up your cleats
and hit the gridiron. It’s time for Football
Pro '98.

GUI Made Easy
Since the brunt of the design and develop-
ment for Football Pro ‘98 has moved to
the Synergistic Software division of Sierra,
the look of the sim has been completely
overhauled. This metamorphosis has
occurred as the result of many requests
and suggestions from the hundreds of
thousands of Football Pro users from all
over the world who feel that ease of use is
almost as important as a complete palette
of realistic features

“We've heard from many users that a
lot of the features (in previous versions of
the sim) take too many mouse clicks and
that some of the functionality of the GUI
was not laid out in the most logical fash-
ion—specifically those dealing with

leagues and commissioner functions,”
Football Pro 98 producer Mike Branham
explains. “Our goal was to lay out each
screen logically and to make easily acces-
sible the functions needed for each
screen.”

Enhanced Arcade Play
Another feature that has the
Football Pro community buzzing
is the reworking of the arcade
mode. For a long time, sports
simulations have based them-
selves completely on realism,
and this has sometimes cost
users a certain element of fun
that comes with the down-and-
dirty scrum of fast-action
arcade play. Sometimes even
the most devout sim fans want
to quickly grind it out head to
head against other users. Of
course, Internet play is still a
key feature making for diverse
leagues that are formed and
governed completely online.
The enhanced arcade mode
makes it even easier to play a
not-so-friendly game over the Internet.
“We've had many useful suggestions
from eur fans on issues ranging from

changes in how specific players on the

defensive line read an offensive play, to
implementing obscure NFL rules, to place-

ment and movement of the cameras,”
Branham explains. “Simply put,
we've listened, and the results are
astounding.”

We Heard That
As a rule, all of Sierra’s development
teams have been listening to beta
testers and users of existing
games to improve games and
make them functionally accept-
able to the people who matter
the most—the customers. To
that end, Football Pro 98 is no
exception. User suggestions from casual
players, to league commissioners, to
aspiring programmers who punch out
code for useful utilities and add-ons have
been received, considered, and imple-
mented throughout the sim. There are
thousands and thousands of users out
there, and giving them what they want
and need in a football simulation is the
development team’s primary focus.
“The Football Pro series has a very
strong following,” Branham says. “But so
far most of the utility writers (hobbyist
programmers) have broken our file for-
mats and written quite a few great add-on

%4 Front Page Sports Football Pro '98

New CAMERA ANGLES: What good would improved
arcade play be without multiple new camera angles
to cover all the action?

utilities. We feel that if we release the
proper file formats and make them avail-
able on the Web, even better utilities will
begin to show up.”

www.S1erra.Com BEE]
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Right on the Football Pro '98 website,
www.sierra.com/fb98/ - there is an open
letter to utilities and add-on writers and
any Football Pro users who would like to
share their ideas and suggestions with the
development team. In the letter Branham
states clearly, “Sierra’s policy has always

been not to give out internal programming :

data. We would like to change this policy
as it applies to Football Pro "98. We would
like to encourage third-party utilities that
support FPS: Football. So, we will help
those working on such utilities by sharing
game data structures and by promoting
those utilities that users find most useful.”
Now, if that’s not user-friendly develop-
ment, what is?

The development team is also listening
to the commissioners of Football Pro
leagues to make the interface even more
useful to them as they preside over
leagues both on the Internet and off.

“More and more leagues are being run
on the Internet,” Branham says. “I'd like to
see thousands of leagues running through
GameFrontier (Sierra’s online interactive
gaming system™*). I've been in contact with
lots of commissioners, because there are
so many different ways to run a league.
We're adding several features that will
help automate the process. In fact, the
exact list of features is being worked out

an league commissioners,” Branham says
proudly. Sounds like the team is not just
hearing these suggestions but listening to

them and proceeding with intelligent, intu-
i Pro. But by coupling one of Sierra’s most

itive implementation.

%4 Front Page Sports Foolball Pro '98

PRIME TIME: Howard David, CBS Radio sports
announcer, calls all the play-by-play action.

Sports Simulation

{ Show Me the Money
There are many new features and
thousands of feature enhancements
that have gone into making Football
i Pro 98 the most exciting simulation
yet in the Front Page Sports series.
There’s a new push for a “TV-style”

i days—that’s realism for you).

i Football Pro 98 delivers by adding
play-by-play voice-overs from CBS
Radio’s Howard David. Sierra’s also
i added numerous new camera angles
replicating the real views used by
the TV networks that have been
broadcasting pro football games for
i decades. Additionally, all of the sta-
i tistics, teams, players, and stadiums
from the 1997 season have been

i added. All of the 30 NFL stadiums

i are meticulously 3D-modeled, and
there is even a feature that allows
users to update statistics instantly.
There are even photos of each
team’s 1996-97 rosters showing that
i if they're in the NFL, they’re in

¢ Football Pro '98.

upgrade to the existing line of

i Sierra’s Football Pro series. This sim
boasts dramatic improvements to the
GUI, the functionality of the arcade mode,
with a group of beta testers who are veter-
i are important to the people that matter
most—the users. Sierra can scream and

TITLE PREVIEW

presentation in sports games (these

Football Pro "98 is not simply an

and the implementation of features that

shout all we want that this is an even bet-

ter product than past versions of Football

Front Page Sports Football Pro ‘98

s Football Pro "9¢

FAST SIMULATION

GIANTS \

w

INTERFACE ENHANCEMENTS: A completely
redesigned front end makes the interface more
intuitive and much easier to use.

\
NEW ENGLAND

BREEN B3Y
PATRIOTS '8 1

PACKERS " &

STADIUMANIA: All 30 NFL stadiums are 3D mod-
eled from the 50 yard line all the way up to
the last seats in Peanut Heaven.

i realistic sims with an aggressive price

i point of $29.95, we're putting our money
where our collective mouth is. Check out
i Football Pro '98—you really can’t lose. @

*Editor’s Note: Read more about Sierra’s

i GameFrontier in the Holiday issue of
i InterAction this November.

EAT YOUR HEART OuT MADDEN

“Four seconds to go. It’s do or die time for
the 49ers. Young drops back, looks left,
ducks a block, and finds Jerry Rice in the
corner of the end zone. Touchdown! Niners
win! Niners win! That, ladies and gentle-
men, is football at its finest.”

Howard David, CBS Radio Sports play-
by-play announcer brings a whole new
dimension to FPS: Football Pro ’98 with his
play-by-play voice-overs. David calling the
play-by-play gives Football 98 a “prime
time” feel. David is an 18-year veteran of

CBS Radio Sports and has covered every-
thing from the NFL and U.S. Open tennis
championship to Olympic speedskating.
David has been honored as the New Jersey
Sportscaster of the Year (1975 and 1985) by
the Association of Sportscasters and
Sportswriters. The radio voice of Princeton
football since 1979, he’s also currently the
voice of the NBA’s Boston Celtics and has
handled Major League Baseball play-by-
play for CBS since 1987.

HER
PRE-GAME



FRONT PAGE SPORTS

(LRSI 1995 and 1996 World Cup Downbhill

Champion and 1994 Olympic Silver medalist, will provide
overviews and tips to guide you along the slopes.

T HIEHY “¥  Front Page Sports:

, \\,,\m\“\ Ski Racing - the fast-paced,
8 ~ adrenaline-pumping 3D sport
simulation you've been waiting for.

race courses at resorts including
Whistler, Vail, and Aspeng

S 7Y W AR

SR, T

in five major ski racing even

Downhill, Slalom, Giant Slalom,
Super G, and All Around. Race
multiplayer over the internet!

The accurately modeled @R LIITEES 4

are complete with winding downhill terrain, 2
barriers, gates, trees, rocks, cliffs, cheering

Ao T

crowds, and photorealistic mountain scenery. —
Gl |
and orderFPS. Sk' RacineT d h
: SKi Racing Today!
WWW.Sieﬂa.Com/Skl N W::?l:: :11\: :d to \un 1 On-Line, m



Both the cars and the Realistic rear-

tracks are painstakingl

detailed — : .(r/um{duw;ll Ay
o wlm)mh_ i action lets you
1 “ 1tic ¢ : ee who's

and billboards coming up

} behind you

The competitior

intense as you race to

overtake NASCAR
mpion Dale

rnhardt

Authentic
= NASCAR.
Spotter and crew chief dashboard lets
audio lets you know you keep track
ere the competition of your RPMs,
)0r-to \ 7 ot fuel and other
y g critical

vith up to 39 other
information

2 .
Mac a e PlayStation..

Get the big picture, as you race against Geoff
Bodine and other top NASCAR® drivers.

We're talking authentic—check out this legal! ©1996 Sierra On-Line, Inc. ® and/or™ designate trademarks of, or licensed to Sierra On-Line, Inc. All rights reserved. NASCAR® Racing 2 is officially licensed by NASCAR. Papyrus and Papyrus logo are trademarks of Papyrus Desis
Bodine’s name and the likeness of the #7 car including the QVC trademark are used under license with GEB, Incorporated. The name of and likeness of Dave Marcis and the and race car design of the #71 Marcis Auto Racing Car are used under the license with Mard
d by permission. Pontiac, Pontiac “Arrowhead” Emblem, and Grand Prix are trademarks of Pont

Motors Corporation and used under license by Papyrus Design Group, Inc. Goodyear (and winged foot design) and Eagle are trademarks of the Goodyear Tire and Rubber Co., reprod.
The Valvoline trademarks, Roush Racing and Mark Martin's name and/or likeness used by authority of Roush Racing, Livonia, MI. The Family Channel trademarks, PRIMESTAR trademarks, Roush Racing and Ted Musgrave's name and/or likeness used by authority of Roush Racing,




Here’s what makes
NASCAR. Racing 2 even better:

Compete in the 1996 season with real
NASCARe drivers and teams on 16
NASCARe tracks

Crew chief and spotter audio alert you to

track conditions oo ' I v

Learn all about 7-time NASCARe C Change tir > e to customize

FaSt and eaSy Arcade MOde lets I'IOVICGS Earnhardt, as well as your other fa f your car to your driving
jump in and start driving immediately

Faster graphics in SVGA DETAIL SHOP

COEROENERERR =<
Officially licensed by NASCARe 5

AaceLength ¢ 10%
Opponents %

= 96season
end = Basic

Random Breakdowns

Race in competitive leagues with the e

NASCAR. Racing On-Line Series, NASCAR.’s () e R
13th officially sanctioned series. Available " : — i
through TEN’s on-line gaming network.

Race Retun
ing your
orships in the

1.? >

,/Z/L/Lmﬁ h’: ;;! NASCARs 2 paintkit

PAPYRUY

o % S T L 5 R A

For a taste of the action, download our demo from http://www.sierra.com/nascar2

Group, Inc. and the logos are of Sony Computer Entertainment, Inc. Rusty Wallace's name and the likeness of the #2 car, including the Ford port logo are reg used under license with Penske Racing South, Inc. Geoff
Auto Racing. The name and likeness and marks of #3 GM Goodwrench Service stock car and Dale Earnhardt, are licensed with Dale Earnhardt, Inc. Chevrofet, the Bow Tie emblem, Monte Carlo, and related body design are trademarks of the Chevrolet Motor Division, General
Division, General Motors Corporation used under license by Papyrus Design Group, Inc. NAPA is used under permission from NAPA. The Atlanta Motor isa the mark and track likeness are used under license from the Atlanta Motor Speedway.
vonia, MI. Ford trademarks are used under license with Ford Motor Company. Speech Technologies by Apple Computer, Inc. Apple and PlainTalk are registered trademarks of Apple Computer, Inc
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With the atmosphere of a game show,
YDKJ brings a hilarious combination
of pop culture, trivia, and irreverence

to your computer screen.

By Jeffrey Young

EY, YOU!
YEAH, you

with the
joystick.
Preferred Isn’t it time you stopped
System )
5 pretending to be some
Requirements ) )
486/33, Windows 16MB RAM / hotshot mercenary who
MAC 087.5, 16MB RAM | can decimate supernat-
ural forces with your
DT ‘ brute strength? After all, an
PO s WIN/MAG CD e B ‘
- infant possesses the strength
Ava"ahle: NUW Price it takes to move that joystick
$29.95 ‘ around and punch a few keys
rEE| (Order "20478) ! on the keyboard. Wanna
& know what kind of game
G
e 18007577707 separates the adults

i from the children? The kind that tests

i your wits, like, say, trivia games. And
since the wittiest trivia games in town
make up the acclaimed YOU DON'T KNOW
JACK series, maybe you should set your
i joystick aside, take a deep breath, and
learn a little bit more about JACK.

If YOU DON'T KNOW JACK!
i Surprisingly, one of the most acclaimed

i and popular computer games to emerge

over the past few years doesn't
involve wielding grenade

launchers or planning

complex military strate-
gies. The unlikely winner
of so many accolades and
© such aloyal following is the
.‘3 trivia-game series with the
arresting title YOU DON'T
KNOW JACK.

The YOU DON'T KNOW

JACK games combine pop-

culture references

with classical
knowledge in
) a television

trivia-game show



sees only a sign-in and answer

screen, the illusion of choices of

preshow preparations JACK.

is created through can-

did conversations of The Hook
setting, and the experi- the crew interspersed with pseudo- Beyond

ence is delivered via lingo like, “Can you bring me a 9mm fly- embracing

our computer. When ing wing-joint?” these taboo
g

subjects,
what really
gives JACK its
hook is the

ungodly

marriage of pop culture and classic triv-
ia. For instance, a question from YOU
DON'T KNOW JACK Volume 2 asks, “Which
of the following would not be a piece in
a giant game of fast-food chain chess?
—Dburger KING, dairy QUEEN, JACK in the
box, or white CASTLE?” The answer, of
course, is “Jack in the Box” because
there is no “Jack” in chess. But what is
funny here is that the writers have cou-
pled knowledge of the names of fast-
food chains with a simple question

about the playing pieces in chess.

The writing in JACK can be
so entertaining that, even

if you are losing miserably,

playing JACK, one to three contestants The fantastic illusion that’s happening : you can still have an
crowd around a keyboard, ready to here is you feel like you're privy to the i enjoyable time laughing
press their “buzzer” key after the com- inner workings of a television show, i at the ingenious questions.

puter host asks a question. This simple How many other

concept has proven to be a winning for-
mula for Berkeley Systems and
Jellyvision, co-creators of the series.

But how has a simple trivia game :
earned such high praise from critics

and excitement from game players?

games can claim

that they are fun
to play, even if
you lose?

Another unique

and essential ele-

Certainly one i when in fact you're sitting at your com- i ment of the JACK experience is
reason for JACK's i puter, which is feverishly swapping the i speed. JACK hops quickly from
success is the i tasks of searching out and playing ¢ singing introduction (e.g., “Oh,

irreverent humor

= ["CAUSE HERE WE GO.]

See JACK i audio bits from the disk. Once the game : thank heaven for question
Laugh gets started, the humor in JACK really SEVEN™), to the question
From the get-go, begins to take shape. The snide, fast- i itself, and only allows a few
JACK aims square- talking host sets the tone for the game seconds of cognitive time
ly at players’ i by delivering his lines in an understat- before it’s too late to
funny bones with ed style that lets the uproarious ques- i answer By the time you're
lively backstage tions speak for themselves. From Boris i done laughing about a par-
banter between the show’s host and i Yeltsin's colon to the mating rituals of i ticular question, you may
the stage crew. Even though the player i newts, nothing is sacred in the question ! have already missed the

www.S1eErra.Covm JIE3
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next one. This frenetic

Hey JACK, Your Roots
Are Showing
urgency to JACK that keeps If the Pl issian Ifllill\i| nf Bro ast " Okay, JACK historians, here’s an

pace adds a sense of

layers glued to their b attempt to trace the recent, yet con-
plaj g t I b

ir own version of the f
shoot an episode i Soviet Jm«-n

screens, afraid to blink, voluted lineage of everybody’s

for fear of missing a funny favorite computer trivia game with

quip or an essential bit of W“d‘- wo “M E}E RH”T tl“@.‘ an insulting name. YOU DON’T KNOW

information. Premier of the Class JACK started as a single product that
The final aspect of this Welcome Back Kalishnikov was released in October 1995 with

game that JACK-oholics Saved by the K.G.B. 800 questions. Because of its popu-

find so addictive is that Red 222 larity, an add-on question pack with

of social gaming. When more questions was released in
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playing JACK with three Liz { Howard March '96. At the same time, new-

people, you're forced to $0 1 & bies who hadn’t experienced the

crowd around a keyboard, greatness of JACK could purchase

elbow to armpit. While many games The Praise i YOU DON'T KNOW JACK XL, which com-

tout Net-based multiple-player capabili-  Apparently, others also find the YO i bined the original recipe with the add-

ties, JACK is one of the few PC games DON'T KNOW JACK series on questions. Then,

that enable your opponents to be at the endearing. It has won an [SCREW] following in the foot-

same computer as you. amazing 34 industry steps of great trivia
Playing JACK as a single player can awards, among them the prestigious ¢ board-game companies, Berkeley

be an entertaining experience, but the i Computer Game Developers’ Systems released YOU DON'T KNOW JACK

three-player games add much more fun i Association Spotlight Award; PC Sports in fall 1996.

to the mix. Name calling, taunting, i Gamer’s Hall of Fame award; Computer The sports-

and pinching are all Life’s Best of Everything, i theme JACK [YOUR

tactics I have Best Software, Best i was built on

employed at one Game, and five out of the same technology as the original

time or another five stars award; Family game and featured the same question

when playing multi- PC’s Top-Rated After-Hours i types but, as the name obviously

(iamc; and HomePC's Editor’'s  denotes, all the questions were sports-

Choice. | related. Also in
is very NE’GHBOR, the fall of 1996,

rare for a another full-

player JACK. A multi-
player built-in hazing
device in JACK is the

Screw Your Neighbor

option. This option works game, especially in the trivia i blown JACK-fest was released in YOU
very simply by forcing one game category, to receive such i DON'T KNOW JACK Volume 2, which fea-
of your opponents to an overwhelmingly positive tured more question types than the first
answer a question. response from the crotchety game, including Picture, Fill in the

If a tough question is asked, ol’ journalism community. i Blank, Whatshisname, DisorDat, and the
and you think one of your But journalists aren’t the i incredibly funny Celebrity Collect Call

only ones who
are all JACKed
up. For the last 10

rear and a half, a . .

RN Which of these scenarios is the best example
YOU DON'T KNOW of "diffusion," since it creates equal
JACK game in concentrations of Bradys in each room?

the top 10 best-

opponents doesn’t know it, you
can buzz in, press the “S” (as in
screw) key, and then press the
number of the screw-ee. The
Screw tool can backfire, though:

If the screw-ee answers the ques-
tion correctly, then the screw-er
gets points subtracted from his or
Each Brady boy gets in bed with a Brady girl.

her score. sellers list.

The girls leave the boys’ beds for their own.

With all these antics, if you happen That means
. g leaves his bed a zets i ia’s o
to have more than three players in your hundreds of Greg leaves his bed and gets in Marcia’s bed
Cindy and Jan climb into bed with Peter.

crowded computer room, JACK can be thousands of

almost as much fun to watch as it is to regular folks

play. Honestly, JACK is one of only a few have gone out ( Liz [ Shelby
computer games that could be played i and bought a little piece $0 ! $0
within a social setting. of JACK.

Ml 'NTERACTION MAGAZINE FALL 1997 Iltustration by: Mike Sinkula



questions. Also, Volume 2 featured tons JACK family of products. It will include

of fancy new graphics, more animation } all the question types found in YOU

than the previous JACK products, and DON'T KNOW JACK Movies and it will test
loads of original sound effects and gags your knowledge of 50 years of tele-trivia.
(not to mention an extremely well- YOU DON'T KNOW JACK Volume 3 will fea-

crafted user manual). ture all the popular question types from

Within weeks of Volume 2's Volumes 1 and 2 with
release, YOU DON'T KNOW JACK XXL,

a compilation of JACK XL and

the additi f
s M If you've never played JACK, or if you devour these

games faster than the producers can make ’em,
then point your browser to www.bezerk.com and
play You DON’T KNOW JACK The Netshow through
Berkeley System’s online entertainment zone,
beZerk. Here you'll also find a sports-oriented JACK
Netshow. Both shows have updated questions on
a weekly basis, so the topics are fresh from the
news (Weekly World News) headlines. On your
first visit, you'll need to download some front-end
software, but after that, it's as easy to play as
going to beZerk online and pressing a button.

As a landmark Web-based game, JACK Netshow
re-creates much of the feeling of the CD-ROM-
based series, but requires little more than an
online connection and a browser to play. To ensure
that the quality of the Netshow questions are con-
sistent with the CD-ROM products, Jellyvision’s
John Boyden, who served as head writer for the
first game and director and producer for the sub-
sequent games, is heading up the writing and cre-
ative aspects of the Netshow.

Threesomes
(speed
rounds like

Volume 2, hit the shelves.
Realizing that JACK fans really must
DisorDats,

but for
multiple players),

enjoy spending time on their poste-

riors, the assump-

tion was made that
Impossible
Questions (real

toughies that will

they also enjoyed

seeing that same

thing in front of a silver screen. So,
be worth major points),
and the Super Audio

Question. The requisite

a second theme-oriented JACK was
spawned in spring 1997: YOU DON'T
KNOW JACK Movies. This game fea-
tured all the question types from compilation pack will
also be released with
Volume 3, YOU DON'T
KNOW JACK Huge (XXXL),
which will contain JACK
Volumes 1-3. €@

Volume 2, but this time—you
guessed it—all the questions relat-
ed to motion pictures. All of the
artwork, animation, and question
intros were updated in this
movie-buff stumper to relate to
the cinematic theme. Now that

Editor’'s Note:
This past spring, Berkeley Systems officially
joined the Sierra family, making us at InterAction even

those of you who have

been living on another
planet for the past
luckier than before. Finally, we won't get in trouble when
our boss catches us playing YOU DON'T KNOW JACK over Even though YOU DON’T KNOW JACK is modeled after
our network. It’s easy to call JACK our brother—it television trivia-game shows, there are no com-

two years have been
brought up to speed,
and you JACK-ophiles

have been, well, bored feels like we've known him forever. mercial interruptions in the CD-ROM games. But

stiff, let’s take a peek at ‘J [ ‘ just for fun, the games’ creative teams included in

what’s in store for JACK | the CD-ROMs some bogus commercials of ficti-

this fall. tious products and services that play after the
JACK Attack round of each game. There are ads for

The Next JACK fake toys (like Mr. Sticky Buddy) and phone-chat

Things lines, but the most popular commercials

In October, Berkeley f | b feature a silly group of breakfast cereals and

Systems will once J their mascot, Chocky the Chipmunk.

again be able to ‘ : Z ' According to Jellyvision’s John Boyden, “The

claim “JACK's L commercials are all written, recorded, and mixed

Back.” This ? o < ' 3 N by our writers! Making a commercial is a writer’s

time, gamers p e baptism into the world of audio production.”

will have two ' ) On the future of commercial production within

brand-new X ‘ JACK, Boyden states, “We are producing our

games to savor: 2 ] first 10-second fake ad with animation to air

YOU DON'T - N/ on The Netshow.” The ad will be interspersed

KNOW JACK TV and YOU DON'T KNOW JACK ' : with the real ads that appear on the Netshow
Volume 3. Couch potatoes, rejoice; the — ; N from high-profile advertisers like 7-Up. “If people
television-themed product is the like it,” Boyden adds, “we’ll be following it with

third theme-pack addition to the many more,”

WWW.SIERRA.COM



L15SUES. 2 (D-ROM.

No Obligation.
No Surprises.

Send The

From the number one authority on PC games comes an offer second to none. c d

Two great issues of PC GAMES. Two outstanding CD-ROMs. It’s all al' °
yours and it’s RISK FREE. No strings. No asterisks. No balloon
payments. Simply a chance to check out the most complete gaming

(Postage-Paid, natch.)

coverage available and to try out some of the hottest gaming software going. G t Th
From desktop to online and multiplayer, PC GAMES brings you the best in e e
game reviews, timely previews, guided tours, cheats, strategies and expert
technical tips. And with two CD-ROMs, each with 650MB of exciting demos, tu °
free In.tem_et com}ections and links to the top multip_layer gaming sites, and (Really Good Stuff.)
no obligations, this deal needs very little technical advice.
Return the attached card today and get connected with PC GAMES. R i Sk Zi

]

To order call 800-444-6506 or return the card. (Grin.)
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In as ]7th President

Civil War Generals 2 designer Doug Gonya

shares his thoughts and raises the

question, “Is this guy a game designer or

a historian?” Fact is, he’s very much both.

Civil War Generals 2 By Doug Gonya

www.sierra.com/civilwar2 j

Preferred
System
Requirements
Pentium 90+, 16 MB
RAM, Windows

Format
D0S/WINS5 CD

Price

$49.95
(Order *70225)

1+800+757-7707

|
|
\
\
\

N HIS FIRST State of the Union

address, President Robert E.

Lee implored, “All citizens of
these Confederate States, look toward
the future and learn from the past.”
What might have been. Civil War
Generals 2: Grant, Lee, Sherman is the
eagerly awaited sequel to the success-
ful Robert E. Lee: Civil War General.

Civil War Generals 2 breaks new

strategy gaming ground by allowing
you to set the course of the war
through tactical victories and defeats
at the individual battles and situa-
tions; thus the war will be different
every time you play. Your skills as a

i hardened battlefield commander
will determine a new course of

i history, thanks to this innovation
in campaign play.

Rewrite history as either a

Confederate or Union general fighting
i through multiple campaigns and bat-
tles in either the eastern or western
theaters—the sites of our nation’s
bloodiest war.

1 K "1

i
Back up your weary ground troops wnth some
serious naval support.

www.sieErra.com JIE
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Harpers Ferry
CWG 2 builds on the foundations of
its predecessor and brings the impor-
tance of strategic decisions within

tactical battles to unprecedented
heights. Now you can play as the North
or South and represent either Lee,
Grant, Sherman, or Jackson. Winning
battles is now as important as preserv-
ing the fighting strength of your army.

The sequence of battles your general

CiviL WAR GENERALS 2

le field.

 will fight through is determined by

how successful he is in each of his

i individual battles.

: For example, playing as Stonewall

Jackson, if you perform better than

he did during the Shenandoah Valley

i campaign, you may have a chance to
take Harpers Ferry. However, if

Jackson is crushed, Union troops

: will be released from guarding

Washington and sent to join

McClellan’s army on the Peninsula.

Many of my men djed on

that ba)’;t
They bled with their

For instance, ] ; ‘
Confederate victory at Gettysburg
you will be asked whether or not

you wish to advance to Washington.

i Avictory in the capital could end

the war, but the odds are stacked
against you. Obviously a defeat
here gains you nothing and can

i shatter the strength of yourarmy.

Either way, taking such a gamble

will likely result in a shorter war.

brothers and their enemies alike.

¥ 1 A —m—

i e
The powerful editor allows you to create your
own maps and scenarios that link your battles.

°  Civil War Generals I Supply = 16000. Aimy Morale = 10000
fFle  Qptons Game Conticks  Qwplay Offcer's Repats  Bepods  Edtor_Heb

Your scouts return with news of approaching
Union troops. Do you retreat or stay and fight?

INTERACTION MAGAZINE FALL

Which leads to an interesting
question: Would Lee have been
victorious in the Seven Days’
Battles if Jackson had failed in
the Shenandoah? McClellan
would not have been deprived
of the Union troops he needed
to protect his exposed right flank
on the Peninsula (almost guaran-
teeing his defeat), and the course
of the war would have definitely
taken a new turn. Play CWG 2,

and find out for yourself.

Extensive Replay Value
The heart and soul of CWG 2

lies in its campaigns. All of the
combat takes place at the
tactical level, but it is the strate-
gic implications of these combats
that will have you playing into
the wee hours of the night. Each
of the historical campaigns in
CWG 2 branches out depending
on the victory level achieved

in each battle. With up to five
branches stemming from every
battle, CWG 2 offers immense
replay value. In addition, you will
occasionally be presented with
difficult strategic choices regard-

1997

| Battles Are Won
i Covering the Details
All-new graphics have been created for

CWG 2, featuring highly detailed maps

i and expanded new terrain types. Open
i water and coastlines allow naval move-

ment. Swamps and rocky knolls hinder
movement but provide cover at the

i expense of the health and organization
i of your troops. Walls, forts, and even

ruins provide much better cover for

¢ your main line of battle. Major roads
i and pontoon bridges increase the

mobility of your army. There are even
“road signs” that label important battle-
field features.

The new zoom level (fully playable)
will show the attention to detail that
has gone into CWG 2. The powerful edi-
tor included in the game will allow you
to create your own maps and scenarios
that you can link into branching cam-
paigns. You can even exchange these
created scenarios over the Internet.

Objective hexes are included in the
maps, too. However, unlike other
games where victory is determined
solely by possession of these locations
at the end of the scenario, these will
instead give a small infusion of victory




General Ulysses S. Grant

points every turn they are held. And,
as with Robert E. Lee, CWG 2 is
enhanced with multimedia film footage
from award-winning filmmaker Jay
Wertz and stunning original artwork
from historical artist Mort Kunstler.

The Difficult Job of Victory
Victory in Civil War battles in Robert E.
Lee was primarily determined by forc-
ing the opposing army from the field.
CWG 2 reflects that reality by having
the most victory points awarded for
causing casualties and gaining ground.
The value of a location will grow
depending on how often it is fought
over, even if it had no value whatsoev-
er at the beginning of a scenario.

After all, even such universally well-
known “important” positions such

as Little Round Top and Culp’s Hill
would have had little value if they

had not anchored the flanks of the
Union army at Gettysburg.

5 Civil Wor Gienerals 1 Supply - 16000, Aumy Moralo - 10000
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The zoom option allows you to keep an eye on
the enemy and plan your battle strategy.

Cenerai Robert E Leé

Many new unit types have been
introduced in CWG 2, allowing for
more choices and a much more realis-
tic simulation of the battlefield experi-
ence in the Civil War. The various head-
quarters provide a rallying point for
broken units and will have an effect on
all of the actions of units under their
command.

Engineers provide a means of
changing the terrain on the battlefield.
Pontoon bridges may be built or blown
up, and forts may be destroyed. Naval
units, such as frigates, gunboats, and
mortar gunboats, can support troops
on land, provided they can suppress
the artillery fire from siege guns in
coastal forts.

Weapons of War

Over 60 weapon types may be pur-
chased between battles in campaign
games. Artillery and, of course, artillery
duels play an expanded role in CWG 2.

Supply - 16000, Army Morale - 10000

','.r:in

Courageous leadership and strategic planning
give you an edge over your adversaries.

General William T. Sherman

Mobile horse artillery, if used wisely,

can keep up a continual fire even
against mobile enemy columns.

Fearsome siege guns in heavy
artillery units will dominate vast
areas within their field of fire, but
don’t even think about relocating
these behemoths. Mortars and, to
some extent, howitzers with their
indirect fire capabilities will be able
to fire at any enemy units within
their range.

History in the Making
All of the best features from Robert E.
Lee were used and expanded for
CWG 2. The game includes significant
features such as enhanced maps
plus additional terrain were added
to raise the level of gameplay. The
more you play CWG 2, the more
you'll appreciate these improvements.
Civil War Generals: 2 covers much
more of the war, in greater detail,
than Robert E. Lee,
yet itis even easier
to learn and more
fun to play. So
whether you're a
son of Dixie or a
die-hard Yankee,
the battle of the
blue and gray
will never be the
same. You have
the power to
change the course
of history as we
know it. €

www.S1eErra.Cov JEEA
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From the best-selling 3-0 Utra Pinball Serjes!

TT'S 0T THE WINDPMILL, THE
Bid- SHOE ANDP THEN oUR TNALTINATIONS
0T THE BEST oF VUS.

3—0 L“Tl'a—mini GU[FTIZ all the fun you'd expect from the game of
mini golf with a little something extra.
A wild ride through the right side of the brain.
You get two, nine-hole courses. One with classic mini golf holes like the big shoe, the
windmill. The other nine holes are totally nutty. There's the space port where you can
putt on the moon, the voleano where your ball can be incinerated in molten lava and a
prehistoric jungle where the Tyrannosaurus Rex
has developed a taste for golf balls.
Tt's weird, wild and more fun than a gATRORLO

M N 1101 whoopee cushion.
y : 3-D Uttra Mini Golf gives you incredibly @
) : Bl realistic ball physics that make even the most
radical bank-shots possible. You can play it K pr—— p—ree——i
mrm alohe or with as many as four players.
3-0 Uttra Mini Golf. Call it cool.
sl Call it amazing. Just don't call it normal.

1-800-157-101. hitp:/ /www.sierra.com

1997 Sierra On-Line, Inc. ® and / or Tm desighate trademarks of, or licensed to Sierra On-Line, Inc. All rights reserved




HARDWARE REVIEW

HEN MY EDITOR at
InterAction asked i
me to write a review :
on joysticks, | was s
more than happy to
oblige. He told me

they wanted an honest
review of several popular joysticks from
someone with the technical knowledge

ing a game. Is it nimble or sluggish?
@ Feel is how the joystick feels. Is it solid
or do you feel like you're going to snap it
off? Does it stay put on your desk or skitter
around like a gerbil on diet pills? Is it com-
fortable? Does it give you blisters after 12
hours of Silent Thunder? Remember, you
are going to be gripping this thing for a
long time, and sick leave doesn’t cover
to offer solid information to their readers. “stick wrist.”
| have been with Sierra’s Technical Support I tried three top joysticks for this
review—the Extreme Digital by Logitech,
the EagleMax by ACT LABS, and
the Millenium 3D
Inceptor from

department for over two years now, and
| have dealt with every type of game con-
troller on the market.

Normally Sierra’s Tech Support doesn’t
offer a specific recommendation for any
piece of hardware, because something that
works well for one person may be a paper-

weight for someone else. | am not writing

this as a Tech Support technician. | just hap-
pen to be a person with years of PC expe-
rience who's been asked to give an

opinion on some joysticks. The final
decision on what type of joystick

to buy is up to you.

What to Look For

in a Stick

When you're looking

at a joystick you should

always consider the

four Fs: features,

functionality, flyability,

and feel.

@ Features cover

the controller’s capa- N

bility. Is it simply a

two-button two-axis 4

basic model (which is J
\\}

Ye

plenty for some folks),
or does it have 83 fully
programmable buttons,
six point-of-view hats,
five axes, force feedback,
and a beer tap?

® Functionality is how
well the features work. Is it
easy to program, or do you
need an engineering degree
to get the thing going? Are the
features usable or just glitter?

® Flyability is how the
stick responds while play-

HARDWARE

R EVIE

i Thrustmaster—and ran them through hours
of vigorous testing in the Sierra Labs. |

i selected several Sierra titles to put these
bad boys through their paces: A-10 Silent

Thunder, Classic Red Baron, Aces Over

Europe, Sierra Pro Pilot, and Red Baron II.

Features

All these controllers had a hat switch, throt-
tle control, and at least four buttons. The
i Extreme Digital and Millenium 3D have six

NOS

By Paul Quinn

-
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HARDWARE

Extreme Digital

Manufacturer: Logitech
Phone: 1-800-231-7717
Retail Price: $49.95

Highs: Solid construction

Lows: Sometimes slug-
gish response time

joystick buttons, and the EagleMax
boasts six joystick buttons and 10—count
em, 10— hyper-programmable buttons locat-
ed just behind the stick itself, for a total of
16 buttons in all. All six of Extreme Digital’s
and Millenium’s joystick buttons are pro-
grammable, whereas EagleMax only lets you
customize two, not including the hyper but-
tons. The Millenium also has rudder control

with a twist of the stick, something the other

two lack.

Functionality
For today’s flight sims, you gotta be able to

program your joystick. If you have to take the

time to look at your keyboard before you
select a weapon or fire a flare, you’re
going to be sucking gravel before you
can say Baron Von “Thud.”

The Extreme Digital has fairly intuitive
Windows-based programming software, and
it lets you save as many profiles as you like.

The EagleMax scored big on the program-
ming angle. Here is the procedure —follow it
if you can: Move a switch on the stick to
SETUP. Hold down the button on the stick
you wish to program. Hit the keystroke you
want programmed in. Move the switch back.
Done! No software to deal with and you can
program it while you play. You can also pro-
gram up to 10 keystrokes per button for
multikey moves—handy in fighting games
(such as Silent Thunder) or switching
between ground targets and launching

Il 'NTERACTION MAGAZINE FALL

R EVIE

w

ground-based, dirt-sucking scum-

Nifty. While this feature is nice,
it has its draw-
backs, too. First,
you can’t pro-
gram the first
four joystick but-

four groups of
settings.

Thrustmaster’s
Millenium 3D also has Windows-

based programming software. It is more intu-
itive than the Extreme Digital, and features a i

graphical representation of the stick with a
clickable interface. All six buttons on the
Millenium are programmable as keystrokes
or “Joystick Buttons,” which means you can
set the joystick buttons, trigger, thumb, etc.,
for your personal tastes and not be stuck
with the game defaults.

Flyability
| had heard good things about

EagleMax

Manufacturer: ACT LABS
Phone: 1-800-980-9997
Retail Price: $59.99

Highs: Intuitive
programmability

Lows: Weak construction

1997

HARDWARE

Maverick missiles. | took out seven :

balls with one touch of the button.

tons, and second, :
you can only save :

N EVIE

the Extreme Digital from co-workers but,
frankly, | was disappointed. | found the
response time sluggish while flying. There
was a noticeable delay between executing a
turn and game response. | thought it might
be a problem with a particular game, but it
was true for all of them.

EagleMax was on the other end of the
spectrum. While it was crisp, it tended to
be, pardon me, flighty. It was so touchy, that
at times | had trouble flying my Cessna and
lining up on a target. | also had to recalibrate
several times.

The Millenium responded nicely while
maneuvering and firing, and offered an

added bonus: | never had to recalibrate.

Feel
This is the biggie for me. Spending a week’s
pay on a great joystick (with lots of buttons
and knobs and 8x10 color glossy pho-
tographs with circles and arrows) doesn’t
mean jack if you kill every nerve in your
thumb when you spend four hours trying
to take down that Fokker.

The Extreme Digital was comfortable,
but its smoothly contoured design is built
for a slightly larger hand than mine. | hope
you have the “oomph” to go with that larger
appendage—you’ll need it. | think the
springs in the Extreme were made for a
Chevy pickup. It’s quite a workout using it
for any length of time. While | am sure this
strength of spring will add years to the
life of the stick, it proved frustrating.

The heavy base helped, but | think if you
welded the sucker to your desk so you
could really throw

some abuse at it,
then it would be
an excellent
choice.

The handle
for the EagleMax

W



HARDWARE

N-E VI

E W

HARDWARE

R E Vv I

is artistically designed in the shape of a styl- :

ized eagle. Actually, it looks a lot like the
Maltese Falcon, and | kept expecting
Peter Lorre to walk in and search

Millenium 3D Inceptor

Manufacturer: Thrustmaster
Phone: 503-615-3200
Retail Price: $89.95

Highs: “Knuckle roll”
execution is unique

Lows: “Knuckle roll” takes
some getting used to

my cubicle. This, plus a very
light base, made the EagleMax
feel cheap and flimsy. However, the
grip was surprisingly comfortable and the
wide base helped compensate for the lack of
mass. It also has a very wide throw (similar
to shifting a small Italian sports car), which
took some getting used to.

Speaking of getting used to something,
the Millenium 3D Inceptor was something
else. The Millenium is designed after the
controller used on the space shuttle (also
built by Thrustmaster, but costing a little bit
more). It uses what they call Knuckle Roll
Over for the Y-axis. This means you just
move your wrist, not your arm, when you
use this stick. It takes a time getting used

FEATURES
Joystick Retail

Price

EagleMax

Logitech
Extreme
Digital

Thrustmaster  $89.95
Millenium

$59.99
$49.95

to, and, frankly, | didn’t like it at first.
However, after using the stick for
about 15 minutes, | found it
feels quite natural. The move-
ment is very intuitive and
easy, despite
heavy springs
and a very
heavy base.
| began to
feel like my
hand was in
my plane
controlling its
movements.

My Recommendations

For “no-brainer” programming and game-
play with multiple keystroke commands,
go for the EagleMax. However, its light con-

struction probably won’t stand up to a major
pounding. The EagleMax is a good controller :

for a less aggressive style.

If you are a serious flight-sim maniac who

abuses your controllers, it will be a close
call between the Logitech Extreme Digital

and the Thrustmaster Millenium 3D Inceptor.

Both are digital, solid, and made by compa-
nies with solid reputations. | liked the
Thrustmaster programming software over

Functionality
(Easy to
Program?)

Flyahiltiy Feel

Logitech’s. If you play a lot of flight sims like
Red Baron Il or Pro Pilot, the choice would
probably be the Extreme Digital due to the
standard way the stick moves. If you can

get used to the Millenium 3D “Knuckle
Roll”—and | recommend you give it a try—
then go with it for its natural feel, rudder
control, and crisp response.

There you have it, my humble assessment
of the joysticks that are out there today.
Remember, they’re your rubles...spend
em wisely. @

O K, | ApmiT it, | did look at one
other joystick. However, | did
not feel that it was fair to include

it with the other contestants. | have
seen the future, and it beats the snot
out of me.

Sitting on my desk next to a puddle
of drool is the Microsoft Sidewinder
Force Feedback joystick. Flying will
never be the same. It is difficult to
describe what using Force Feedback is
like. The best | can do is boil it down
to three short
sentences: It's
real. It’s smooth.
It’s quiet.

| have no
doubt that the
SWFF will be the
heavy hitter in
the force feed-
back battles that
are sure to be
waged in the
very near future.
| also believe soon
you will see Force
Feedback chairs,
helmets, desks,
shoes, and underwear. Watch for these
Sierra titles and more that will support
Force Feedback, and prepare yourself
to be spoiled rotten:

Manufacturer: Microsoft
Phone: 800-426-9400
Retail Price: $159.95
Shipping: Late September
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DRIVER’S EDUCATION

AMINE. a
e 4 s
N atine W
The ultimate driving simulation—Driver’s
Education 98 guarantees to help new

drivers pass their written driving exam.

Educated drivers are safe drivers.

By David Senan

D! s Education 98

(www.sierra.cum/driversed J
LOWING AWAY HERCS and try-
-7 BT ing to hit Randy Johnson's
fastball in FPS: Baseball
= Preferred S AR ol L2
System Pro 98 play an important purpose in
B life. Both are fun. But computers
Requirements I
486/66Mhz. 8 MB are more than mini-arcade engines
RAM. WIN95 with a monitor. They can also
serve the noble purpose of edu-
W Format cating and making information-
. WINg5 GO gathering an interactive and
. Price exciting process. Bottom line:
Ava“ahle: Fa” $39.95 Computers make learning fun.
T (UfﬂE'I' "835]9) Executive producer and Dynamix
eIy co-founder Jeff Tunnell and designer

\\¢
L;mn 18007577707

Bill Money are currently working on a

Il 'NTERACTION MAGAZINE FALL 1997

title that’s going to change the way dri-

i vers everywhere (young and old) learn,
i comprehend and—most importantly—
remember the rules of the road. It’s
called Driver’s Education '98, and it's

i such a good idea, it's hard to believe

i no one’s thought of it before.

: Put the Pedal to the Metal
i Sixteen-year-olds view getting their
i license as a rite of passage. They eager-

" ly anticipate the sense of independence

having a license offers. Parents, on
the other hand, hope and pray their
kids really learn the rules of the
road before they get behind the
wheel, and remember what it takes
to be smart, defensive drivers.
Sierra is about to make this com-
ing of age easier for everyone
with Driver’s Education '98. It's
a comprehensive instructional

aid for students who are study-

i ing for their driving test. It will help
i novice drivers learn the state rules
: and information necessary to pass their

i driving test—no matter what state they



live in. Traffic laws for all 50 states

(and the District of Columbia) are
included, and it's completely cus-
tomized by state. The folks at Sierra
are so certain Driver’s Education '98 will
help the driver-to-be pass his or her
written driving test, they're even offer-
ing a money-back guarantee. A money-
back guarantee that teenagers are
going to pass a test? Where were these
guys when I was in high school?

Back To School

Sierra’s Driver’s Education '98 is actual-
ly two products in one. The first prod-
uct within Driver’s Education '98 is the
Driving Academy. It provides over 50
interactive lesson plans illustrated with
diagrams, video segments, and demo
maneuvers. It covers topics including
driving preparation, defensive driving
techniques, and common driving rules.
The Driving Academy features cus-
tomized lessons for each individual
state. It also provides immediate
feedback on each student’s progress

with quizzes on such topics as freeway

driving, parallel parking, and
accurately interpreting road
signs. Students take a quiz
over each section and must
pass to move forward—tests
are customized from over a
thousand randomly generated

questions.

Hit the Road, Jack
Once the written test is
passed, the student receives
his or her virtual permit.
Now’s the time for the student to put
this newfound knowledge on the road
with Driver Ed, their interactive driving
instructor. Driver Ed offers advice and
gauges the progress as the student
jumps behind the wheel and moves
on to Driver’s Education '98's second
product, the Virtual City.

The Virtual City is where Sierra gets
to flex some of its gaming muscle.
Using advanced 3Space technology—
the same 3D technology that fuels
games like Earthsiege 3 and Mask of
Eternity, the developers have created
a 360-degree, real-time virtual world
of cars, buildings, and traffic signs.

It accurately simulates urban and

rural roadways while presenting
random events with other vehicles

that are guided by their own unique
Als. This adds to the realism of the
Virtual City by confronting student
drivers with emergency vehicles,
slower-moving vehicles, and those
ever so unpredictable...teenage drivers!

Driver’s Education '98 isn’t a game.
It is a two-tier interactive educational
tool that makes driving rules
stick, because the learning
process is fun and unique.
Student drivers get an intu-
itive classroom tutorial that is
designed (and guaranteed, no
less) to help them pass their
written driving test—no mat-
ter which state they live in.
Once they've passed their
written virtual driving test,
student drivers get to hop
behind the wheel and test
their skills in the Virtual City

under the watchful eye of

their personal driving instructor, Driver
Ed. Educational, yes; boring, no. Just
because Driver’s Education 98 is a seri-
ous instructional tool doesn’t mean it
isn’t fun. Sierra was determined to
make this title, because so many
teenage driver wannabes and their
parents are counting on it to help
create better, safer drivers on the
nation’s roads. To get even more
information about Driver’s Education
‘98, go to the Sierra website at
www.sierra.com/driversed/.

INTERACTIVE DRIVING
INSTRUCTIONS AND TIPS

The Driving Academy places new
drivers in an interactive classroom.

50 lesson plans, completely customized
by state, teach and quiz drivers on tech-
niques from parallel parking to inter-
preting road signs, to recovering from
accidental slides.

PARALLEL
PARKING

SLIDE
RECOVERY

www.Si1eErra.Cov NI
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Download your free demo and custom Lords I theme pack from our Web site at

http://www.sierra.com/games/lords2. Order your copy today by calling (800) 757-7707. ImpI‘BSSIOHS




Declare all-out war with the Lords of
the Realm™ II Siege Pack. Now you
can concentrate on just fighting — this is
pure combat. Lead your armies into 50
new battle arenas which will test the
mettle of the most seasoned war lord.

Enemy hosts await you for head-to-head
combat on the Internet. Plus, new castles,
battle maps and scenarios are ready to
take you to the next level — putting you
one bloodstained step closer to the

English throne. NEW COMBAT ONLY MODE

NEW INTERNET PLAY
SIEGE CASTLES
& FIGHT BATTLES

ERSION OFf

AIDVd 401185

-
m
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Choose to clash swords in the open
field or lay siege to new castles with
your customized army.

Battle friends
and foes on the
Internet.

Seige upon 10 new
Castle Designs.

DI.\L‘U\'L‘]‘ ZO
New Countries
to conquer.

Repel invaders
with new Burning
Pitch.

Clash on 20 new
Battlefields.

Create your own challenging battle-
fields — dare players from around the

world to play on your “home turf

ng this fall' Lords of Magic™

=
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POLICE QUEST: SWAT 2

SWAT 2 designer Susan Frischer gives
gamers an insider’s look at the design
and development of the upcoming
action-packed police strategy game.

By Susan Frischer

— HE MOST RECENT addition to
'Y
)

Police Quest: SWAT 2

wa.sierra.cum/swatz )

the Police Quest lineup is

)

egy game, SWAT 2. This
next incarnation incorporates all

:;e:ti:‘ed | the characteristics that make

Requirements a Police Quest game

Pentium 133+, 16 MB unique and exciting:

RAM. WING5 realistic settings and
true-to-life police tactics

Format based on the harsh realities of

WINS5 CD our violent modern society.

i « Hali 4 Designer’s Notes
Avallahle' HUIIday ?;;;; Hi, I'm Susan Frischer, SWAT

(Order *70310) 2's designer. Way back when
[ wrote the Police Quest: SWAT

hint book, I interviewed the

D 1280027577707

Ell 'NTERACTION MAGAZINE FALL 1997

the real-time tactical strat-

i LAPD SWAT officers who served as the
game’s technical advisors. With surpris-
ing candor, they told me about the call-
ups, the shootings, and the dark humor
i they develop as a necessary defense
against the continual threat of violence
that’s part of the job. Growing up in LA,
I read a lot of negative press about the
i LAPD, and probably some of it is true.
However, after talking to these guys, |
developed a great deal of respect for

their skills and professionalism.
Despite their different appear-
ances, hobbies, and back-
grounds, they have in common
a very uncommon devotion
to their job, their team-
mates, and SWAT’s
life-preserving
philosophy.
They are indeed the Elite.
Getting to know these guys
up-close and personal decidedly
influenced the SWAT 2 design.
The first thing any officer will
tell you is every operation is
unique and unpre-
dictable,



Bap Intersection: In Los Angeles, not all the pot;

{ holes are caused by earthquakes.

Ma Eoimon: It lets you engage in 15 SWAT or
15 terrorist missions or create your own.

demanding on-the-spot decision-making
and an adaptable response. The second
thing he'll tell you is many choices can
result in a successful conclusion. The
key is to select the best option for that
particular scenario. During the
debriefing session after every mis-
sion, the call-up is analyzed with

20/20 hindsight, mistakes are pin-
pointed, and improvements sug-
gested. Everything I learned from

the officers led me to the conclu-

sion that flexibility must be an
important element in gameplay. |

want the player to make the same

calls as a real SWAT commander, to
pick from a wide variety of options,
and then play out the conse-

quences. The goal is to make the
player’s experience as close to real-

ity as possible without sacrificing

the ever-important fun factor.

So, player freedom is a top prior-
ity. Freedom to send your people
anywhere at any time. Freedom to

select and use any item in an

L - -

expanded gear list that
includes weapons, flash-
bangs, tear gas, and even
bombs and grenades (if
you're playing on the terror-
ist side, that is). Freedom to
call in the crisis negotiation
team (CNT), the SWAT heli-
copter or tank, K-9 units, and
explosives experts. Anything
a SWAT officer might face
once during a 35-year career,
the player will experience
multiple times in SWAT 2.
Former LA Police Chief
Daryl Gates is continuing in
his capacity as our content
consultant. Because of his
connections to the LAPD
and international police agen-
cies, we have direct access
and a virtual letter of intro-
duction to almost anyone in
the law enforcement field. As
the founder of the Special
Weapons And Tactics platoon
and a 43-year veteran of the
LAPD, Chief Gates provides a
unique perspective on SWAT’s
30-year history. In addition, we’'ll be hit-
ting him up for hints accessible during
gameplay, as well as stories about the
actual call-ups upon which the scenar-
ios are based.

Anything a
SWAT officer

might face

once during a

35-year career,

the player will
experience

! multiple times
in SWAT 2.

LOS ANGELES TIMES PHOTO

The Look

SWAT 2 takes place in a 3/4 perspec-
tive, top-down environment. The play-
ing field is resizable, featuring smooth
scrolling and zooming. Keeping player
freedom in mind, our awesome lead
programmer, Victor Sadauskas, is
developing a real-time game engine.
Victor says, “The challenge is to create
a high-performance, feature-packed
development system geared toward
real-time strategy games. Using the
latest technology, our highly talented
programmers are creating an engine
that will deliver a superior gaming
experience.”

We're building in multiplayer capabil-
ities right from the start. Play over the
modem as the good SWAT guy trying to
defeat your buddy’s evil terrorists, or
team up against the computer. We're
also providing a map editor so you can
create your own scenarios and chal-
lenge your friends. Imagine ordering
your SWAT team to create a diversion
while your friend sneaks his team in
through the back door. You and your
fellow players come up with the plan,
and then carry it out. It's entirely up to
you whether or not to follow traditional
SWAT procedures.

Our artists are going for an ultra-real-
istic look, incorporating all the grunge
and filth of a typical LA day. The art

s O
S N \%

4&‘,\
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director, Mike Hutchison, says, “With
SWAT 2, we're trying to bring a level of
realism, detail, and variety to the back-
grounds and animation that hasn't been
seen before in a strategy game. The
impression of ‘real life’ is crucial to the
SWAT games, so in order to simulate
what we all know—the real world—

we need to include a wider variety of
terrain, buildings, and props than you
would usually find in a strategy game.
This attention to real-world detail is
what sets the look of SWAT 2 apart from
other games in the strategy genre.”

Choose Sides

At the beginning of a new career, the
player decides whether to take the

side of SWAT or the terrorists. Each
career consists of 15 missions played

in chronological order. Locations range
from city streets and buildings to rural
areas like the Mojave Desert. As you
play through the missions, they esca-
late in intensity and difficulty. And an
underlying story emerges, connecting
seemingly unrelated events. Play well,
fight hard, and live up to SWAT’s reputa-
tion as a life-preserving organization,
and you'll be rewarded with more of the
plot. Go in with guns blazing and you
may make it through the mission, but

you run the risk of destroying evidence

Missions
escalate in
intensity
and
difficulty,
revealing an
intense
underlying

story.

and killing suspects who could have
provided important clues.

To describe the interface in
a bit more detail, the Chief
control panel allows you to
macro-manage the operation,
recruit officers, communicate
with the CNT, and position
sniper teams, elements, and
specialized units for deploy-
ment. You'll recruit your ele-
ments and sniper units from
a pool of 120 LAPD officers
who want to become mem-
bers of the elite D Platoon. &
Among these officers, you'll
find some familiar faces from
SWAT 1, as well as a surprise
appearance or two.

Once you decide you have
the personnel needed for a
particular operation, you'll
call all the shots, ordering
your officers to do stealth or
dynamic entries, move strate-
gically, provide cover, lob
flashbangs, shoot tear gas,
rescue hostages, and, last but
not least, confront and neu-
tralize suspects (yes, that
means shoot them if neces-
sary). You'll see the results of

your actions, and no scenario

EE NTERACTION MAGAZINE FALL 1997

Crime Ca

is complete until the last
threat is neutralized

As a SWAT officer, you'll
face psychos, criminals,
and terrorists, each with
his own deviant personali
ty and arsenal of weapons.
You'll defuse bombs, bust
drug manufacturers, take
out rooftop snipers, and
quell riots. You'll be able
to order officers to use
any of the gear in their
personal inventories: .45
caliber Colt, MP-5 subma-
chine gun, Benelli 12-gauge
shotgun, .308 sniper rifle
and scope, flashbang,
scout mirror, battering
ram and explosives (for
dynamic entries), rappel

gear, tear gas launcher and

canisters. When you play the terrorists,

you'll have more exotic weapons,

Your Mission: Defuse violent situafinns and
insure the safety of innocent citizens.

ay as the good guys or the
criminals—the choice is yours.




including
grenades,

booby traps,
time bombs, and

rocket launchers.

What's So
Cool About
SWAT 2?
For a more objective viewpoint than a
designer can provide, | asked our pro-
ject manager, Oliver Brelsford, what he
thinks is so special about our game. He
said, “I think one of the best features of
this game is the Initiate command. It’s
standard procedure on SWAT teams to
use this command to set a plan into
motion. In SWAT 2, if the Initiate button
is locked down, officers will perform
your commands immediately as in any
real-time game. However, if the Initiate
button is unlocked, officers will take
orders but won't carry them out until
you're ready. In this way each officer
will simultaneously perform his or her
preset commands in a smoothly coordi-
nated effort. By basing gameplay on
real-life SWAT tactics, we've solved a
common problem in many real-time
games where it’s difficult to coordinate

a multiple-unit attack.”

» Thanks, Chief

0 MEMBER OF the police

force has ever gained
as much notoriety as former
LAPD Chief Daryl Gates.

On top of all
that we're devel-

oping a brand-new
artificial intelligence
engine for SWAT 2.
Each nonplayer char-
acter will react sponta-
neously to any given situation
depending on his personality type
and range of behaviors. These reac-
tions will be dynamic and improvisa-
tional so even the same character can
react differently under identical circum-
stances. This dynamic feedback creates
unpredictable computer opponent
actions as well as a unique game expe-
rience every time you play.

Playing on the side of the law, you'll
come up against the wacko taking pot-
shots at planes on the LAX runway, the
guy holding his own daughter hostage,
and die-hard terrorists with a secret
agenda. Hostages might be passive or
aggressive, posing almost as much of
a threat as the armed suspect. There’s
even a chance a hostage could develop
Stockholm syndrome, a documented
condition in which a person in immi-
nent danger forms an unnatural
attachment to his captor and acts

on his behalf.

case. His aggressive style
of policing combined with
his strong opinions has
made him no stranger to

Over a 4o-year law enforce-
ment career, Gates has
played a pivotal role in such
incidents as the Watts riots,
the shoot-out with the Black
Panthers, the assassination
of Senator Robert Kennedy,
the Hillside Strangler, anti-
terrorist security at the 1984
Olympics in Los Angeles, and
the high-profile Rodney King

controversy.
Gates has given a lot to

i the law enforcement commu-

nities in the form of the Drug

Abuse Resistance Education

(DARE) program. The DARE
program, originated by
Gates in 1983, is now in 52
percent of U.S. classrooms
and is dedicated to eradicat-
ing substance abuse among

LOS ANGELES TIMES PHOTO

children. Some may argue,
however, Gates did the most
for law enforcement by creat-

Trendsetter in
the Making
In a market already glutted with

Warcraft and Command & Conquer
clones, SWAT 2 will be a trendsetter,
not a wannabe. I've tried to design a
game that combines the real-time
urgency and excitement of an action
game, the complexity and attention to
detail of a strategy game, and the story

and dialog of an adventure game. A

Tense situations can develop out of nowhere—

don’t get caught unaware.

tough order to be sure, but you Police
Quest fans are a demanding bunch.
Hopefully, we'll succeed in giving you
exactly what you're looking for in this
sequel: player freedom and involve-
ment, action, suspense, and most of
all...FUN! SWAT 2: The player is in
charge. Look for it this November.

ing the first Special
Weapons And Tactics
(SWAT) teams. SWAT
teams enter and try
to defuse the most
dangerous and volatile
situations. Because of
all his achievements
with our nation’s most
effective police depart-
ment and his dynamic
personality, we are
proud to work with Gates
on our immensely popular
Police Quest: SWAT series.

www.sSierra.Cov JIER



The More Intelligent
Multimedia Encyclopedia

MORE INTELLIGENT

Collier’s Encyclopedia 1998 represents a new generation of g'lei gdt 5 E’ew E QO Communicator :"_'elgi

multimedia encyclopedia. Built from the ground up to be more Tz e AR
complete and versatile than the competition, Collier’s 1998 uses : & a _{& = @ fi
the combination of a powerful new search engine and an integrat- Eoce Forward Reload Home Search  Guide Prir

ed Web browser for improved information processing. These . T T
features, along with superior content and high-quality multimedia

elements, make Collier’s 1998 an integrated information source
that literally puts the world at your fingertips.

CoMPARE THE FACTS

Collier’s Encarta
Encyclopedia 1998 Deluxe '97 Book

Collier's

Collier's
A Collier's
Collier's
\ Collier's

\ Collier's
Collier’s \

Words 17,000,000 11,000,0000 10,000,000
CDs 3 2 2
Simulations & 24 8 8
Activities

L] L]
Integrated Web Yes No No Slmulauom
& Encyclopedia
SEARCH:
Relevance Ranked? Yes No No
Related Word Yes Yes No .
Searcn? Iimeline
Instant Searches  Articles, Atlas, Articles Only Articles Only

& Multimedia

Internet Access Integrated Nonintegrated None
WorldNet* MSN

Collier's™ is a trademark of Collier Newfield, Inc. *WorldNet is a ™ of AT&T.

EXPLORE THE FUTURE OF
MULTIMEDIA ENCYCLOPEDIAS

Special Introductory Offer! Collier's Encyclopedia 1998,
normally $79.95, is now available for just $29.95 (after a
$50 mail-in rebate). This astounding value provides your
family with the most up-to-date source of information
available, for less than the cost of many hardback books.

Call 1-800-757-7707 now to order
Collier’s Encyclopedia 1998. orer #70340 Format WiN CD

(& Collier Newfield




$50 Rebate! 0.

)
Get a $50 Rebate by mail when
you buy Collier’s Multimedia
Encyclopedia 1998!

To receive your rebate, mail completed coupon with the original Ftrodociury Bl
UPC code and original store receipt dated between 8/1/97 and %79.95'
1/31/98 to: Collier’s Rebate, P.O. Box 52995, Dept. 11536, Rebate -50.00
Phoenix, AZ 85072-2995. Now only: $29.95

Coupon must be postmarked by February 15, 1998, Sierra may discontinue this offer at any time. Rebate will be remitted in Canadian
currency for Canadian residents; U.S. currency for residents of the United States. Offer good in USA and Canada only. Void where prohibited
This certificate and required proof of purchase may not be reproduced, traded or sold. Rebate not valid with any other offer or coupon. All
rebates become the property of CUC Software and will not be returned. Not responsible for lost, stolen, illegible or misdirected mail

©1997 Sierra On-Line, Inc. ® and or ™ designate trademarks of, or licensed to, Sierra On-Line, Inc., Bellevue, WA 98007. All rights reserved.




$

Mail completed coupon with the original UPC code and original
store receipt dated between 8/1/97 and 1/31/98 to: Collier’s Rebate,
P.0. Box 52995, Dept. 11536, Phoenix, AZ 85072-2995.

Rebate

Name

Address

City State Zip

Phone: Day Evening

This offer not valid with any other Sierra promotional offer. Limit one rebate per household. Sierra is not responsible for lost or
re-directed mail. Void where prohibited, taxed, or otherwise restricted. Envelope must be postmarked by February 15, 1998.



MORE COMPLETE | 2 A8 288

SPACE STATION

SPACE STATION , a multipurpose technology that combines
aerospace and structural engneerng It can be conndered any or
all of the following spacecraft, domucile, laboratory,
telecommunications center, workshop, dockmg bay, fuel depot,
and yard. The aftnbutes that distingwish a space
station from other kinds of space technologes are 1) its capabiity
to support the presence of human bengs for an mdetermmnate
penod of time; 2) its permanency (untd esther abandorenent or
deconstruction) in orbit around the earth or some other

ol body. An mfinite number of rpac o-stahon dengns
are possible What a particular space station will look ke and do
depends on who mtends to budd # and for what purposes.

E;l.ﬁ.irm. won PRE-SPUTNIK CONCEPTS

The concepts of spaceship, artificial satellite, and space station

were first expressed in late 19th-century European science fiction.

To many Europeans, imbued with a 400-year hertage of naval

exploration and worldwide discovery, outer pace seemed to be

only ancther kind of ocean, and other plansts beckoned as

| especially exotic ports of call Symbohcally, the penod of

terrestnal and discovery had ended m 1911, when =l
b e DV L

Bigger than Encarta, Collier’s Encyclopedia
1998 packs three CDs with more in-depth
articles covering a wider range of topics. In
words alone, Collier’s 1998 surpasses the
current industry leader by six million. Add
over 18,000 photos/illustrations, more than
six and a half hours of audio, more than

_ 150 videos and animations, and you'll see

why Collier’s 1998 stacks up as the most
# fi ziﬁ

ipace shuttle Discovery.

complete multimedia encyclopedia—ever.

i Securty s top ’;; Mot oot e i Netscope <
4 ¥ 3N e S W o
WEB FRIENDLY Back Reoad How Sewch Gude P Seosty J

2

- Astr N, et exploration
‘The stannng visuals oa this Website are some of the best umages from NASA's
planetary exploration program Images of the nine planets and the most
important stoall bodies in the solar system as well as information on the
e

Collier’s Encyclopedia 1998 provides
the necessary tools to access the Web
asily and quickly. Built on an industry-
standard Web browser, it brings you
directly to the specific information you
- need on your topic. This multimedia
encyclopedia not only offers an incredible
amount of existing information, but also its
3,000 direct Web links connect you to
information as new as today’s headlines.

Astronomy, Cassini mission
This Web site 16 devoted to an mternational venture known as the Cassmnd
murnon to probe the mysteries of the Saturn system. The page gves specifice on
the mussion, its objectives and participants, the astronomer for whom the mussion
1s named, the spacecraft requrements, fight operations, and the planet Satum
“The nussion and ste are managed for NASA by the Jet Propulsion Laboratory,
Califtitia Tnstitite of Technology.

Space exploration, Vovager missions
Thus home page from the Natonal Space Science Data Center prowdes
background information on the Voyager space missions and outhnes the
scientfic results of the nussions. A photo gallery features photographs taken by
Voyager cameras Related Intermet sources are bsted

Mars, Viking mission
. The Viking Mars Mission home page from the National Space Science Data

* Center begns with background information on the mumon Some resdts of the
e mum»mywm»lﬂnmhmm

Document. Done

MORE MULTIMEDIA

Collier’s Encyclopedia 1998 goes far
beyond its competition on many levels.
It provides users with an interactive
format for learning and absorbing infor-
mation. Twenty-four exciting simulations
and activities provide an informative
multimedia experience on such diverse
subjects as music, physics, and geology.

MORE DETAILED MAPS

Where in the world did Collier’s 1998 come |
up with hundreds of great, detailed
maps? From DeAgostini-Rand McNally, |
of course. The maps in Collier’s

are so complete, you can zoom b X
ke B . - r 4 / + B
in from country level right N i gk ol
down to street level. | N e L =T
— = \ - .“.v»‘.« y
— ‘ . avetug FOSH e - -
— . X Yery
5 g~ onel i %5
ini- ’ ¥ 1 G o i~ o ¥ Ty
DeAgostini-Rand McNally Ltd. ' ¢ % Y &\‘%» / \ ¢ s 1




DESIGNER FOCuUs

-__;@-'ugzs'r FOR GLORY Vi

-

s A AR ’ - A e —

A @/
7 S

opul

After years of letters, e-mail, and calls, i game that won't disappoint rabid fans
i who are hungry for another winner.
rabid fans finally convinced Sierra to i Well, in true InterAction style, we're
i giving you a rare inside peek at how
conclude the epic Quest for Glory Dragon Fire has made the journey from
i concept into full-tilt production. With
series with QFG V: Dragon Fire. an intended release date of Holiday
i 1997, QFG series fans across the U.S.

By Nancy King i and the world are gearing up for one
of the most anticipated releases

www.sierra.com/qgs \/1 Y THE TIME a game of the year.
= like Quest for
Glory V: Eight Years and
Preferred [)rugorf Fire Four Title§ Latﬁer
System makes it to In 1989, Lori and Corey
Requirements your computer, Cole created for
Pentium 90+, 16 MB RAM, you're playing a Sierra the first title
:léugﬁnmazxpgg:ﬂsg;m polishe.d product with a solid ivn tlvw new QFG series,
marketing plan and full company So You Want to Be a
Format support behind it. What you're Hero. Heralded as “a
WINS5/MAC (PPC) CD not privy to is any of the tough breakthrough in adven-
Price and sometimes agonizing choices ture game design” by
95 that have to be made, the dogged Compute magazine, QFG [
ﬁ]dmgﬂl' *10325) determination of thousands of was the perfect combina-
fans, and the intense work it tion of fantasy adventure
1> 1+800757°7707 takes to actually produce a and role-playing games.

I 'NTERACTION MAGAZINE FALL 1997



Multiple camera views allow you to view the intricate details of the three-
dimensional scenes in full panoramic splendor.

“We wanted to share the drama, the
excitement, and the fun of being a real
hero,” explains Dragon Fire co-designer
Lori Cole. QFG I was an immediate suc-
cess. Fans were hooked. They eagerly
awaited the release of the next three
games, Trial by Fire, Wages of War, and
Shadows of Darkness. What they didn’t
know was Sierra had decided to make
Shadows of Darkness the last game in
the series

By the time Shadows of Darkness was

released in 1993, the software industry

and Sierra were going through some
major changes. By March 1994, Sierra
had moved its corporate offices up to
Bellevue, Washington, and PCs were
exploding with new technology. There
were faster machines with
greater memory, which
opened up new avenues for
designers and developers.
Finally, technology was
able to convert some of the
more brilliant ideas coming

from the imaginations of great

storytellers (like Lori and Corey) into
computer games. The gaming industry
took a whole new direction. Dragon Fire
just didn’t make it on Sierra’s list of
future games.

Listening to Our Fans
End of story? Not quite. For the
past two years, fans have persistently
sent Ken Williams (Sierra co-founder)
and Craig Alexander (general manager
of Sierra Publishing in Oakhurst,
California) e-mail and letters, and pub-
licly pleaded with them through this
publication, to resurrect the QFG series
with one final game.
As Alexander puts it, “Interaction
with Sierra’s customers definitely
has an impact on development deci-
sions. Dragon Fire never would have
happened had it not been for the
thousands of fans demanding
Quest for Glory's return.”
One example is fan
Carl Rothman. He went so
far as to say in his e-mail,
“I have locked the door to
my room, and [ won't come

out. The Internet is my only

www.S1eErra.Cov HE]



Action/RPG

L]
connection to the outside world, and I  : for Heroes to a seasoned adventurer A Bad | Cal 3 6 Oo-
won't come out of my room until QFG V i in the course of Quest for Glory IV DE g‘fe € C h an g‘c

comes out and my dad buys it for me!” i (Shadows of Darkness).” One of the

The latest technology featured in
Dragon Fire are voxels (short for vol-
ume pixels). The characters are creat-
ed using voxels, which allows for an

(Editor’s Note: Hey, Carl! If a copy great things about this series is you

of this article reaches you in your don’t have to start with game one.

self-imposed seclusion—it’s OK Each game is a self-contained

to come out now.) story and you learn as you

RUEST FOR GLORY 5: DRAGON FIRE

go. Novice players and die- extremely high polygon count (for
Getting Back hard gamers have found example, the hero in Dragon Fire
to Work RINSOIIECENIMGNRL BN alone uses 10,000 polygons). A little
The first thing Alexander one, and it will be the same confused? That’s OK. The voxels and

for Dragon Fire. 3l polygon counts determine the com-
“This is a series, and along the  EGUVEIRUIGETER SR IETTLEE LT
duce this game, was contact the Coles. ! way characters spoke of Silmaria and @l how realistic each one looks. Unlike

did, after getting the green

light from Ken Williams to pro-

Over lunch he proposed the idea of : in the manuals we included Silmaria as 8 traditional 2D characters, voxels have
creating one last QFG game. He told an address,” Lori continues. “Finally, in complete freedom of movement. They
them the fans were clamoring for it. Dragon Fire, the hero has the opportu- can be viewed from any direction (top,

“I also offered Lori a budget that i nity to become King of Silmaria. This bottom, and 360 degrees around) and
is a prize he deserves for all the

surpassed all of the first four QFG can be scaled large or small as they

approach the camera. And all this
means Dragon Fire is a game that’s

games combined,” Alexander good things he has done in

explains. That immediately the games and one he will

sold Lori on the idea, but certainly earn by the end of

more fun to look at and play.

unfortunately Corey had Dragon Fire. After all, how

other commitments. “From many times can one person
the beginning our goal was save the world?” i wanted in Dragon Fire. Quest for Glory

to make Dragon Fire the pin- fans are great. They are all over the

nacle of this phenomenally suc- Team Design i world, and they all care very much

cessful series,” Alexander stresses. : “Corey and I designed the first four i about what happens next in the series.
“When Craig approached me with games of the Quest for Glory

the opportunity to make Dragon Fire, i series in solitude,” Lori says.

I was thrilled,” Lori Cole says. “I really i “We tried new things in each

wanted to make this game since | start- new game, and never knew

ed the series. From the beginning, * whether they were good or

bad ideas until after-

these games had been designed
like a book trilogy. The game ward. From the
story flows from one Quest beginning, our fans
for Glory to the next. You let us know what
always play the same char- worked and what

acter, each time building his didn’t work. So, the

abilities and skills, making game series continu- ) . @

new friends and enemies, and ally evolved but slowly B

developing the overall plot. We've ) and by trial and error. You embark on a quest which leads you on a
taken the Hero from a beginning-level : “This time, we openly asked path of entwined heroic feats.

graduate of the Correspondence School } fans for ideas about what they

EEl NTERACTION MAGAZINE FALL 1997



They have e-mailed both me and Terry
Robinson, my co-designer on this
game, telling us what they like or dis-

like from what we have put up on the

$ ¢

It’s going to take all of your skill, wit, and ingenuity to

make it past the guards.

website. I've actually taken a character
known as Punny Bones out of the game
because of fan input. There were sever-
al negative comments, and | thought
they were important enough to pull
him, and [ really like the character. |
believe it's important to listen to what
my fans have to say and try to satisfy
them. Without fans, [ wouldn't be work-
ing on Dragon Fire. Because of them,
| can continue to create great games.
“But that’s not the end of Punny
Bones,” Lori continues. “We're planning
an expansion CD for Dragon Fire (it
should be released in 1998). Gamers
will have to already own Dragon Fire
to continue the story. It will have new
adventures in the settings of Silmaria.
“If you win Dragon Fire and become
king, you will play the expansion game

as the king. If you married someone in

Dragon Fire, you will have a wife in
the expansion game. And I'm putting
Punny Bones back in the expansion
disk, because other fans have formed
a Punny Bones
fan club and, like
me, really like

the character.”

Multiplayer
Mayhem
Besides fan input,
Lori Cole and Terry
Robinson decided
Dragon Fire had to
be a multiplayer
game. “Multiplayer
mode is the future
of computer games,
and the future is
now when you play
Dragon Fire,” Lori
stresses. “Most com-
puter games are very limited in their
ability to let the player do things. They
can only adapt so much to the player.

“That’s not true with Dragon Fire.
Every time you play the game with
someone new, you have a totally differ-
ent experience. So whether you play
this game with a friend sitting in the
same room with you with a second
computer hooked up directly to yours,
or play your pen pal from Portugal,
Dragon Fire will be different every
time,” Lori states with a smile.

So, the last chapter is written in the

popular Quest for Glory saga—a fitting

conclusion to one of the most
popular gaming software titles
ever created. Because fans
wouldn't settle for anything
less and showed their support

and loyalty with letters and

IS QFG VI Next?

When asked about QFG VI, Lori was
blunt. “I am certain that the fans will
want another game in this series.
However, | intend that the next series
will start out with someone different.

“I’ve put some thought into it and

I’'m sure you will be able to have your
choice of heroes. Maybe you’ll play
the son or daughter of the hero from

Dragon Fire. Maybe you will play
someone completely different, in

an entirely new land with new skills
and spells. | don’t know right now,

because | intend to let the fans deter-
mine the next path for the game. I’ll
let them contact me with their opin-
ions on the matter, and we’ll let them
tell us what would be the most fun.
All in all, the quest continues one
way or another.”

e-mail, Dragon Fire became a game.
This project wasn’t without its share
of headaches, trials, and tribulations.
That's all part of the creative process.
What's different about it is fans had a
say in what it would be. It also opened
a new avenue in the world of game
design. Fan input before and during
the process has changed how we do

business—for the better.

online Dcsign fForum

Check out the Quest for Glory V: Dragon Fire
online design forum at www.sierra.com/qgs/.
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An ultra-smooth/ultra-fast pinball
game with all the makings of an

epic adventure hit.

3-D Ultra Pinball 3 By Jeff Gilbert

wa.sierra.cumladupba )

IZARDS TO THE left!

Raptors to the
right! Raging

Ell 'NTERACTION MAGAZINE FALL 1997

rivers and wild water-

Preferred ) )
System falls gush like busted fire
Requirements hydrants all around your
486 DX66, Win3.1 or WIN3S/ mosquito-ravaged ankles!
Mac 03 75, PPC, GHBRAM | And everywhere you turn
Format | you run the risk of step-
WIN/MAG CD ping in market-fresh piles of dino doo.
If your name is Rex Hunter, then it’s

Price just another day at the office, which
339-95 just happens to be among the ruins
(Win Order :83597) of a lost temple buried Tarzan-
(Mac Order “13697) deep in the jungle. And if that

D 1280027577707 isn’t enough, your co-workers

i are 10-ton prehistoric man-eaters who
i don't like you. Maybe it’s time to ask

i the boss for a raise.

Dynamix, the wild bunch behind
the insanely popular 3-D Ultra Pinball

series (3-D Ultra Pinball, Creep Night),
has outdone themselves, this time
melding the cliffhanging adventure
of Indiana Jones with the digital

i dinosaur delights of Jurassic Park for

their most engaging and compul-
sive-play pinball game yet.
3-D Ultra Pinball 3: The Lost
Continent is bursting with
standard-setting, highly
detailed graphics:
ancient crumbling
temples, animated
gargoyles,
creaking
wooden
bridges, dan-
ger-infested
jungles...heck, the



dinosaur eggs alone look real enough
to eat. (What, no toast?) Throw in

the ultra-smooth/ultra-fast gameplay
(it's like driving an Indy 500 car on ice),
and you have all the makings of an epic
hit. Thank god, this thing doesn’t need
quarters. And would somebody please
call Dynamix, and tell them to knock it
off? I can’t stop playing this game, and
now my gums tilt if [ brush my teeth
too hard.

The Lost Continent is light-years
beyond your garden-variety bump 'n’
bash computer pinball games. There’s
a plot, actual characters, secrets to
discover, and a quest to complete. As
Rex, you're a bush pilot who's acciden-
tally parked your plane in a jungle that

has no runway or 7-Eleven. In other
words, you've crashed and don’t have
the slightest clue where the heck you

are. Neither do your guests, noted zool-

ogist and inventor Professor Spector,
and Mary, his able-bodied secretary

Practice, timing, a little luck, and the best ball
physics in the business keep you moving to the

next level-until T. Rex hunts you down.

Follow the complete scoring story of the gaﬁle
through rich 3D character animation.

who can type

65 words a
minute, but has
a little trouble
out running a
velociraptor. It
doesn’t take long
for you to dis-
cover that you're
trapped in some
sort of time warp,
a sort of T. Rex
Twilight Zone.
Your mission

is to fend off
attacks from
human-hating
reptiles, navigate
through tricky
terrain loaded with traps, ramps, and
speed bumps, and get your heinie outta
there before that scientific-looking can-
non you're firing pinballs from runs out
of ammunition.

That's the beauty of the 3-D Ultra
Pinball series—no other comput-
er pinball game even comes
close to its meticulous graphics,
groundbreaking features, or bril-
liant innovations. If you can
avoid being turned into brunch
by a plesiosaur in the first five
minutes, The Lost Continent
sports a staggering 20 interlink-
ing boards that impressively

zap you between play tables—
provided you strike the right
sequence of shots. But if you're
like me and couldn’t hit the
broad side of a brontosaurus,
you'll spend a lot more time try-
ing to find a way to cheat. While
much can be said for triggered
explosions and point-scoring
mayhem, if you set up the cor-
rect string of shots, then cave
doors mysteriously open, dense
jungle foliage unfolds to reveal
previously undiscovered path-
ways, and giant cranky beasts—
in need of some decaf—are rude-
o ly awakened from their prehis-
toric slumber. And those dino
eggs? Sure, they break open as
easily as if they just fell from a

des 15, that’s right, 15 lightning-
the makers of the most popular pinball series of all time.

N

shopping cart, but the problem is, you
never know what kind of toothy beast
is gonna pop out to defend them—
especially when you help 'em hatch
with a few good smacks.

Don’t worry—there’s plenty of
moving targets to satisfy the flipper
freak in all of us. Herds of rampaging
compys dart across the playing field,
frantically leaping over fallen logs
and rocks as though being chased
by Barney. When intercepted by a
well-aimed ball, these agile creatures
sound amazingly similar to someone
stepping on a bag of potato chips—
with army boots. The triceratops,
on the other hand, is your friend.

At least, that’s what he wants you

to think. Knock a ball his way, and
chances are he'll head-butt it to a
secret location to be used at a more
opportune time—like when his buddy,
the chompasaurus, comes out to play.
He'd just as soon stomp on your head
as block your shot that’s aimed at
knocking down the pillars holding

his temple condo up.

In The Lost Continent, you're a
pinball paleontologist: fast-fingered,
fearless, and flashy. Your defense is
pure reflex with just enough pinballs
to keep that circling pterodactyl
overhead from making a mockery
of your just-washed car. Indiana
Jones may have needed a bullwhip—
all you'll need are flippers.

www.S1Erra.Covm BEE]
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ONLY YOu
CAN SAVE THE @ @

o

SURVIVORS OF
AN ALIEN UFPRISING

= wo centuries into mankind's future, tilje human
raceihas begun to colonize the stars. A¥ the
farth}est reaches of the galaxy, som tlung has
gone terribly wrong on Rubicon 20 . y An
unknown species, displaced by the colonists, has
retaliated byaglac:/ng the elltire colony in captivity.
In this real-time game of quick-thinking, fast-action,
and ic firepoweryou must save the human
captives at all costs. You'll navigate hostile terrain

surrounded by crater waIIs caverns and massive — ~ .
__ machj ery. You'll need to esource and - '
- “»vehicle at your disposal inc helicopters, '*‘m

motarcycles,and powerful industrial vehicles
l . armed with.devastating weapons of destruction.

CDITI'ING ™IS LAINTER
To order call 1-800-757-7707

om Impressions

Visit us at http:/www.sierra.com/captives/




Over 20 missions in a multilayered 3D

. environment featuring real-world physics.
Use the chopper for a quick escape

and to navigate the 3D terrain.

n e e em o e e o= e man

The engineers have turned this baby
into a heavily armed war machine.
) Multiple vehicles can be transformed into
i military-equipped assault machines.

¢ Face over 18 hostile ﬂien predators
bent on your demise.

Outrageous multiplayer action on battle.net
and up to four can play over a IPX network.

o

© 1997 Sierra On-Line. ® and/or ™ designate trademarks of, or licensed to Sierra On-Line, Inc. All rights reserved.




Strategy

DIVIDED DESTINY

OuTPosT 2

Outpg 2: Divided Destiny redefines i Outpost 2: Divided Destiny, you can

i explore your destiny in the stars—not

strategy gaming by adding multiple in 2015, but right now on your desktop.

According to Outpost lore, in the near

= = i future an asteroid smashes into Earth
layers of internal conflict. ) _

: and destroys it, prompting a group of
i humans to narrowly escape the planet

and set up their own colony on a new
s i By Geoff Keighley - sphere, New Terra. However, the ques-
Outpost 2: Divided Destiny v ghiey . .
¢ tions that surround the evolution of

(wwwsierra con/outpost2 VERY DAY, WE
grow closer

- . to learning
Preferred more about
System our galactic
Requirements surroundings. In early July,
Pentium 90+, 16 MB when the NASA Pathfinder
RAM, WIN3S spacecraft landed on Mars and
{. OUTpost. o—— delivered the first crystal-clear
| 2 WINSS GO photos from the Red Planet,
scientists heralded this event
. M as a sign humans could travel
AV3I|HU|E: NUW ;{;;: to Mars as early as the year
oy (Order *83726) SRR LSRR L E Il WARNING WARNING: Life Status-CRITICAL.
@ B e el e Morale-CRITICAL. Evacuate NOW!
o [ 1080027577707 sphere fascinates everyone. In
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this society on New
Terra echo similar
questions being
asked by scientists
about Mars, namely
“How will the human
race evolve?” On
New Terra, we learn
that a splinter
colony named
Plymouth has start-
ed to try to live with
the land, whereas
the original colony,
Eden, wants to start
terraforming the
land. Herein lies
the conflict that
hastens the adver-
sarial battle.

The game’s goal
is not as linear as

some real-time strat-

egy titles where you
siege and pillage an
enemy base using
blitzkrieg-esque
attack patterns.
Rather, the game
continues the tradition of the original
Outpost by trying to add a much more
human and emotional element to the
gameplay. Players deal with internal
threats in their colony as well as exter-
nal offensive attacks. But here, the
entire concept of fluctuating colonist
morale redefines strategy gaming by
adding layers of internal conflict.

As such, the play style of Outpost 2

TonAy's FORECAST-SHOWERS: Meteor showers are
one of the natural disasters you'll encounter.

1™s NOT
EARTHy BUT
1ITIS THE ONLY
FPLACE YOU CAN

requires new strategies and tactics
unlike those needed for any other
game. You'll wage war against threats
such as vortexes, industrial accidents,
and a low birthrate. All these topics are
far from the frontlines of the battlefield
but still extremely important to creat-
ing and evolving a new society.

MeeT YOUR
SPACE ELVES
The campaign game includes 12 mis-
sions for each side of the conflict.
Eden, whose strength is heavy destruc-
tion power, also has better research
capacity and faster scientists than
Plymouth, which has to rely on better
morale and a few surprise weapons to
keep the scales even in battle.
Colonists and their morale are very
real variables that can have a
dramatic effect on your game
experience. For instance, if
you destroy the enemy’s nurs-
ery, resulting morale fluctua-
tions need consideration.
What will happen to the
morale of your colonists when
they find out you have just
killed hundreds of babies?
(Hint: Don’t count on seeing
high morale levels for a few
weeks.) This entire new way
of thinking for a strategy game
helps separate this game from

the rest of the genre.

Getting back to the colonists, they
are divided into three classes—chil-
dren, workers, and scientists, who
all play a vital role in balancing the
five keys to the game: construction,
resources, combat, research, and devel-

opment. Remember the morale of these

MULTIPLAYER VS
MoTHER NATURET

A RMED FORCES COMMANDERS often
say that the most unpredictable
enemy they battle is Mother Nature
herself. Outpost 2 pits you head to
head with the elements of the most
notorious enemy of them all: You
must fend off natural disasters that
could quickly destroy any colony.
Threats in the game include realistic
vortexes, seismic activity, meteorite
impacts, and even volcanoes that
erupt with flowing lava. The comput-
er can often give you ample warning
of disasters, depending on your level
of research from the lab but, more
importantly, hitting the SPACEBAR
during emergency messages will
immediately zoom-in on the affected
area. Remember, you never know
when Mother Nature might strike,
so take a tip from the Boy Scouts
and be prepared —for anything in
the dynamic world of Outpost 2:
Divided Destiny.

www.Si1erra.Cov JIEE



DIVIDED DESTINY
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SUCCESSFUL
UNIT MISSIONS
ARE CRUCIAL
TO THE SUR-
VIVAL OF YOUR
COLONY«

citizens has an effect on many parts
of the game, including the birthrate,
production rate at factories, and mor-
tality rate. The biggest consideration
throughout the game is to make sure
you have enough qualified people to
run the colony at all times. A worker
shortage can be disastrous news to a
colony. Of course, you can use scien-
tists as substitutes, but they complain
and pull down morale. Most players will

want to research hypnopedia at the uni-

VIEEE

AN 1DLED

versity as soon
as possible to
decrease the
training time
needed for
EUILDING scientists.

Since

i tion of actual natural disas-

MoRE THAN JUST
SANDY DESERTS
As you start to explore the planet, you

¢ discover a wide variety of terrain. The

speed of vehicles actually
varies according to the ter-
rain, whether it is rocky,
sandy, or even hardened lava.
Group vehicles into three sec-
tions: wheeled, tracked, and
legged. Through experimenta-
tion, it is easy to discover that
wheeled vehicles, the most
common, travel slowest on
recent lava and fastest on
bulldozed terrain.

The terrain dynamically

changes, thanks to the addi-

MAKING THE
CreerCASH
Finding revenue for a new colony is
obviously a major concern. Here, an
intricate mining system can help defer
the cost of new purchases. However,
there’s a twist: In the game the yield
from mines actually varies from low
to high and back down again, as the
mine’s resources are depleted by con-
stant digging and transportation by
cargo trucks. If you start out the game
with a low-yield mine, the best things
to build first are a university and an
advanced lab to help gain technology.
With a high-yield mine, the best options
to create first are a vehicle factory and
an extra ConVec to deploy structures.
With so much metal in constant transit,
use the waypoint system to set up
direct routes to maximize efficiency.
Power is also another major consid-
eration for the colony, especially since
it is a finite resource. On the “hard” dif-

AP
‘Y

G0 WiTH THE FLow: Deadly volcanic eruptions

LOOK FUNC- can wipe out the entire colony.

research car- ters in the environment.

ries on from A volcano may erupt in

TIONAL Y

mission to the middle of your colony,

mission, it is destroying valuable

SHINING H

important to resources, or an earthquake

VEH]CLE‘ 5 make sure you could easily wipe out a patrol

are always unit. When playing the third

LIGHTS ON 1T

conducting mission on the Eden side of

research on the game, players encounter

TO DECEITVE

a topic at the an earthquake on the map.

local lab. New By planning and researching

ENEMESS.
technologies seismology at the lab, you will

might not even be useful now, but receive a 30-second warning

'a—:mﬁl——-;. —
MuLTIPLAYER GAMES: Up to six people can battle
at once using rail guns and microwave blasts.

remember that every leg up on the of the quake’s location, so

competition you can get could prove i you can idle buildings and

to be a trump card later. remove vehicles.

Ml 'NTERACTION MAGAZINE FALL 1997



ficulty setting for Eden, the first mis-
sion requires you to idle buildings, so

a garage can come online and release
vehicles trapped due to a power
shortage. The power, beamed via
microwave, can come from a number of
plants, but be aware of the Tokamak.

By using a fusion process, this plant is

A sSUCCESSFUL
EVACUATION
MISS1ION Y1ELDS
A HARROWING
ESCAFPE FROM
A NEAREY
VOLCANOs

quick and efficient but, unfortunately,
damage occurs over time due to wear

and tear; it's in need of constant repair.

OF LGHT AND
DARRKNESS
Further enhancing the dynamic uni-
verse, designers Patrick Cook and Allen
McPheeters added dynamic “night” and
“day” settings on the planet, which
influence the fog-of-war—the visibili-
ty—on the map. All of the vehicles in
the game come equipped with their
own headlights that can aid in navigat-
ing dangerous terrain. Turn off the
lights at any time to launch a sneak
attack in the dark, but be aware vehi-
cles travel at half speed in pitch-black
darkness. Although idled buildings
shut off their lights, one of the neatest
tricks in the game involves making
an idled building look functional by
shining a vehicle’s lights on it to
deceive enemies

You will get to kick the living day-

lights out of enemies later in the game

when combat takes center stage. The
essential strategy to remember is that
you'll never be able to blitz a base and
destroy everything in sight. Rather,
strategically plan what to destroy and
concentrate on one target at a time.
Mission 9 on the Plymouth side asks

you to venture into Eden’s base and

reclaim a piece of a spaceship. This
mission also features Plymouth’s secret
weapon, the Spider, a legged warrior
that can reprogram enemy units to
fight for Plymouth. You have to send

a Spider over to Eden, reprogram the
cargo truck, and then quickly drive it

back to your base.

THE BATTLE 15
UIITHIN YOUR
CoLoNYy

With the emphasis on elements such
as research and morale, as well as
combat, Outpost 2 is one of the most
robust real-time strategy games.
However, with this new lease on the
genre, players need to take a much
more defensive attitude with their
strategy. What results from these new
elements is a game that can be just
as exciting as a tried-and-true pixel
fireworks show between two enemies.
However, the situations here are
unique, and you have unprecedented

control in battles against factors such

MonNney DoesN'T ALwAYs
Buy HAPPINESS

HE INTERGALACTIC WORLD of
Outpost 2: Divided Destiny
adds a whole new dimension to the
real-time strategy genre of gaming,

thanks to innovative colony man-
agement options. Some games only
require players to keep an eye on
their virtual bank balance—here,
you will have to keep an eye out for
six different variables. If money is
your only concern, you might just
be filing for a reading of Chapter 11
of the manual in no time:

m COLONISTS: These are your most
important asset; without people,
the units and buildings are use-
less.

m MORALE: It can greatly affect
the productivity of your colony.
Many events have an influence
on morale.

m FOOD: The availability of food
directly correlates to the longevi-
ty of workers.

m POWER: This is the other require-
ment for operating structures,
besides workers.

m COMMON METALS: These are the
building blocks for all structures
and vehicles.

= RARE METALS: Develop technology
and eventually rare metals will
help build more advanced struc-
tures.

as nature and even a terminal blight
plague.

QOutpost 2 offers 14 tutorial missions
to guide players, in addition to hun-
dreds of pages of online help and
three difficulty settings. Moreover, the
design of the game is a true precursor
to a time when we might actually
be able to live in space on our own
colony, thanks to probes such as
Pathfinder and Viking. Sierra’s ability
to effectively simulate a living, breath-
ing, and working society is a coup for
their programmers and a welcome
gift to gamers who are looking for a
strategy game that requires just as
much calculated brainpower as

adrenaline-induced brawn.

www.Sierra.Cov JNEE]
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0B 234 DEPT 10929 ROCHESTER, VT 0576
INT’L 802-767-3033 FAX 802-767-3382

INTMAGFI7P1

‘HEAVY GEAR’' Pilot one of 16 Heavy Gear war
machines, as well as Striders and other armored vehi-
cles. Gears are capable of agile, humanoid movements.
Construct your own Gear, then pilot it with your exact
customizations
Activision (Simulation
Release Date: NOW PC CD $4

‘EARTHSIEGE 3' Experience the Future Wars as a
Corporation, Cybrid or Rebel. Engage in squad-level
combat on moons, planets and asteroids. Choose from
40 fully-configurable vehicles and 45 plot missions and
an unlimited number of random ones in real-time. Play
via the Internet, network or modem

Sierra (Simulationg

Release Date: 11/97 PC CD $4

‘RED BARON II' You will become immersed in World War
| and the careers of the brave young men who pilot the fly-
ing machines in the dangerous dawn of aviation. Engage in
deadly dog fights, strafe an enemy aerodrome as you line up
your nemesis in your sights.
Sierra Simulalion&
Release Date: NOW PC CD $5

‘KINGS QUEST 8: MASK OF ETERNITY' masterfully
combines a revolutionary 3-D action engine, complex 3-
D worlds and high interactivity with the best features of
the King's quest universe: fantastic characters, fast-
paced puzzles and a compelling story.
Sierra (Adventure&
Release Date: 12/97 PC CD $4

‘MYST 2’ will provide an exploration experience through
a new world filled with 7,000 images, requiring acute
skills of observation. Over an hour of animation and

original music,
Broderbund (Advenlure%
Release Date: NOW PC CD $5

‘IF16’ contains an easy to use quick start mode as well
as detailed missions and campaigns. Jump into combat
and experience incredible graphics and high energy
explosions without ever opening the manual.
Interactive Magic (Simulation
Release Date: NOW PC CD $4

‘FRONT PAGE SPORTS FOOTBALL'98" Featuring greater
arcade play, play-by-play commentary and player cards
for every starting player in the NFL. Motion-capture
technology and multi-season career play keep it exciting.
Internet, modem and network play.

Sierra (Sports&

Release Date: NOW PC CD $2

‘STAR TREK FLEET ACADEMY' Before Captain Kirk,
Commander Chekov and Captain Sulu were legends,
they were cadets at the most celebrated school in the
universe, the Star Fleet Academy. Test your ingenuity,
leadership and courage and determine if you have what
it takes to graduate 1st in your class.
Interplay (Adventure)
Release Date: NOW PC CD $55

‘THRUSTMASTER F-16 TQS' Complete your arsenal of con-
trols with this fully programmable throttle with thumb track-
ball that requires Thrustmaster's F-16 FLCS.
Thrustmaster (Hardware
Release Date: NOW PC $10

‘THRUSTMASTER F-22 PRO’ With a powder coated metal
base, glass filled ABS handle, metal gimbal mechanism, and
heavy gauge spring tension, the F-22 PRO gives you the
edge you need in advanced tactical warfare.
Thrustmaster (Hardware
Release Date: NOW PC $12

‘THRUSTMASTER  DRIVING CONTROL SYSTEM’
Experience the thrill of real racing action with the Formula T2
controls. This console includes a steering wheel, shifter, two
dash buttons, and a separate gas and break pedal unit.
Thrustmaster (Hardware
Release Date: NOW PC $10

Tme ReLese
10th Planet 11/97
1943 Euro Air War ~ NOW
688i Hunter Killer NOW
A-10 Cuba W95 NOW
ATF 98 NOW
ATF Gold NOW
A10 Tank Killr 2 NOW

Navy Fighters 97 NOW
NOW

ACS Navy Fightrs
AH-64D Lon
AH-64D
AH-64D Long! NOW
AHX-1 NOW
Aces: X-Fighters 11/97
Air Cmbt Nvy Ftrs 97 NOW
Air Combat Pacific GIANOW

Air Warrior 2 NOW
Andretti Racing 10/97
Archimedean Dynsty NOW
Armored Fist 2 NOW

Army Air Corps 42 11/97
Battle of the Ironclads NOW

Burning Road NOW
Comanche 3 NOW
Condemned NOW

Darklight Conflict NOW
Daytona USA Dix NOW
Destruction Derby 2 NOW
Extreme Assault NOW
F-15 11/97
F-22 Lightning 2 NOW
I

7th Guest 2 NOW
Abe's Odysee NOW
Aden Quest 01/98
Adrenix Crisis 01/98
Advntres on Lego Isle NOW
Alien Earth 03/98
Alone in Dark Trilogy NOW
Armed and Delirious NOW
Badlands 02/98
Beavis Butthd Virt St NOW
Black Dahlia 10/97
Blade Runner 10/97
Captives 10/97
Creation 10/97
Curse of Monkey Isle NOW
Dark Half 03/98
Blood NOW
Carmageddon NOW
Chromoform 11/97

Crusader:No Regret NOW

Cryptic Pasage Blood NOW
Daikatana 12/97
Dark Forces NOW
Dark Frees 2 Jedi NOW
D-Day 99 NOW
Dead Unity 04/98
Defiance 10/97
Descent Bundle NOW
Descnt 2:Infnte Abyss NOW
Planet Texas 10/97
Doom 2 NOW
Dreams 10/97

Duckman Legend Fall NOW
Duke Nukem 3D Atmc NOW

3D Ultra Mini Golf NOW

Jaseball 98  10/97

s Clssic Pro0
en Golf NOW
h! Deluxe NOW
Soccer 98 10/97

FP: seball 98 NOW
FPS NOW
FPS Golf Add-On 11/97
FPS Skiing 10/97
FPS Golf Bundle NOW

Hard Ball 5 Enhanced NOW

ACT Powerramp Cont NOW
ACT Psychopd jr Cont NOW

PRICE
$48
$44
$46
$29

$46

§29
$42
$43
$45

@
41
&

$45
$25
$46
$48
$31
$43
$48
$
§52
$48
$44

b 4

b

b 4
S

$43
$45
$46
$34
$19
$48
$30
$53
$38
$45
$40
$19
$43
$48
$22
$48
$44
$46

Y

$38
$29
$47
$48
$19

$36
$19

Altc ACS55 Spker Sys NOW $152

Assassin 3D Contllr  NOW
Assassn W/ Wngman NOW
CH F16 Combatstick NOW
CH F16 Fighterstick
CH Force FX

$59
$99
$60

NOW $100
NOW §$169

COMPUTER GAMES: SIMULATION

Time ReLEAsE Time ReLeAst
F/A 18 Korea NOW M1A2 Abrams W35 NOW
F16 Fightng Faicon ~ NOW MW Mercenaries 3Dfx NOW
FA 18 Hornet 3 NOW Manx TT NOW
FPS Fly Fishing 10/97 McLaren at LeMans  NOW
Falcon 3.0 NOW  $1€ MechWarrior 2 W95 NOW
Falcon 4.0 NOW §! MechWa 3 12/97
Gold NOW §29 MW Mercenaries NOW
ghtng Ficn Bek Bgdd NOW  $36 MW Mercenaries 3Dfx NOW
t NOW §39 MWarrior 2 Battlepk  NOW
Flight Unlimited 2 NOW $44 Microsoft FS 6 NOW
Flying Corp NOW  $41 Mig Alley 11/9
Flying Nightmares 2 NOW  $42 Mi r Trck Mdnss  NOW
Flying Saucer NOW $46 Moto Racer GP NOW
Flying Tigers 09/98 $48 Muzzle Velocity NOW
Forced Alliance 10/97 $45 Nascr Reg 2 Bsch Srs11/97
G-Nome NOW §31 Nascar Racng 2 NOW
Glider Wars 01/98 $32 Nascar Racng 2 Mngr11/97
Grand Theft Auto NOW §48 Need for Speed 2 NOW
Hardwar NOW §45 Outlaw Racers 12/97
Harrier 2020 NOW 8§45 Power F1 NOW
Hind Helicopter NOW $44 Prvateer:The Darkning NOW
Indy Car Racing 2 NOW  $26 Racing Days NOW
Inferno NOW  §29 Redline 12/97
Interstate 77 10/97 $48 r 11/97
Interstate 76 NOW  $39 er Msn #1NOW
Jet Fighter 3 NOW  $39 SWIV NOW
Jet Fighter 3 Mission NOW  $25 SabrAce NOW
Jet Fighter Full Burn  11/97  $44 Sail 2000 NOW
Jet Fghtr Lightg Strke 11/97  $43 Sail 95 NOW
Joint Strike Fighter  10/97 $44 Sand Warriors NOW
Last Dynasty NOW  §25 Screamer 2 NOW

COMPUTER GAMES: ADVENTURE

Delirium NOW $46 Pandora Directive NOW
Dig NOW §26 Patriot Games NOW
Evidence 10/97 $42 Phantasmagoria 2 NOW
Excalibur 2555 NOW $48 Planetfall NOW
Gabriel Knight 2 NOW 8§29 Police Quest 5 SWAT NOW
Incrdble Idts in Spce 10/97 $38 Principles of Fear NOW
Iznogoud 10/97 $42 Rama NOW
Journeyman Projct 3 01/98 $48 Redguard 10/97
Last Express NOW $39 Respect Inc NOW
Leisure Suit Larry 7 NOW  $48 Return to Krondor ~ 01/98
Lighthouse NOW §29 Secret Mission 10/97
Myst NOW §24 Secret of Black Onyx 10/97
Netstorm NOW  $48 Secret of Vulcan Fury 12/97
Neverhood NOW 850 Shadows the Empire  NOW
Obsidian NOW  §$49 Shivers 2 NOW
Overseer 12/97 $54 Siege of Stormhaven 10/98
COMPUTER GAMES: ACTION
Duke Nkem 30 Pit Pk NOW $26 Normandy 97 NOW
Enigma 11/97 8§39 Outlaws NOW
Firefight NOW §38 Pod NOW
Flesh Feast 02/98 $44 Postal 10/97
Freelancer 11/97 $44 Postal Level Editor  11/97
G-Police NOW $46 Prey 04/98
Gatherer 10/97 $42 Profiteer 03/98
Golgotha NOW 848 Quake 2 11/97
Half Life W95 10/97 848 Quake Mission Pk 1-2 NOW
Hammer Strike 04/98 $46 Quake in Moscow ~ NOW
Hexen 2 NOW  $52 Redneck Rampage ~ NOW
Invasion 10/97 $44 Redneck Rampge LvisNOW
Jungle Bots 11/97 $38 Requiem 04/98
MDK NOW 8§45 Ruins NOW
Machine Hunter NOW  $44 Shadow Warrior NOW
Mageslayer NOW 839 Shdw Wrrior Add-On 10/97
Mortal Revenge 11/97 $44 Sin 2/98
Nightfall 11/97 $44 Space Bunnies 03/98
COMPUTER GAMES: SPORTS
Hardball 6 NOW $46 Mieague Baseball 6 NOW
Hooves Thunder NOW 8§35 Mieague Football 3 NOW
HyperBlade NOW  §40 NBA In the Zone NOW
Jack Nicklaus Golf 5 10/97 $45 NBA Jam 98 10/98
Jack Nicklaus Golf 97 NOW  $46 NBA Live 98 10/97
Kick Off 97 NOW  $44 NCAA Bball Final 4 97 NOW
Legends FB 97 NOW $43 NCAA Football 98 NOW
Links LS NOW  $46 NFL QB Club 98 NOW
Links LS 98 NOW  §45 NHL Breakaway 98  10/97
Links LS Courses ea NOW $19 NHL Hockey 98 10/97
Madden FB 98 10/97 $46 NHL Power Play 98 NOW
Madden FB 97 NOW 845 Open Ice NOW

COMPUTER GAMES: HARDWARE

Gravis Grip 2 Pack  NOW
Gravis Firebird 2 NOW
Joyswitch NOW
Ltech WingMn Wrrior NOW
Ltech Cyberman2 ~ NOW
MS Sidewinder FF ProNOW
MS Sidwndr Pro Pd  NOW
TM FLC F16 System NOW

CH Game Card 3 Auto NOW  $26
CH Jane's Combt StckNOW  $71
CH PC Gamepad NOW §19
CH Pro Pedals NOW $80
CH Pro Throttle NOW §102
CH Virtual Pilot Pro  NOW  $75
Gravis PC Gampd Pro NOW $27
Gravis Grip NOW $85

Pric
$35

38

$36
$46
$24

$36
$48
$42
$48
$48
$50

$52
$29
$19
$46
$19
$46

$46

$39
$108

Tme Revease
scrmn Demns Europe11/97
Rally Chan NOW
a Pro Pilot NOW

09/98
NOW
NOW
NOW
11/97
12/9
NOW
NOW
s WISNOW
NOW

TFX: X-22 ADF 12/97

12/97
NOW
NOW
NOW
NOW
Virgin Rally Champ  NOW
Warhawk NOW
Wing Commander 3 NOW
Wing Commander 4 NOW
Wing Commander 5 NOW
Wings of Destiny 02/98
X-Car Exprmntl Ren  NOW
X-Wng V Tie Fghter  NOW
Raptor NOW
iPanzer 44 12/97

Space Ques NOW
Star Trek \ 11/97
Star Trk Str Fit Acad  NOW
Starship Titanic 10/97
SU-27 Electrnc Bfield 10/98
Surreal NOW

Task Force 1942 NOW
TimeLapse Anc Civil NOW

Titanic Jrny Out Time NOW
Tme Wrp Dr Brain NOW
Tone Rebellion NOW
Twinsen's Odyssey ~ NOW
Ubik 10/97

Under Killing Moon  NOW
Warcraft Lord of Clns 11/97
Zork: Grnd Inquisitor 10/97

Star Trk Generations NOW
Star Trk Frst Contact 11/97

SubSpace NOW
Team 47 Goman NOW
Terra Victus 02/98
Tomb Raider NOW
Tomb Raider 2 11/97

Tremor for Quake NOW
Trespassr Jrssic Park 12/97
Turok Dinosr Huntr 2 12/97

Twisted Metal 2 NOwW
Unreal 10/97
Unreal Add-On 11/97
Vigilance 11/97
Virus 10/97
Wipe Out XL NOW
Death Trap Dungeon 10/97
QED for Quake NOW
PBA Bowling 2 NOW
PGA Tour Golf 96 NOW
PGA Tour Pro NOW
Tony LaRussa 4 NOW
Triple Play 98 NOW
Trophy Bass 2 NOW

Trophy Bass 2 Exp Pk NOW

Trophy Bass Rivers NOW
VR Baseball 97 NOW
WILD 10/97

World Series BBall 98 NOW
Worldwide Soccer 98 NOW

TM Flight Contr Pro NOW
T™ GP1 NOW
T™ Game Card NOW

TM Millenium Inceptr 10/97
TM Nscr Racing Whl NOW
TM Phazer Pad NOW
TM Rudder Contr Sys NOW
Verbal Commander  NOW

$45
$48

$46
$46
$42
$16
$40
$44
$33
$52
$47
$42
$19
$46
$48

$48
$48
$24
$46
$48
$42
$48
$19
$48
$48
$44
$48
$19
$42
$48
$45
$48
$19

$35
$37
$50
$42

$29
$19
$49

$42
$42
$39

$99
$74
$25
$79
$108
47
$98
$85



Tme ReLease  Price Time ReLease Price Time ReLease  Price Time ReLease  Price common, trouble lurks. Dark Lord Balkoth's giant war
10 Six 11/97 $35 Deadlock 2 12/97 $46 Koumeiden 02/98 $45 SimCity 2000 Net NOW §47 machine is wreaking havoc. You must stop his reign of
1830 RR/Rbbr Baron NOW $34 Destiny NOW §29 Lords Realm 2 Exp PKNOW $28 Simcity 2000 Spec Ed NOW  $40 terror, using real-time combat on true 3D terrain. P|ay
7th Legion NOW $48 Dominion NOW $40 Lords Realm 2 NOW $39 Simcity 3000 11/97 $54 alone or with 5 friends over a network or modem.
Achtung Spitfire NOW  $40 Dune 2 NOW $22 M Gathrng BattlemageNOW $35 Soldiers at War 02/98 $43 Sierra (Strategy)
Admiral Ancient Ships NOW  $44 Dungeon Keeper NOW $46  MAX NOW $48 Space Trading 11/97 $46 Release Date: 10/97 PC CD $47
Admiral Sea Battles NOW $41 Emperor Fadng Suns NOW $29 MAX 2 2/98 $48 Spacewrd Ho! 4 W35 NOW §24
Advancd Civilization NOW  $39 Empire 2 W35 NOW $24  Mass Destruction ~ NOW $38 SpecOps 11/97 $49 ‘WAR WIND I:HUMAN ONSLAUGHT' A greater
Afterlife NOW $46 Empire Dix Mstr Ed NOW  $24 Master of Magic NOW  $41 Speed Tribes 04/98 $48 variety of vehicular, mechanized and assault units
Age of Empires NOW $48 Enemy Nations NOW $29  Master of Orion NOW $19 Star General NOW $43 with special abilities, 4 campaign options, 46 scenarios.
Agents of Justice ~ NOW $48 Evolution NOW $40  Masterof Orion2  NOW $24 Star Nations 97 Multiple leaders with varying strengths add to
Ares Rising 1197 $46  Exploration NOW $19  Mechcommander ~ 10/97 $48  Starcraft Expansior ) strategic challenge.
Army Men 1197 $46  Extreme Tactics 12/97 $49  Mighty Machines ~ NOW $32  Stars NOW $38 Mindscape (Strateg
Birthright NOW $29  Fallen Haven NOW $44  Mission Force NOW $48 10097 $46 Release Date: 11/9; PC CD $34
Blood & Magic NOW  $46 Fallen Heroes NOW 846 Missn Frc:Cybrstrm 2 NOW  $42 11/97 $42
Bndt Kngs Acnt Chn 211/97  $39 Fantasy General NOW $35 Mission Nexus Prime 12/97 $48 Submarine Titans NOW $44 ‘BIRTHRIGHT’ Over a hundred unique, 3D-modeled, ani-
c&cC NOW  $29 Flight Commander 2 NOW $39 Myth 10/97 $48 SWAT 2 10/97 $48 mated characters. 16 different battlefields on four types
c&c2 11/97 $48 Fit Cmdr 2 Mssn Bidr NOW  $19 Outpost 2 NOW 8§47 Syndicate Wars NOW $46 of terrain, 25 massive adventures. 17 choices of reaims
C & C Covert Ops NOW §22 Fort Boyard NOW 8§43 Pax Imperia 2 NOW $48 Theme Hospital NOW  $42 to rule, each with varied holdings, military strength, reli-
C&CW9I NOW $40 Fragile Allegiance NOW  $46 Pirates Gold NOW $19 Total Annihilation NOW  §47 gions, merchant guilds, magic Sources, treasures, polit-
C & CRACntr Strke NOW §$21 Frenzy 12/97 $44 Plague 10/97 $42 Tycho Rising 10/97 $44 ical climates, allies, and enemies,
C & C Red Alert W95 NOW $48  Front Lines NOW $34  Populous 3 NOW $48  Uprising 10/97 848 Sierra (Strateg n
Caesar 2 NOW $48 Galactic Mirage NOW  $41 Ragged Earth 1197 $34 WarBreeds NOW $48 Release Date: NOW PC CD $29
Capitalism Plus NOW $§43 Heist 02/98 $44 Reach for Stars 2 NOW $48 Warcraft 2 NOW §37
Cave Wars NOW $39 Hroes M&M 2 Exp Pk NOW $25 Rebellion 1097 $52 Warcraft 2 Add On ~ NOW $20 ‘STARCRAFT’ You must gather your resources to
Civilization 2 NOW $40 Heroes MM W95  NOW $19 Rising Lands 10/97 $44 Warhmmr 2 Drk Omn11/97  $46 accomplish your goals, either freedom or galactic domi-
Civilization 2 Scen  NOW $26 Heroes M&M NOW 8§32 Risk NOW  $41 Warhmmr Shd Hrn Rt NOW  $28 nation. Play 30 different missions in space, on planets,
Civilization Network NOW  $25 Heroes of M&M 2 NOV! $35  Semper Fi NOW $46  Warlords 2 Dix NOw  $41 within installations. Scenario and map editor allows you
Clay Warfare 12/97 $45 Hidden Wars 10/97 $48 Sentient NOW 549 Warwind NOV\f $43 to create your own campaigns.
Cong of New Wrid DIxXNOW  $48 History of World NOW $39 Sentinel Returns 03/98 845 Wheel of Time 10/97 $46 Blizzard (Strate ..
Conquest Earth NOW $44 Imperialism NOW $43 Settlers 2 Gold NOW $38 Wisdom of the Kings 10/97 $46 Release ‘)ate ﬁs“ PC CD 347 w "]
Constructor NOW $44 Imperium Galactica NOW 832 Settlers 2 Missions NOW  §12 Wooden Ship Iron Mn NOW  $39 . NQE};%'SQS
Corsairs 10/97 $43 Incubation 11/97 844 Shattered Nations ~ NOW  $46 Worms 2 11/97 8§44 . - . X 4
Creature NOW $34 Into the Void NOW $28 Siege 11/97 $48 X-Com Apocalypse NOW $46 WARLORDS 3' A medieval fantasy Sem"g_ forms the ;
Dark Colony NOW $43  Jaggd Allnc Ddly GmeNOW $19  Simisle NOW $35  X-Com UFO Defense NOW $19 backdrop for a struggle among barbaric hordes.
Dark Reign Future Wr NOW $48  Jagged Alliance NOW $19  SimPark NOW $34  X-Com Terror Deep NOW $19 Random map generation makes every battle a fresh new
DarkReign MP1  NOW $29  Jagged Alliance2 ~ NOW $48  SimSafari 12/97 $44  X-Fire 01/98 $48 conflict. Multiple terrains, animated graphics and over
Deadlock NOW $28  KKND NOW $26  SimTower NOW $31  Z NOW  $33 80 types of heroes, creatures and warriors.
— Broderbund (Strat
COMPUTER: ROLE PLAYING Release Date: Nowu PC CD $45
Alien Legacy NOW $29 Die By the Sword NOW $48 Legcy Kain Bld Omn  NOW  $40 Skyrealms of Jorune NOW $33
Anvil of Dawn NOW $19 Dragon Lore 2 NOW $39 Mageslayer NOW $39 Star Tek TNG Fnl Unty NOW  $32 ‘DIABLO’ Explore a 3D world of dark gothic fantasy.
Arena Deluxe NOW $47 Dungeon Master2  NOW $18 Meridian 59 NOW §$19 Stonekeep NOW $29 Develop your character's skills, attributes, and spells as
Baldure’s Gate 1197 $48  Elder Scrolls 2 NOW $56  Of Light & Darkness NOW $48  Swords of Heroes  10/98 $46 you explore the dungeon labyrinth. Discover weapons,
Battlespire NOW $49  Eider Scrolls Mrrwind02/08 $54  Ravnlft 2Stn Prop NOW $16  Terracide NOW $42 armor, and magical treasures. Built in support for
Betrayal at Antara  NOW  $47  Elric 11/97 $45  Realms of Haunting NOW $44  Ultima 7 Series NOW $15 Battle.net, as well as modem, serial, and network play.
Broken Sword 11/97 $45 EverQuest NOW  $44 Redemption 02/98 $43 Ultima 8 Pagan NOW §15 Blizzard HO'Blﬂa m?
Buccaneer NOW  $46 FR Descent Undrmtn 10/97 $46 Rims Ark Shdow Riva NOW $36 Ultima Online NOW $45 Release Date: NOW PC CD 337
Curse of Azure Bonds NOW $16 Fallout NOW  $48 Sacred Pools NOW 848 Ultima Undrwid 1 & 2 NOW  §15
Dark Project 11/97 849 Knights Xentr PG13  NOW $34 Serpent's Kiss NOW §43 Ultima 9 3/98 $52 ‘QUEST FOR GLORY 5: DRAGON'S FIRE' Select the
Death Knights Krynn NOW  $15 Lands Lore Grdns Dst NOW $48  Shadows of Death  03/98 $45 Wizardry Gold NOW  $25 character of your choice, customize your skills and abil-
COMPUTER GAMES: WAR ities, and embark on your adven}ure in the bea_ulifuuy
. rendered 3D landscape. Story line changes with the
Aegis NOW $19  Battleground WaterlooNOW $32  Operation Crusader NOW $39  Sti Pnthrs Cmp 1-2ea NOW $16 choices you make. Single player with Multiplayer
Afrika Korps 04/98 $42 Broken Alliance NOW $24 Qver the Reich NOW $39 Steel Pnthrs 2 Cmp 1 NOW  $15 Internet option.
Age of Sail NOW $42  Close Combat NOW $38  PTO2 NOW $34  Steel Pnthrs 2 NOW  $43 Sierra (Roleplayin
Aide de Camp 2 12/97 $44 Close Combat 2 NOW $44  Pacific General NOW $43  Steel Pnthrs 3 11/97 $45 Release Date: /9 PC CD $48
Allied General NOW $19  Decsve Battis WWII NOW $48  Pacific Tide 1097 $45  TACOPS NOW $44
American Civil War  NOW $45 East Front 1097 $42 Panzer Commander 06/98 $45 Tank Resistance 2024 NOW $39
Battle of Bulge 03/98 $42 Fantasy General NOW $35  Panzerblitz 03/98 $42 Third Reich NOW  $39 ‘LANDS OF LORE II' You are Luther, cursed son of the
Battiegrnd Gettysburg NOW  $32 Great Battles Alexndr NOW $44  Prelude to Waterloo  NOW $45  Tigers on the Prowl 2 NOW $42 Sorceress of Darkness, exploring treacherous lands in
Battleground AntietamNOW  $41  Harpoon 97 W95 NOW $44  RELee CW General NOW $48  VVictoryBundle  NOW $28 search of ancient magic, a super power that will release
Battleground Bulge NOW $28  Man of War NOW $42  SU-27 Electrnc Bfield 10/98 $46  War Inc NOW $46 you from your vile b'ﬂhflgm
Battleground Bull RunNOW  $42  Myth 10/07 $48  Sid Meier's Gettysbrg11/97 $48  Wargame CS 3 w/CmpNOW  $32 Virgin (Rolepla g
Battleground Shiloh NOW $30  Napoleonin Russia NOW $42  SteelPanthers1  NOW $29  Zulu War NOW $29 Release Date: 08/97 PC CD $48
HINT BOOKS
Age of Empire NOW $16 Dungeon Keeper NOW $13  Mechcommander  11/97 $16  SWAT2 1197 $16 ‘MIGHT & MAG“; ‘VI' The Mandat_e of He_ave"' the
Agents of Justice  NOW $16  Earthsiege 3 1107 $16  Mechwarior3  11/7 $16  Simcity 3000 NOW  $16 newest M & M edition contains an integral time clock
Betrayalin Antara  NOW $16  EiderScrolis2  NOW $13  Might & Magic6  NOW $16  SODAOffRoad Racng NOW  $16 With inuitiple plots and sty linas=Uiniqua kil basel
Birthright NOW $16  F-22 Raptor NOW $18  Myst2: Riven NOW §16  Starcraft NOW  $16 c_hnaralc:er _dtivelopmenl and over 1000 miles of
Civilization 2 NOW $16 Fallout NOW §16 Myth 1197 $16 Tomb Raider 2 11/97 $10 virtual terrain!
Curse of Monkey Isle NOW $16 Heavy Gear 11/97 $18 Populous 3 11/97 $16 Ultima Online NOW $16 3D0/New World (Role Playing)
Dark Forces 205G NOW $16  Hexen 2 NOW $16  Pro Pilot NOW §16  WarWind 2 1197 $16 Release Date: 11/97 PC CD $49
Bark Reign NOW $16 King's Quest 8 1297 $16 Quest for Glory 5 NOW $16 Warlords 3 NOW $16
Death Trap Dungeon NOW $16 Lani 2 NOW $16 Red Baron 2 NOW $16 X-COM: Apocalypse NOW $16 ‘PANZER GENERAL II' contains enhanced multimedia ', \ \7 F I{
Diablo NOW $16 Lords of Magic NOW $16  Returnto Krondor NOW $16 Zork: Grand Inquisitr NOW $18 footage and scenario briefings. Also, all new campaigns, '1‘ 1' » 4
COMPUTER GAMES: TRADITIONAL COMPUTER GAMES: ARCADE play some from the Alied side. New interactive terain -~ N WA IRUN
reflects battle damage. Multiplayer support
Battleship NOW $41  Monopoly NOW  $40 3D Ultr Pbil Crp Nght NOW Pro Pinball NOW  §37 SSI (War!
Boggle NOW $28 Monty Pythn Holy 3D Ultra Pbll Lst Cnt NOW Pro Pinball Timeshck NOW $28 Release Date: NOW PC CD uz
Bridge Dix 2 Omr ShrfNOW $29  Pictionary NOW $38  Balls of Steel NOW Psybadek 11/97 $39
Chessmaster 5500 NOW $43 Power Chess 98 1197 $45 Beast Wars 10/97 Pu [ NOW 828
Clue NOW $40 Scrabble NOW $19 ) NOW Road Rash NOW $35 ‘CIVIL WAR GENERALS' The Battle of the Blue and Grey
Dragon Dice NOW $46  Shanghai Double PackNOW $28 11/97 Sonic & Knuckles CollNOW  $30 is bigger, better and bolder. Multiple campaigns covering
Hong Kong Mahjong NOW $21  Shanghai Dynasty  12/97 $39 10/97 Sonic 3D Blast NOW $30 battles from both the Eastern and Western Theaters are
Jeopardy Platinum NOW $28  Shanghaii 98 12/97 $39 11/97 TigerShark NOW $40 included in this sequel to the highly acclaimed Robert E.
LEGO Sea Challenge 01/98 $44 Sorry 1197 $28 Nuw rtua Fighter 2 NOW $39 Lee:Civil War General. Internet and LAN Support.
Magic Gathering ~~ NOW. Yoda Stories NOW $19 g Squad 2 1115 $42 Sierra (War)
Mnty Pythn Mng Life 10/9 ) D't Kn Jck XXXL10/97  $39 $44  WWF Wresting 3D 12/97 $48 Release Date: NOW PC CD $48
Monopoly Star Wars 10/97 You Don‘t Know Jck 310/97 $29 $44 Youngblood 11/97 $45

COMPUTER GAMES:STRATEGY

www.cdmag.com/chips.htm
or call 1-800-699-4263

Source Code 10929

‘LORDS OF MAGIC' In a fantasy world where magic is
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Internet Play Everyone Can Afford

For players who love head-to-head Internet gaming, Sierra
recently debuted the first of a new line of games designed to

www.sierra.com/onlinegames

be played on the Internet only. Two of Sierra's most popular
games, Lords of The Realm Il and Front Page Sports

Lately, all of our webmonkeys, excuse me, | mean webmasters, can be
found chained to their Macs, twitching, with Mountain Dew cans tower-
ing over their desks. These poor kids have been working day and night
to get our revamped website live. | figured since they’ve put so much
time and energy into this reconstructive surgery, | may as well take a bit
of a tour. | also thought, since it is so new and some people haven’t got-

Golf, are now available in multiplayer-only
versions at the special introductory price
of only $14.95.

These are full-featured CO-ROM-based
products—not cut-down versions of the boxed

2 products. For more information and
r,

to order on Sierra's coming
> selection of online games, check out
w . . R
‘ www.sierra.com/onlinegames.

ten a chance to explore it, | would tell you about my merry jaunt. So, fire up your computer, and you can follow along. 9|

The first thing | noticed about our site is that we have moved on to using
frames, and judging from the buzz around the office, we are pretty excited
about it. Of course, there are a few troglodytes out there who fear frames.
However, the vast majority of our Web users find it to be considerably more intu-

itive, easier to navigate, and much more interactive. At any time, from virtually

- EIEY you can access any of our titles by category or A-Z lists. You can also

browse our online store, search the webpages, check out the InterestLinker,

Here at Sierra, we are never stagnant. Therefore, neither is our website. We
are constantly updating information and adding new pages. The following are
some of our most popular new and updated pages. Enjoy!

New Stuff
www.sierra.com/new

Updated weekly, this is the place to go
for News, Contests, and Sierra Store
Specials.

MiniGolf
www.sierra.com/minigolf

This page gives you a glimpse into both
the front and back nine holes of this
wacky game.

Shivers Two
www.sierra.com/shivers2

Gomplete with goodies ranging
from tips and humorous out-
takes, this page
is definitely one
1o visit,

Betrayal in Antara
www.sierra.com/antara

Download a great theme
pack while learning

more about this

intriguing new release.

Il 'NTERACTION MAGAZINE FALL

YOU DON'T KNOW
JACK Sports
www.sierra.com/trivia

Find out how you can play this hilarious
hybrid of sports and pop culture.

Quest For Glory V:
Dragon Fire
www.sierra.com/qg5

Sample the score from this exciting
upcoming release.

Leisure Suit Larry 7:
Love for Sail!
www.sierra.com/Is|7

You'll laff and laff as you go
through this page.

1997

Latest and the Greatest from Sierra

3-D Ultra Pinball 3:
The Lost Continent
www.sierra.com/3duph3

Check out this pinball adventure, where
you have to solve the mysteries of the
strange lost world and make your way

back to civilization.

Phantasmagoria 2:
Puzzle of Flesh
www.sierra.com/phantas2

Pick up some hints and background
story. It may keep you alive.

Lords of the Realm II
www.sierra.com/lords2

With incredible replayability and the
newly released Siege Pack, Lords Il
propels you into the heart of
13th-century battle.



It's FREE!

Some people say there is no such thing as free. Well, as far as we

are concerned, they are wrong! We make a point of offering tons of

playable demos, screensavers, and other extras for free—all you have

to do is download them. So, here you go...the Top 10 most popular

downloads of the summer from www.sierra.com/free.

YOU DON'T KNOW
JACK The Netshow

Requirements: 486/66, Win35, 8MB RAM
or PowerMac, 16MB RAM
Test your trivial knowledge.

Betrayal at Krondor
Requirements: DOS

Download this complete version of the
1994 Game of the Year.

Sierra Diving Adventure
Screen Saver

Requirements: Win35, Direct X, BMB RAM
Swim with the fishes, but watch out for
sharks!

and more. Y So, after poking around on the

front page, | decided to jump right in. From

the list of game genres on the side of my

screen, | chose the Fantasy and Adventure

category. | was after something in particular,

so | scrolled through the list of games. Since
I spent so much time on YELEEWL] while writing about it, | thought | would check out
: what was new on its website. As usual,

3-D Ultra
MiniGolf Demo

Requirements: Win35, Direct X, ;"

BMB RAM i

Feel free to putt around on :
these three holes. Q‘

Betrayal
in Antara Demo

Requirements: Windows

Take a peek at this popular new release.

NASCAR 2 Demo
Requirements: Pentium, 16MB RAM
Hop in, and take a ride!

The Realm Demo
Requirements: 486/100, Windows,
12MB RAM, Modem, Internet connection
Experience this online adventure

for yourself.

| was not disappointed. With all the changes

The Realm has been experiencing, this

website has some good information. 1 :
| noticed on The Realm website there were several invitations to [laulaad a demo.
| have to confess, | have been to this web-

The Realm Explodes

Sierra’s multiplayer world of The Realm has undergone a

major upgrade. With seven new towns, sever-
al dungeons, and the introduction of

deserts and swamp regions, 7he Grand
Realm now has well over 6,000 screens

for you to explore. The availability of 24
unique character classes, combined with
new weapons/armor and other options,
yields literally trillions of possible charac-
ters for you to adventure with. The combat

» 8\

\ !

role-playing fun.

system has been restructured, making it more

balanced. Within this new system, there
are many new spells and magical items,
as well as the ability to summon creatures into combat
to aid you in your
battles. You can even Mommmm

design your own spells.

The Realm also now has a complete quest generator,

s0 you can look forward to plenty of unique action and

Johnny Castaway
Screen Saver

Requirements: Windows
You asked for it, so here it is.

2
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Red
Baron

Requirements: DOS
Fly the most popular WWI sim of all time!

Lords of the
Realm Il Demo

Requirements: Win95, Direct X
Check out our hot new medieval
strategy game.

page a lot, so | knew it would be a good first

www.S1eErra.Comvm B

stop. In the name of fairness, | felt | should
go next'to a page | had not been to before.




Although | am not a huge strategy player, |

4 CCRGILords of the Realm |l Siege Pack &

page. Again, the site was filled with helpful
information about the more aggressive artifi-

cial intelligence and enhanced Internet play this addition brings to the game. |

Hold on to your helmets, because medieval
conquest just got a lot tougher. Sierra just

released the Siege
Pack for Lords
of the Realm II.

With 20 new scenarios and an equal number of

new battle maps, this expansion pack lets you test your
mettle in pure medieval battles in head-to-head Internet
combat. The Sigge Pack
mmmm]ﬂm showcases a new battle

mode that allows you to play
multiplayer sieges or battles without having to play the
full conquest game. Additionally, it has a feature that
lets you choose your starting army using a points

It was at about this time that | realized how
well the Sierra site is set up. | know | am
biased, but it’s true. Whether you are the
type to check out everything that catches
your attention or someone who is research-
ing a specific topic, this site is set up to
accommodate you. Personally, | found

how good they are with
a scoring/ranking q
mechanism. Now
you can focus your
efforts on fighting,
and only fighting.

system and tells players (

»

Il 'NTERACTION MAGAZINE FALL

Gan't get your steering wheel to calibrate
correctly for /ndyCar /1?7 Printing prob-
lems with Print Artist
3.07 Trouble getting
into multiplayer mode
on Traphy Bass 27 These are just a few
of the common questions you'll find
answers to when you access the new
Tech Support FAQ. FAQ stands for
Frequently Asked Questions, and we've
compiled the most-asked questions from
every Sierra game and productivity prod-
uct in this comprehensive mini-site on
the SierraWeb.

More importantly, we've also provided the
answers 1o these questions, and we've
done it in an easy-to-follow, step-by-step
format that you can access at the press

it quite convenient to have the game categories on the left and general options

of a button and browse any time of day or
night. This troubleshooting tool is avail-

www.sierra.com/support

able 24 hours a day and you can print out

(Products, New Stuff, Interact, Sierra Info, and
Support) on the top. So when | wanted to take a
completely different turn, like from the Lords of the
Realm Il Siege Pack page to the
[T (under the Support option), it was right at
my fingertips. § Also under the Support option you

Solve All Your Gaming Problems

manner that makes it easy to get to

the solutions you need.

You'll find the Tech Support FAQ at
www.sierra.com/support. Give it a
try next time you need help with your PC.

the information you need for reference
instead of trying to make adjustments

while you juggle the phone in one hand
and type on the other.

In addition to Sierra-specific questions,
the Technical Support Department has
also written several valuable trouble-
shooting guides for common Windows 3.x
and Windows 95 issues, and even includ-
ed links to patch libraries. Literally
hundreds of pages of information can

be found, and all of it is arranged in a

00 1 it o'k i 8 game ad saed some
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Some think that once a game is
released, our developers never think

Updates! Updates!
Get Your Updates!

of it again. Well, they're wrong, and
here's why. We have just made avail-

able two updates—one for Front
Page Sports: Golf and the other

can find These are designed to correct specific
problems and change the actual product to work better
under certain hardware or software configurations, or

to fix problems found on certain systems. Some of them

also provide additional features not available in the orig-

inal program. Wouldn't it be nice if there was a utility
you could run at any time that would check your system
for Sierra products, go out to the Internet, see if there
are any available new updates, and automatically down-

load and apply them? Pretty cool idea, eh? Well, it’s real. Check out Autoupdate and download your own
copy today. Y | decided, since | have several of
Sierra’s games designed to accommodate Internet
play, | would check out our gaming center. Right
now, you can play over SIGS (Sierra Internet
Gaming System) with anyone who has the same

® ®

Gaming: The New Frontier
the Netshow. All of the online
gaming sites are great. Hopping
among them allows you to play against
friends and foes alike, but
b wouldn't it be great to be
able to go one place and find
all of these games

and more? Well,
that's what you're
gonna get!

If you want to play games over the
Internet, you have several choices. If
you want to play Lords
of the Realm Il or
Trophy Bass, (0
to SIGS (Sierra
Internet Gaming
System). If you
are interested in Diablo
and StarCraft, check out
Blizzard's BattleNet. Of course,
www.bezerk.com is where to find
Berkeley's YOU DON'T KNOW JACK,

GameFrontier is designed to be the
ultimate one-stop gamer site. You will

for Print Artist-in response to

user feedback. The Go/f update
addresses ball/club alignment
issues by improving ball physics

gence, as well
as issues sur-
rounding where the ball lands during
remote games and overall stability.

The Print Artist update handles print-

ing issues with Avery labels and

www.netmarket.com

You may have noticed that our fearless leader,
Ken Williams, doesn't share his Inside View in
this issue of /nterdction. That's because all of
his time lately has been focused on the launch of
netMarket, a membership-based, value-oriented
consumer site that offers undeniable savings

on a broad range of products and services.

be able to go to the GameFrontier site
and, for any product you have with
Internet capabilities, set up a network-
ing game. When you wish to switch to
a different game, simply quit the one
you're in and select the new one you
want to play. Keep checking
www.sierra.com for updated
details on GameFrontier.

and caddy intelli-

greeting cards. It also has new cate-
gories for JPEG graphics, updated
Help files, and TWAIN updates so you
can scan images from within Print
Artist. The metric rulers are also now
able to use standard paper sizes.

When you go to the update page, be
sure to download our new Autoupdate,
which automatically downloads and
implements any updates that are
released for products you have loaded
on your computer.

A~
netMarket, which | A

went live in mid-tuly, | netMarket.

is the online offshoot | )
of Sierra's parent company, CUC International.
At netMarket, consumers are able to purchase

a wide selection of products ranging from con-
sumer electronics and travel packages, to com-
pact discs and books. Anyone
can shop at netMarket, but
members receive special dis-
counts, privileges, and cash
back on special purchases.
To see what has been keep-
ing Ken so busy lately, go

to www.netmarket.com.

game as you. We are currently developing an
online environment that incorporates SIGS, NASCAR, Front Page Sports,

Hoyle, and YOU DON’ T KNOW JACK
Online into one super gaming site,

P In time, we plan to add

: games from companies other than the
above-mentioned to make GameFrontier
as complete a gamers playground
as possible. So be sure to check
www.sierra.com frequently, 'cause you
never know what you’ll find next. @

www.Si1erra.Cov JIEH



“Right now, it's the best racing game
available on the PC."'~PC Magazine

“The latest version of NASCAR roars
ahead of other racing sim-
ulations."~HomePC

“Lords of the Realm /I is fun, fast,
and easy to leam but still challeng-
ing enough to keep strateqy
gamers occupied for many ~ |
hours.” sk sk \
~Gomputer Gaming World &

“So intricately designed that
it'll keep you entertained
for weeks”

~G0-ROM Today

“For you new digital anglers, Traphy
Bass 2 is by far the best bass fishing
sim on the market. ..those who want

to sink their hooks into some
down-and-dirty, realistic fish-
ing action will find the game
a perfect fit"—GameSpot

“Hditor's Choice” ~Home PG
“If you love having a beautifully land-

“Se sk Je k" ~Family Computing

scaped yard...this program will do “There are other recipe programs
everything for you—except out there, but the

i the holes." ! CaDscer B “MasterGook” series really &
~Home Office Computing takes the cake.' '

' v ~Narragansett Times

-

“..by far the best thing
Impressions has ever done, and is “The game's stunning graphics will
the best strategy game-builder appeal to strategy fans, while Civil
since SimCity 20007 War buffs will love the

| -Svategy Pus CAESARJ[S * §  ateiontodetal’ i

~PC World

AR

i

“..it does everything you would

“..weirdly hip (in its own educational, want a cooking program to do, and
nonviolent sort of way), and...caters to some things | wouldn't have
younger gamers without thought of" d -
insuling their iteligence: V)= - . ~Aanta Consttion i “é
S ; "’;: . ;’ W_ _4""‘ g
‘ ‘o \'\ ok

4

“The visual display and her (Power
Chess Queen) explanations are the
most down-to-garth and user-friendly
I've seen. If you play chess
for fun, this is the program
to get!"—Christian Science
Monitor

Named one of Family PC's Top 50
Products

“New projects, new artwork, and bet-
ter tools made this home
publishing program a lop
pick two years running."
~Family PG

“3-0 Ultra MiniGolf is the best dam
miniature golf game out on the mar-
ket...This game is a ton of fun and a
must-play for anybody
interested in golf’
~Game of the Month.com

“Puzzle of Flesh is the most satisfy-
ingly macabre software in years

.4 dead-on horror story...
a psychological horror.."
~Fort Worth Star-Telegram

“With the colorful new graphics and
animations...and all the extra good-
ies, it's Larry Laffer's

greatest adventure yet"

=

“Betrayal in Antara offers possibly
one of the heaviest, most detailed
backplots of any RPG to come on
the scene in a long time."

~bGamespot =t

“Sierma's Hoyle series features
the most entertaining PC card
play on the market”
~PL Magazine

“Cregpnight is a pure and simple
hoot, a computer creation that no
carthly pinball machine
can match.." —Fortune

“Shivers Two is a dark mystery, and
one that challenges on many differ-
ent levels. It is exquisitely designed
and wonderfully full of all
the right touches. 8.7 out
of 10."~6ameSpot

“The '97 version continues the

winning ways of its predecessors
vitha slew of revoly-
ot FTBALMO
PL Games £
1A
0
e P



ORLD

OF MAGICA\E

hen the evil sorcerer
Balkoth threatens the
peaceful people of Urak with
death and destruction, brave
heroes with magical powers

must rise up to stop the reign
of terror and defeat the
forces of tyranny. In Lords of Magic, the successor to
the popular Lords of the Realm Il, you enter a fantasy
world where good and evil fight for primacy against a
mystical backdrop of wizards,

warriors, spells and storms,
giants, gnomes, and Barbarians.

Building on the dramatic features
that made Lords of the Realm 1l a
break-through in strategy gaming,

Lords of Magic combines turn-
based exploration and resource

management with real-time

combat. Join forces with others

(up to six players can compete on a LAN or over the
Internet) or marshal your forces to take on Balkoth and
his Barbarian allies alone. You'll command up to Eighty
creatures, including elves, vampires, skeletons, and
gargoyles, as you defeat evil and save the realm.
Wielding the forces of magic through spells and artifacts
of power, you can take multiple paths to victory: more
choices, more outcomes, and unlimited replayability.

Lords of Magic features a true 3-D game map, with 16
bit SYGA Graphics and a powerful map editor that puts
you in control of terrain height, topography, and texture.

It's the ultimate in strategy gaming, and it’s
coming your way soon.

%SIERRA“

Impressions

As you explore the land of Urak, you'l]‘ ¢ _r,;f o
battle in dark and mysterious caves, castles
and dungeons




Deep Inside your
wizard tower sorcerers
practice their secret
arts to conjure magical
creatures and train

" new acolytes

Select one of eight cities to
be the center of your empire

L—— In your library wizards will
research spells to overpower
your enemies

C

I When you confront

the enemy forces of
koth, “Zoom in”

.40 real time combat
i

G




Give your brain and your bank account a

treat when you take advantage of Sierra’s

Smart Fun 2 for 1 Offer. You'll get two of our most
popular products for one incredible price. Order
direct from Sierra or visit your favorite retailer -
but hurry, because this special offer ends October
31, 1997!

: LIVANIde

3D Ultra Pinball: Cree

il Night PLUS The Lost Rllind 3D Ultra Pinball
of Dr. Brain PLUS 3D Ultra MiniGolf

A Have hours of creepy flipper-busting

You're in for hours of fun when
you load up the original 3D Ultra Pinball
and the all-new 3D Ultra MiniGolf. Both

games are fun and easy to
play, with out-of-this-world graphics that will
keep you coming back again and again.

#3DPMG Win CD $39.95

Pinball challenge of Creep
Night, then put your
mind to work solving more than 1,000 brain-
busting puzzles as you try to help Dr. Brain
put his thoughts back together.

#3DPDB Win CD $39.95

Power Chess PLUS

The Incredible Machine 3.0 . H ‘,‘}ﬁ Hoyle Classic Games
PLUS The Time Warp of Dr. Brain a '1 3 Power Chess challenges you as it helps you
' : Tackle oxl/er lt‘?']o addicttive brain-teas- n e improvehyour chess shkills and keeps
W ing puzzles, then create your own “ you in the game without steam-
i puzzles with zllions of possibilities in ~ § % rolling you every time you play.
8 The Incredible Machine. The Time Warp o Hoyle Classic Games gives you 10

 of Dr. Brain features over 600 puzzles
with incredible animation and Dr. Brain’s
usual rockin’ soundtrack.

H#TIMDB Win CD $39.95

all-time favorites like Poker, Cribbage,
Backgammon and Checkers.

[ #PCHCG Win 95 (D $39.95

4

Get 2 for 1 low price, call toll-free 1-800-757-7707

(or visit your favorite retailer)
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