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IT APPEARS ONE SIDE HAS




TWEEN 32-BIT SYSTEMS,
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» Welcome to the wonder and joy that
is FUSION's Hollywood Interactive
issue. We've set out to cover all the
angles of how the new CG technolo-
gy (which you've undoubtedly seen
in such blockbuster flicks as
Jurassic Park, Forrest Gump and
Terminator 2) is affecting how our
friends in Tinseltown ply their trade.

Immediately, you can see CG's
results in many the eye of
Hollywood's elder craftsmen, it's
present there by way of a wild and
angry gleam. Fear of the unknown
and fear of change are paramount
issues in these artists’ minds—or,
perhaps even more to the point, fear
of losing their jobs. The growing con-
cern in Hollywood is that the com-
puter age of video effects will cut
out the jobs of the aged craftsmen
of the field: model makers, make-up
artists and the like. The computer
is even seen by many as a soulless
replacement for a hands-on art, a
stifling bit of order sent in to
staunch the seat-of-the-pants chaot-
ic old school way of filming. As the
Bugaloos would surely say in this
instance, this is simply “weird like
a beard.”

But even as this old guard contin-
ues to raise its hackles, there rises a
new breed of Hollywood artisans who
see CG for what it clearly really is: a
new tool among many. People like
visual-effects artists John Dykstra,
Dennis Muren and Ken Ralston are,
instead of lending voice to nostalgia,
embracing this new medium, adding
CG to their extensive knowledge of
filmmaking tools.

There’s a point to be made here.
1t's simple, it's blunt and it applies
not only to Hollywood's acceptance
of CG, but also to everyone who
finds themselves facing new technol-
ogy, formats and ideas in this new
day and age:

Welcome to the future, folks.

Your education didn't stop with
college. Don't think you can start
slacking now.

ﬁ-qForre‘sa :

Be careful out there,
The Management
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Fly the friendly skies of FUSION!
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t : Reader Feedback...Useful
COMPUTER FUN Data...Some not_-s_n-uselul )
Death from above in Apache... data...Sound opinions by Bill
Also Dust...Lords of Midnight... Kunkel...Waffie recipes..
Capitalism...Power Pete...Pitfall :
Harry for Windows...And More... '

CULTURE SHOCK
o @ Comics, Videos, Music, CD-ROM
CONSOLE ENTERTAINMENT Mags, Games...Please check out

this section, we’ve already burnt
out four art directors trying to
bring it to you...

Total Eclipse and Destruction Derby all
for the PlayStation...BattleTech II,
DoomTroopers and WildC.A.T.S for

the SNES...Previews of Virtual Cop and
Wing Arm for the Saturn...
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he travails of Trip
Hawkins and his
3DO company are well

known to gamers (see

FUSION #1). Two-
and-a-half years after 3DO was
supposed to storm the world,
the company holds an unsure
niche in the market as com-
petitors close whatever tech-

nology gap may have been cre-

ated by the 3DO console.
What's a game company to do?
“Diversify,” says Trip Hawkins
At this point, 3DO has
announced somewhat vague
plans to develop markets in
hardware and Internet
applications that promise to

take the company in heretofore
unexplored directions.

At the heart of the new strat-
egy is 3DO's M2 kuhno]ug\

capabilities. The 602 can
calculate 133 million floating
point operations per second

(MFLOPS) and has an ASIC

In last May’s announcem:
1THip Hawking called the M2 a
“quantum leap for the industry
in both graphics speed and
quality.” If the M2 proves to
be everything that 3DO’s specs
say it will be, they could suc-
ceed in setting the standard for
64-Bit entertainment systems.
The M2 chip is built around
a RISC PowerPC 602, a
redesigned version of the
Motorola PowerPC 603 chip.
Essentially, the 602 is the 603
fine-tuned to maximize graphic

(application specific
circuit) that controls the M2's
audio and video signals. The
M2 will work with a gmnd total
of 10 coprocessors.
3DO Vice President of
Marketing Bob Lindsay pre-
dicts that the M2 will usher in
anew era in gaming: “The M2
system will be the first 3-D-
based system and the first true
64-Bit system. 2-D designers
aren’t going to be able to sur-
vive in the future. You're going
to have to think in 3-D.”

ALL THE NEWS THAT

WE SEE FIT TO PRINT

| Will 3DO take the lead in the
| systems race or crash and burn?

The 3-D key is hardware
Z-buffering. This means the
M2 has a built-in ability to gen-
erate 3-D graphics, just like
coin-op machines and high-
end workstations. Most systems
rely on software to handle
Z-buffering
Also built into the M2 is
MPEG-1 video decompression,
which provides VHS-quality
digital video capability. The
company expects to market a
alone console, plus a less
expensive accelerator that will
add-on to current 3DO con-
soles. Sort of like the 32X?
Lindsay grins. “I'm embar-
rassed to say that the 32X was




mine. Someone had to take it
internally over there, and
drew the short straw. It failed
because they could never gen-
erate the software applications
to show off what the system
could do. I think, in the long
run, that is why the Saturn will
also fail. The 32X and the
Saturn have the same SH-2
processors in them and it's a
bitch to program for.”

The M2 also addresses some
speed and memory problems in
the original 3DO console. The
M2 has 48 mbits of main
memory and has a truly blazing
processor speed of 528 Megs
per second or 528 MHz. A top-
shelf Pentium runs around 120
MHz, the PlayStation runs at
132 MHz and the Ultra 64 will
run at 500 MHz. Also, 3DO
says the M2 produces 1 million
polygons per second, and
700,000 textured polygons
per second.

Very impressive numbers,
but 3DO has lost a technologi-
cal advantage by waiting too
long to get on store shelves.
lhen May press release prom-

ed an announcement of man-

of summer

meet that dmdlm 5

admits, “that’s all I can say.”
Lindsay did

comment,

however, on

3DO’s improved

software support

for the launch of

the M2, “Studio

3DO has more

than 10 titles

under way and

-+-» Licensing the M2?
PC hardware?
A tripped-up
Hawkins says it’s
time to diversify.

we shipped development
systems in July
When the hardware and
Internet plans were an-
nounced, some fans questioned
3DO’s commitment to gamers
The company was quick to
quell doubts. “We're in it today
and we'll continue to be in the
business. But as a company,
we'd be remiss if we didn’t
exploit these other assets
that are just sitting there,”
affirms Lindsay
We like to characterize th
Internet as the Wild West. The
reason we haven't defined what
we're doing for the Internet is
because it is highly proprietary,
and the Internet
petitive frontier.
Lindsay was more at liberty
to speak about 3DO's hardware
plans: “We've recognized that
the power and technology of
the M2 chip is capable of
doing more in many other
areas. Look at the PC busine:
You have an installed base of
70 million PCs and growing in
the U.S. alone. We don’t have
to go build a base in that mar-
ket; the base is already there.”
If you look at the (video
accelerator and MF card)
business, there are a lot of
small companies that are not

s a very com-

vertically integrated, meaning
that we can play at any level
chip or board marketing, we
can do OEM or we
our own,

1£ 3DO can successfully
leverage their position in new
markets, they may finally shake
up the world the way the first
console was expected to
Bob Lindsay concludes, “No
matter how big or small we
end up, Sega and Nintendo
can't ignore us any longer.
They have to change the way
they do business, and to. that
end, we're alread!
in our vision.” ®

n sell
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can commiserate with Michael Moore for his failure
to obtain an interview with General Motors Chairman
Roger Smith. For me, what began
about Martin Homlish's suecession to the presidency of Sony’s
computer electronie division in America, instead became an
everyday, ever-throbbing headache bevond what any
( mmnluru scanner could dish out. L'ven erying the words.
Jalgon take me away!” tendered little relief. After hours of
nightmarish phone tag. a Sony representative finally informed
me that, for whatever unspoken reason, Mr. Homlish would
not be available for comment. I was told, however, that other
Sony executives would be more than happy to fill in for Marty
in a discussion about the PlayStation and the competing M2
technology from 3DO.
Literally minutes before deadline, Chip Herman,
dent of Marketing for Sony. called my office. Apolc
the mis-up with Marty (a three-week mix-up?), he immediately
began to address a list of questions 1 had faxed to Mr.
Homlish’s office. Better late than never I gathered.
Yet even that discussion was cut short. Explaining that an
impending fire-alarm testing in his Sony office building would

a simple story

limit the time of our interview, Herman fired rebuttals, partic-
ularly to our lead feature on the M2 chip. “It has been clearly
demonstrated that you need to be in the $300 or less range if

you're going to generate meaningful platform installation.”
Only a matter of minutes later, the intef¥iew

was over as the looming fire-alarm gesting
drew our discussion to a glose. So
much for Sonyl®




he best
things about
malls are riding the escalators,
displaying wanton disrespect for
doltish security officers and let-
ting loose suppressing rounds of
nerf foam arrows in the local
Kay-Bee. Sadly, these joys may
be lost with the advent of the
Virtual Mall—such is the sacri-
fice for superior technology
I'hen again, all may not be
lost. Visa USA, in association
with World Inc
developing the Electronic
Courtyard, 3-D rendered virtual

, is currently

mall that will include an inter-
active bank and a community
of virtual merchants.

While Visa spokesperson
David Melancon doubted the
inclusion of doddering virtual
security officers in Visa’s Mall,
he did surmise the employment
of online sales personnel
‘We're going to have avatars

that will be there and will have
programmed things to say
Right now we have a text win-
dow. Soon that will be a voice,
followed quickly by video.”

As for dangerous skater mall
rats, they also lack virtual exis-
tence in Visa’s cybermall. It's a
safe and clean shopping envi-
ronment...almost. The issue of
credit-card security continues to
be a concern for Net-goers, but
Melancon insists, “It will be
safe when we launch the court-
yard. I can’t address security at
this point. Visa is working on
transaction security and build-
ing a standard with Microsoft
and Mastercard.” Jokingly, Jeff
Tauber, president of the first
Internet department store,
Cybershop (Ittp://www.
cybershop.com), comments,
“The credit-card company is at
risk, not the consumer.”
Unfortunately, Visa's and

Worlds Inc.’s virtual mall is still
in laborious development and
won't be available to banks in
beta until the first quarter of
next year. Cybershop’s Tauber
on the other hand, offers the
mannered salesman’s hand-

shake, and welcomes Internet
shoppers to his already estab-
lished inventory of over 10,000
products. An ex-retailer, Tauber
has assembled a t f retail-
ers, buyers and managers to
build his 2-D online depart-
ment store. For a start-up fee of
up to $10,000, manufacturers

am of re

can add product listings to the
site. Cybershop even vaunts a
bridal registry where engaged
couples can leave gift requests
Unlike other real department
stores, however, Cybershop
doesn’t own any inventory. A
blue-light special goes off in
Tauber’s eyes and voice as he
explains, “...a customer places

an order online, we sort the
order by manufacturer and
electronically transmit an order
to the manufacturer who ships
directly to the customer for us.
Yet we still buy at cost and sell
at retail. That's how we'll really
make our money.”
Tauber claims that the site is
000 world-

accessed by over

wide shoppers per week, more
traffic than any department
store could attract in the same
amount of time

Numbers like that augur well
for Visa’s Virtual Mall. The
potential for success is almost
staggering—but what about
American Express, Mastercard
and Discover credit cards?
Melancon dodges, “That’s
something I couldn’t address at
this time....We want what
makes sense for our member-
ship.” More likely, what makes
cents for Visa. @

ega hopes to replace Goofy
with Sonic the Hedgehog at

their newly blueprinted

those high-strung Norwegian sopranos worth
the purchase of a new album? Of course not,
but thanks to CDR corporation’s new CD
shield technology, you can have that '80s
hwag preserved for life at no more than 20
percent of the cost of a new CD.
According to CDR, there are more
than 80 million damaged CDs in U.S.
households today. The stat sounds spurious,
but regardless, the technology is a great alter-
native to buying new music. You remit, they
reface and your CD i recycled. For more”
information, call (508) 476-1510. &

Interactive Entertainment Center
(IEC), due for completion in July
of 1996. The first planned Sega
amusement park is being construct-
ed in downtown Seattle, Wash., and is being housed inside th
Meridian building along with a 16-screen Cineplex Odeon,
27,000-square-foot Niketown
and an 18,000-square-foot
Planct Hollywood.
By the year 2000, Sega
hopes to have 150 similarly
designed amusement
theme parks operating in
North America. These Sega
array of
high-tech attractions—it all
adds up to hours of interac-
tive entertainment for the

sites will host

kids, and motion sickness for
the ‘rents. @
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Plunge into this surrealistic 3D
world where dozens of 2
characters propel you through
mind expanding challenges,
to one shocking conclusion!

For Macintosh and PC Windows®

http://vwww.burncycle.com
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PETES DON’
FAIL ME NOW

he Adventures of Pete and Pete could be described as
Twin Peaks mects The Simpsons, but even that description
wouldn’t do it justice. The Nickelodeon series, which

m its third scason this fall, purports to be about two red
fairly idvllic suburban

s always astonishing
when Home Improvement,
as reported by Nielsen
of Media, achieves the-most-
watched-show-in-America
rating—but deplorably,
the stats don’t lie. In pur-
suit of newer and better
places to tattoo promo-
o tional puffery, advertis-
® ers continue to look to
*, Nielsen for numbers.
o Sweaty with antici-
* pation, Madison

headed brothers named Pete and the
lives. But plots about bowling balls with cosmic powers and
ting squid mascot have g

gic death of the school's f
which s

the tr
ten the show labeled “quirky
creators, Will McRobb and Chris Viscardi

As weird as things might get, at the core there’s a pretty real
issue that every kid ¢ savs McRobb. I think

that's much more real than the typical sitcom

itly exasperates its

ses through

where the problems and the solutions don't

seem very real and evervthing alwavs tends to

work ont.” Still, the show. which features
rocker Iggy Pop in a recurring role as an

uptight dad and Michael Stipe

rg as an irritable ice cream vendor oo
daes have a subversive message  executives want ®
McRobb admits. “When vou °, to know if ®
down to whatever mess o Nielsen can |
we're trving to come throng| ® adapt their o
with, it’s that weirdness is cracker-jack 4
okay,” he savs. @ television @ °
audience rat- ~ ® .
Nickelodeon can now be found on stes = .
America Onfine-the AOL site will go g ystemity’ e .
up in late Oct./early Nov. To get to the the Internet e B
Nickelodeon site, type the keyword “Can Nielsen P
“nickelodeon.” Nick at Nite went find the He > .
online this summer, and the keyword md e Home. . Py
for that is “nick © nite” or “nick at Improvement equiv- % ]
nite”. Also check out the kewl P & P alenton the World % o
web site at hitp://www.cs.indiana.edu P °
Jentertainment/Pete-and Pete/ Wide Web: o

Anne Elliot, A
spokesperson for
Nielsen Media explains,
“What we got was a sense
that advertisers wanted a third
party...somebody on the out-
side making sure that Internet
reports have some validity
behind them

“We looked at a variety of

FUSION ace photographer Jim Cordano
caught this snapshot of Bill Gates at a mect
ing between Microsoft and several unnamed
virtual-reality hardw anufacturers.

Impressed by the technology, Gates appar
ht hours inside his

Internet,” says Elliot. “We
talked about starting our own

ently spent
service from scratch and we

test headset

who are out there measuring
the Internet and after looking

“These heatsets are spectacular. How do we
’ get Microsoft working on these things?
» Cybersickness? A bunch of jibber-jabbering non-

sense! | haven't experienced any harmful side-
with I/PRO.” I/PRO, a World

Wide Web measurement

different ways of measuring the

talked with a number of people

over things, we decided that the
best approach was to join forces

service has been available since
May of 95 and has agreed to
jointly market I/AUDIT, a web
site auditing service, and
I/COUNT, a Web measure-
ment system
I/PRO spokesperson, Tina
Lin, reports that their current
urement system has
received positive feedback
from clients Microsoft, Ziff-
Davis, Playboy, Yahoo and
Netscape. “We reccive log files
from our customers on a
nightly basis and then load
e them into our /COUNT
®, system where we combine
o them with additional
¢, information. What that
« means for the customer
@ s that they can come
®, visit our web site,
® log into their
s account and run
o reports wheney-
® er they want
their data. It’s

® that easy to
.

A

.
o
.
.
.

o

use.” I/PRO
is also contin- »
uing to devel-

op /CODE,a o
service that cata-  ®
logs demographic ~ °,
information.

Concomitantly,

Nielsen has signed an
agreement to conducta ¢/
survey for CommerceNet o
in an effort to learn more
about Internet users, com-
mercial online users and
people who are not yet
online.

Through their strategic
alliances, Nielsen hopes to
quickly set the standards for
Internet measurement. Now if
they could only set standards
for Internet programming. @
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Starring
Christopher Walken
Karen Allen
Burgess Meredith

Coming soon.




rNLlNE'wmo
}"««QUS

he best thing about it
is that there’s no
smarmy Pat Sajak,

know-it-all Alec Trebek or dim-
witted John Davidson. America
Online’s new interactive
gameshow, Strike A Match, is
host-free and will premiere on
the service's overhauled Games

Channel this fall.

gameshow veteran, Julann

sriffin. At age 66, the creator
of Jeopardy and ex-wife of tele-
vision magnate Merv Griffin is
still dreaming up new
gameshow ideas out on her
isolated farmhouse in
Charlottesville, Va

In between complaints about

her troublesome modem, the

the lowest

common

denominator. Strike

A Match is for people who like
to think and not for those who
watch Geraldo.”

showcase of fabulous prizes
Judy Tabook, spokesperson for
AOL, promises that “the prizes
will be on par with television
gameshow prizes.”

It may not have the brainless

The first online competition
of its kind, Strike A Match pits
no more than three contestants
against one another in a game
of word association, designed by

catty Griffin explains,
thought the Internet was a
new medium that could be
explored, but I also felt that
television was programming to

ubliminal messages
in Windows 957 Like the doughty
Rowdy Roddy Piper in John Carpenter’s alien-con-
spiracy debacle, They Live, Internet sleuth Bob Loblaw is
unbosoming the wicked truth about Microsoft. According to
Loblaw, there are at least four subliminal graphics hidden with-
in the Windows 95 logo screen including a sexually explicit
image of a man and woman engaged in a lascivious embrace.

Disney is currently under investigation by an uptight assem-
blage of prudish prigs for the supposed cartooning of sexually
explicit subliminal material. Is all this intrigue outright balder-
dash? Spokespersons at Microsoft deny the charge as mere
trumpery, but Loblaw is convinced otherwise. In addition to
the sexually explicit images he has allegedly discovered, Loblaw
cites an image of legendary rock musician Jimi Hendrix, an
image of a dark, galloping horse and another of a large, flying
vulture,

This is the fodder that Oliver Stone’s dreams are made of—
conspiratorial nonsense. Loblaw, however, doesn’t seem to take
himself too seriously and asks that other Windows 95 users
e-mail him with their own thoughts about the cabal of
Microsoft brainwashers. To find out the latest news and sublim-
inal theorizations, contact Loblaw at editorial@tcp.

works like Dwango, Catapult
and the Total Entertainment
Network, AOL's interactive
competition offers a studio

charm of FUSION favorites
Joker’s Wild, Card Sharks or
Press Your Lu yet those
nameless “large items....,”
sacrilicious. @

Unlike most other game net-

PLEASE, NOT / ; o)

HOWIE MANDEL!

cheduled for December, the second
annual Awards Presentation of the
Academy of Interactive Arts and

Sciences hopes to land a juicy slot on FOX
network. Last vear’s broadeast of the show,
hosted by Leslie Nielsen, gave TBS its best ratings ever as a
panel of experts chose from the best in int tive multime
but only 12 will
make the program™ explains AIAS Executive Director Andrew
Zucker. Among the 12 categories planned for broadcast: Best
Interactive Actor, Drama and Video Game

While it might sound more like a forum to reward such B-
actors as Mark Hamill, the award show is attracting attention
from several bidding networks. Zucker is ultimately looking for

I'here are about 40 categories on the she

the largest audience possible.
As far as this y
Zucker divulges.

ar's host is concerned,
It would be great if

t Dennis Miller.”
Mandel and Sinbad are other consid-
Bottom line,”
the show has to be

we could Howic

ANNU AL
ANARDS

erations at this time

says Zucker,

that's the worst con-
ceivable wish list, excluding
Dennis of course. Go Miller. @
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tors and it's the ideal for on-
line providers. But is it real?
Virtually every school board
and college directorship in
America is looking to make the
Internet a viable teaching tool
for the Electronic Age, and not

‘ ts the Holy Grail for educa-

dence, gun repair flimflam. It's
an admirable ambition, but
don't ditch your textbooks just
yet. The online dream is still
riding the far horiz

As Andy Carvin of the
Corporation for Public
Broadcasting (CPB) concisely

put it: “Most Internet experi-
menters are focused more
on using online services as
a tool within the traditional
environment.”

The Internet has vast poten-
tial as a study resource, but it
needs augmentation in order to
fill the bill as educator. The
biggest online educator is The

lectronic University Network
(EUN), a league of universities,
colleges and businesses that
provides credited courses and
even degree programs by
modem—but the offerings are
severely restricted. Most

a joint venture to dev

degrees are limited to business
management or administration,
with a smattering of liberal

arts courses.

“People are playing with the
idea nghl now,” explains
Carvin. “I think you'll see
accredited programs becoming
more popular and completely
Uuhne in the next three years.”
m Layton, an educator for
School District 4] in Eugene,
Ore., is unimpressed with what
en so far from online
"here’s a lot
nf it (online education), but
there’s not much that's very

o

good. In England, they've been

doing it for a long time. Open
University out of the U.K. has
been a major pioneer, working
on education by Internet for
about a decade, but it's mostly
correspondence schools using
e-mail, and they're not very
good courses.”

Layton is currently working
on the first online edm,moml
high school, Cyb

BeCAUSE LINLINE
i5 A TERRIBLE
TG 10 WASTE.

While he’s excited by the
potential for such a program,
mixed feelings about the
Internet color his approach to
(lc\'ch)ping online schooling

A kid shouldn't take his entire
edmahun staring at a comput-

” The program, he insists, is

mcdnl to improve, not replace
classrooms. A better approach:
“20-30 percent of their classes
online ayton.

So when will Congress make
the online classroom a reality?
Not any time time soon. A
recent Department of Edu-
cation survey showed that only
3 percent of K-12 schools have
Internet access. Equally preven-
tive is the lack of a national
consensus on how to best use
the Internet and an absence of
funding for public schools to
develop online programs.

For now, Netters will have
to cope with the frivolous on-
line. Our pick: a 12-week

course on fish farming at
com.

products based on Jim Carrey’s

manic-idiotic pet detective. Apart
from the feature film Ace Ventura II,
due out this November, the deal
includes the creation of an animated
Saturday-moming cartoon, two
CD-ROMs and a Christmas holiday
special. Break out the scotch egg-
nog, it’s a time to forget. §

Grammar Rock
I interactive teaching software is
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...FUSION 8TOCK MONITOR

nvestors enthusiastically

bought interactivity industry
stocks in August, pushing up
the Fusion index almost 7 per-
cent above closing July prices.
Al subsectors enjoyed the party
with PC-related stocks up 10.7
percent, largely on the strong
initial reception of Windows 95
at retail. Computer-related
retailer stocks rose 7.2 percent
for the same reason, and car-
tridge publishers were up
percent as Wall Street began to
look forward to the Immch
of the Sony Pla and

the beginning of the year.
Other gainers included Comp
USA (up 7 percent on strong
Windows 95 sales), Sierra On
Line up 6 percent on reports of
strong Phantasmagoria sales,
Acclaim up 6 percent on sales
of D Table and new platform
releases in August and
Electronic Arts up 5 percent in
anticipation of strong fall sales.
Losers during the month
included 3DO, with its shares
down almost 11 percent on
slow hardware sales and loom-

holiday excitement,

Leading the list of strong
stocks was Creative Tech-
nologies, which rebounded 52
percent from poor year-cnd
results after the company
announced a new line of CD-
ROM drives and 3-D accelera-
tor cards. Activision rose 29
percent because of strong
MechWarrior II sales, and
NeoStar jumped 24 percent in
anticipation of strong fall sales.
America Online posted a 19
percent rise, continuing its
scorching upward pace since

N Retailers

ing comp pressures,
Egghead stores down 9 percent
on concerns about its corporate
move to Spokane, Wash.,
Davidson off 5 percent on
profit-taking, and Spectrum
Holobyte down 4 percent.

The shackles will come off in
September as the long-awaited
Sony PlayStation is launched in
the U.S. and as mega-advertis-
ing campaigns are turned on by
major vendors. The 16-Bit seg-
ment will get one more shot at
the limelight as well, with
major releases such as Killer
Instinct and NHL "96. @

N Cart Publishers {

500

. Overall

MAY  0CY  MAR
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CD-ROM sales are up over laapemntwerthe
last year ding to the P
Association’s 1995 report. Participating compa-
nies reported over $249.6 million in first-quar-
ter sales.

at Inc., a
of web site tools, estimated that the World
Wide Web will house more than 500,000 sites
by the end of 1995.

In the last 12 months, women users of the
Internet nearly doubled, and by the end of
1995, 35 to 40 percent of total online users
will be women, Simba Information.

MIT researchers believe that a stitch in time in
fact saves 8.75, not 9 as formerly postulated.

i Convention Center,
a5 Vesss. NV: eontact the lulufacc Group at (617) 449-6600.
Trade only.

, 1996, Las Vegas
Convention Center, Las Vegas,
Trade only.

po 9, 1996, Los Angeles
Convention Center, Los Angeles, CA; contact the Interface
Group at (617) 449-6600. Trade only

Com|
The Sports Palace, Mexi
Group at (617) 449-6600

For more information regarding convention
dates, contact: http://wwww. org/ceg and
hitp://www.comdex.com




start] Playing!

Start having fun on Windows® 95 with Pitfall: The Mayan Adventure—
13 thrilling levels, fantastic side-scrolling gameplay, stunning animation
and a truly incredible soundtrack. Because the best reason to upgrade to
Windows® 95 is. . .playing!
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Now Available for Windows*95 Cli v iSION@

Also available for SNES, Sega Genesis, Genesis 32X and Sega CD. Swing by and win @ http://www.activision.com
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avid Sisselman knowshow to get the most

out of a game. The precocions New Jersey

13acar-old hacked into X Fighter to

improve upou the play of the software

Astonishingly, the folks at GTE Interactive didn’t pass a

rthubarb over the game-code break-in. Instead. they cordially
invited David to Carlsbad, Calif.. t¢
changes he'd made.

give a demo of the

Rick Sandoval of GTE Taughs about the program intrusion.
“He accessed our directories and 1 was quite amused and
happy to sce that somebody took that kind of initiative. It was
something no one had done before

I'he game itself challenges the player with defending an
imaginary planet against the ravcorous cosmic crime-hoss.
Rigel. David lrough the game's directorics. changed
the program’s code and its defaults so he could use Rigel and
his umique moves to defeat other characters. He also ¢

ined
control of the three-dimensional flving-cam perspeetive for his
own amusement

David's mischicvousness was only for sport. but it raises
questions of software tampering, particularly of software coun-
terfeiting. Missing the point. GTE's Sandoval shows little con-
cern and responds. “The game is an entertainment for people
to buy. If somebody is sophisticated enough in their computer
skills and they want to modify it. we don’t really care

Reminiscent of Mathew Broderick’s program-sawy hacker in
War Games (coincidentally, also named David), the GTE kid
is looking forward to his nest conquest: to program his own
games and make films. “T can’t really decide which one 1 like
best. movies or computing. I'd like to incorporate computers
and programming into my profession. | could probably make a
good combination of the two.

It couldn’t be any worse than Virtuosity. Good luck. kid. 8

have chosen to try to deal with
directly rather
than seek representation
through
and
By doing so, Broderbund and
others risk missing getting their
products into Toys ‘R’ Us’ 600
nationwide stores before this
Christmas holiday season
is hyping
Hyperman as a multimedia
winner, and signed licensing
ls to make the character a
aturday-morning cartoon char-
acter on CBS, an online theme
park and a home video
Additional Hyperman CD-
ROM:s will ship in the spring
of 1996.
, owned in

The 0/d

compact discs
Pearl Jam
leather jackets
voicemail
Doom
Jeep Cherokee
Details
colonic irrigation
Blur
AoL
cynicism
CD-ROM magazines
Barg's
England
Post-It Notes
Demolition Derbies

part by Herbie Hancock,
formed a strategic alliance with
to
produce a collection of jazz-
oriented software
is ruled by zom-
bies, but that's outside the
scope of this column
plans on ship-
a total of 13 titles by
eight of which will

and
have agreed to jointly
develop and market 3-D soft-
ware and hardware for multi-
media computers

and

ave joined the

el 2 OUT!

\

vinyl
Glenn Miller’s String of Pearls
rubber jackets
caller ID
The Doom Generation
Lincoln Town Car
Grand Royal
Colin Powell
Oasis

Stickin’ It To The Man
Crash Worship




SMOKE AWAITS!

lightning strikes.
PREPARE FOR THE ONLY KOMBAT ON SATURN™!

MORTAR KOMBAT

The high-voltage action of Mortal Kombat®Il strikes Saturn™ “Finish him” with the supercharged graphics,
character animations, CD-quality music and electrifying sound f/x of this arcade blockbuster, Ultra-powerful
special moves, Friendships, Babalities, hidden surprises, crushing combos, and out-of-this-world
finishing moves are yours to kommand. Let the Kombat kontinue on Saturn™!

= :
St MiDWAY AKlaim

1BAT 1 ¢ q
Inc. 8 © 1995 Acclaim Entertainment,Inc. Al rights reserved.




A GUIDE TO THE BEST OF THE INTERACTIVE STAGE

1 K
Three Sites Even
n I g E m Mikey Likes!

Cruising the web over a bow! of
Froot Loops? Be sure to check out
the Crunch-Cereal Box Collection
at hitp://www.ice.net/

~crunch/. The site’s highlight is a
gallery of vintage cereal boxes rang-
ing from the classics like the dia-
betes-inducing Quisp to flashes-in-
the-bowHlike Sir Grapefellow—
makes the milk taste like a weak
merlot. Plus there’s a connection to
the cereal FAQ where you can trace the history of Lucky Charms
marshmallows. Be sure to also check out the Cereal Hall of Fame
at http://198.3.117.222/index.html. &

"Bring Home the Bacon

Sure you've got an SGI and ISDN, but are you still cooking
your bacon the old-fashioned way? Point your browser to

you'll see there’s a ready-cooked
bacon that will save you the

frying it up in a pan. If you can
resist the bacony urge for a

p toaster, some tape and
of course, some Pop ,
this inflamma-,

Only on Super NES®

eS8

et of s . 199 e Amerc .
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Studio e is looking for experienced programmers
and artists for possible PlayStation, Saturn, or PC
CO-ROM game development. Please send resume
and applicable work samples to:

Studio e

Department AD

1820 Highland Avenue, Suite 105

Lombard, IL 60148

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

~Studio e

Game Design

Game Development
SGI Computer Imaging

Advanced Pixel & CGI Artwork
Full Sound FX & Musical Orchestration



AMERICA’S LARGEST KILLER OF TIME

ZOOP - YOU MAY ALREADY BE ADDICTED
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the game

- Children -3

'w/ Output of the Heart
(gallons of blood per minute)
when man is:

(Mosquitick) @ (Martinicocki)

(zoopx10*°)

(Ganggreenus)  (Fungusamungus)

&0

(Infectococci) (Lockjawbacilli)

A healthy Iris

The same Iris
after Zoop

The stages of Zoop
(what to look for)

(Level 3)
E
[[

(Level 9)

Level 72)

Mus nem mmmm on, ond sadly
fo one’s demise)

It looks like a harmless video game until it enters the bloodstream
and mixes with your DNA. In order fo eradicate this affliction we
must learn its moves, understand its thinking and anticipate ifs next
Ficva Ot thandenwa bagin 1o/ liHlaandicancuer his kil

Known carriers

of Zoop
) B
Genesis™  Super NES*
Game Boy® Game Gear™

-~ =K

Macintosh®

B s

PlayStation™ Saturn”

How Zoop affects
the brain

It attacks
the frontal

It slowly
eats at the
bellum
stricting:
movement,
coordination,
alance

lobes of the
c- brum
ldn‘:

|u ment,

Highat Faoming;

reason

It mutates the Medulla
causing irregular:
digestion, respiration,
heartbeat
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g LOVE THY NEIGHBOUR.
WRECK HIS CAR.

17th November

trademarks/of Sony Computer Entertaifiment Inc. Psygr struction Derby™ are trademarks of Psygnosis Lid.
©) 1995 Sony Electronic Publishing Company.




viH Computers

Completely
Rewrite
The Way
Hollywood
Makes Its




eemingly ages ago, effects were c[e'a‘t:ed using
hoary devices like miniature spaceships, optical lasers,
and stop-motion and ro(gﬁppcted creatuses. Star Wars,
which ushered in t.he‘.ﬁrst modern effects revolution,
brought those kinds ofwféual effects into the
ing their realism via motion-control an
Then came the digital-effects revolution, quictly beginning in
1985 with ILM’s Young Sherlock Holmes’ Stained Glass
Knight, then building in 1988 by the transformation of
the Sorceress in Willow. But the incredible potential of
computer graphics didn’t fully hit audiences until 1990,
when ILM unleashed the morphing water tentacle in
The Abyss. By 1994, ILM was to outdo themselves
again and again with the shape-shifting T-1000 of
Terminator 2, followed shortly by the digital

odern era, enhanc-
ving camera moves.

dinos of Jurassic Park. From then on, in a o ¥ -
figurative nutshell, all hell was to break % &
loose—with CG being used to make b

more seamless realities (Forrest Gump and
Waterworld) to fantastic fantasies (the upcom- \
ing Toy Story and Lawnmower Man II).



Not surprisingly, George
Lucas has jumped on the
bandwagon as well, announc-
ing he'll utilize the technolo-
gy to retool Star Wars for an
enhanced ‘97 rerelease. “The
digital technology that ILM
pioneered in films like
Jurassic Park and Forrest
Gump,” the director
revealed, “allows me to
revise a few scenes that

bnng the manie closer to

Slite foum. ing pages,
we'll take an intensive look
at the technology that now
impacts virtually every aspect
of filmmaking—and hear
from those in the industry
who are making the transi-
tion to the new tech, both
joyously and kicking and
screaming.

you've never seen before,
who'll say things you've

be absolutely wonderful,”
says Dennis Muren, whose
work at LM yielded

Terminator
and Casper.
the soul of your ¢

As i
go glu be
tunitics. You can ima
the potential for hor
things as well as beautiful
things.

One of the most frighten-
ing possibilities is that cv
tually seeing won’t be bel

ing, when CG may be called
upon to “spin”
tectably

unde-
g images
atomic level, the
ready

en this effect in use in
Forrest Gump where the
compositing of actors with
historical footage forced Ken
Ralston (the multiple
Academy Award-winning
effects guru behind Who
Framed Roger Rabbit, Death
Becomes Her and the
upcoming Jumanii) to use
CG to pursue entirely diffe
ent techniques than had ever
been used before.

Seprmi——

Not only did they put Tom
Hanks into newsreel footage
with dead presidents, ILM
also altered every word ont of
their mouth using digital lip-
syne. Some of the most dra-
mouth-morphing took
¢ in the sequence where
Forrest meets Lyndon
Johnson, made more chal-
Ienging by the precise match-
ing of ton: tions ne
ed to sell the illusion. In the
footage, Johnson’s
mouth didn’t move at all,
necessitated a lot
y morphing from
| flects Art Director
hiang, who raised
the dm.md president’s eye-
brows to register surprise
when Forrest told him he
was shot in the buttocks, to

ied, “Tl
ht!”

“That was one of the most
involved shots because it was
a closcup of Johnson
of our atte

king in the original
clip, so T animated his eye-

brows to give a bit more life
to his face. Body language is
very important to sell these
effects, and since he wasn’t
really talking in [the original
documentary footage], it was
hard to imply any sort of
body movement, so 1 figured
evebrows i
would help. It took
two and a half weeks

Exen though he only s
one line, there were about 12
rate morphs running in
shot.”

Forrest Gump’s shots of

i cting with
es is definitely
pushing the edge of sanity in
effects work, dabbling with
what was supposed to be
photographic documenta-
tions of history. Thus, the
concept of photography as
proof of anything scems on
the verge of e
been weird pl
torical figures like this,”
Ralston muses. “We're say-
ing, ‘Here’s the technology
to do really d: work.”

ing with his-

It's been done in the past
with stills, but now, in the
wrong hands, we have the
technology to really do some
scary things.”

Forrest Gump boasts sever-
al shots in which stunt men
were seamlessly computer-
grafted with the actor they
doubled. For the scene
wherein the young Forrest
runs like mad through a tree-
shrouded grove to elude the
town bullies, ILM grafted
the head of actor Michael
Connor Humphreys, who
didn’t run quite so well, to
the body of a boy who ran
like the wind. “We replaced
this kid's face even though
he’s never very big in frame,”
Ralston explains, “and added
the kids chasing him in the
background.”

When the action switched
to Vietnam, one of the film’s
most memorable images,
Forrest carrying his army
buddy Bubba to safety, also
involved a clever transition
from stunt man to actor.
7 kis, anticipating that

(40

Contd. on page 46



t's the Second Han Dynasty
'.md China is on the verge of
collapse. Infighting among the
court families and the emer-
gence of powerful warlords
dominates the landscape. The
struggle for power has brought
an era known as the Three
Kingdoms, complete with con-
stant warfare among China’s most

courageous and skillful heroes.
Discuss war strategy with up to
558 ditferent officers, including
108 inspired by the player’s
l“l:lgllli“ll"l

Defeat enemies using powerful

new weapons including automat- |32

ic firing crossbows, battering
rams & catapults
Play one of 38 exciting rulers, eight
of whom you can create yourself
Set enemy units, ships or cities
ablaze using a variety of FIRE
commands
Full motion video
enhances special

J
events & commands
| “/EE ey II/ (not available for Super &
of The Three Ringdoms & 7 vsemvo)

Wall of Fire.

Available now or coming soon to:
spamm 4P

Available at your favorite retailers nationwide.
Phone 415/348-0500 for additional information
or to order direct.

i
ComaE
18M CD ROM

New HELP feature gives you
valuable command information
without having to turn to the
manual

One to eight player excitement

KOE!

KOEI Corporation
1350

o
As GOVERNOR, YoU
Must RuLe WiTH A
STRONG HAND.

SECRET CONSULTAT!
BRING VALUED
INFORMATION.

ORDER YOUR C
INTO BATTLE.
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igital scems to be
the key word,”
admits Rick Baker,
recipient of the

first offic
for Makeup for his work on

| Academy Award

American Werewolf In
London and others for
Greystoke: The Legend of

nd Harry
A lot of
guys who worked for me

Tarzan of the Apes

and the Hendersons.

when T2 came out said, ‘It’s
the end of the business!” |
don’t see it that way. CG’s
definitely going to take a
chunk out of my work, no
doubt about that, and I'm
going to have to seriously
rethink my business. But
what I find interesting is that
even on Jurassic Park, they
still needed a lot of the same

technologies. Stan Winston’s
guys first had to sculpt the
dinosaurs ILM digitized, and
they needed Phil Tippett to
oversce the dinosaurs’ move-
ments. And in the future, 1
think it’s going to be a matter
of getting different creative
people involved who can
skillfully combine rubber
stuff and di

al technology to

really do hing that

it. Somcbody at my studio cut was completed digitally, nsive to apply greasepaint
while the blood effect was p ice
done live in the flesh. “To. thd
synthesize blood dripping
from cuts took six weeks aqi
ncarly blew our budget,
antil 1 realized | could shoot
the blood live on stage in 20
minutes. Rather than killing =
ourselves trying to create the
geometry of a blood dng‘m
ly even to the surprise  CG, which was il

gaing the dog,
map the blood using

asked, ‘What happens when

they start doing digital make-

up?” and T said, ‘T don't see

why they would.” Tt would be
so incredibly difficult and
ridiculous.”

Difficult and ridiculous or
not, Digital Domain accom-
plished it in 1994 with
Interview With the Vampire—

and 'm not §
.‘qu people will d§
il if the quality

pro
of Digit

Scott Ross, who had said the

al Domain’s hea

process couldn’t be done for — computer, which it d

years spectacularly well. We

“We didn’t know whether blended the two tecl

or not digital make-up would  and got something

workes (I'

make-up cffects nlﬁe),—io ke

aged Kirsten stay for some time

work,” says Vampire's visual-
effects supervisor Rob Legato,
who had to create such scenes

as where an er

om Cruisc’s
flake off.
I just had to make it work.
Ahh, but making it work
isn’t as casy as it sounds.

Dunst slashes Digital Domain’s

Ross. “Right now, it’s less

and the wounds

After walking throug]
tedious manual method of
digi
onto an actor’s face (whi

ally tracking make-up

of course, moves around in’
frame), Le il

ow created a process called «
to-tracking. This effects

evel

nobody’s seen before.”
Baker and others in the

field wonder if this prejudice

toward their “big rubber

monster factories”™ will allow

them to coexist with ¢

mput-
ers as the industry turns to

CGtoc
think CG”

you don’t have to use it for

e creatures. “I

a great tool but

everything,” said Baker in

1993, who has since estab-

lished himself as the premier

aracter make-up artist with
Iid Wood and the upcoming
Nutty Professor.
the future there'll be a lot of
crossover stuff, and 1'd like to

“I'm sure in

be very much involved with

works much like coloriza-
tion, wherethe Lul"]mknl\
told to maperta
onto speeific objects oyera *
number of frames,
instead adapted f_m%
effects work. Onge Legato
L

coll

lized what autotracking
r 4

would allow him to g

Vampire became a different
and new cffects film, and

enabled 1 spearhéad,,

one of the ficanf

effects techiiqies of the ‘
digitalerd. 8/ -

However, in som g,
.dnio..fhm‘.p
halfavay: In the aforcuen-

tioned cffech, Chuise’s face

Legato met
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BLADEFORCE. The year—2110 AD. The city-Meggagrid. A gritty metropolis reeking
with the stench of organized crime. You enter this cesspool wearing only a helicopter
flight suit and a big grin that says “Hello Mr. Criminal. My gun is bigger than yours!

You fly in real time. You fire in real ime. They die in real fime. Hove o real good
time. Features: 360° 3D flying. 3D worlds. 30 everything. You sin. You soar. You

shoot. You spew. Pack the Dramamine. 16,000 true 3 objects. 28 missions and 7

crime infested levels. Buy the game, get the motion sickness free.




KILLING TIME. What a politically correct title, eh? You're trapped in a horrifying 3D
world of the undead. But lucky you. You've brought along some serious firepower.
You've got to shoot first and catch your breath later. To solve the mystery, listen to
the ghosts for lues. You'll have to call on your wits, call on your weapons or call for
an organ donor if things go south. Feafures: 16 horrific enemies (only 300 could get
7 genuine ghosts on videotape). 45 supernatural areas to discover and over 200
rooms fo explore. Requires use of the head, if it hasn't been blown off already.




audiences would expect he
used a stunt man, had Hanks
run right at camera to prove
it’s him—only it wasn’t. The
lengthy shot featured a stunt
man carrying the actor play-
ing Bubba, but when he
came close to the camera,
the stunt man stumbled, and
at that moment, ILM did a
morph transition between
the stunt double and Hanks
so Hanks appeared to carry
Bubba the entire way.

But beyond the idea of
melding actors with human
stunt doubles is Batman
Forever's use of replacing its
lead with a virtual stunt men.
But Val Kilmer needn’t
worry about job security—
yet. This year’s CG Batman
was more stunt man than
actor, leaping off the Ritz-
Gotham Hotel and plunging
600 feet into a manhole in
the strect below, using his
cape to break his fall. Effects
Supervisor John Dykstra,
who received an Academy
Award for his work on the
Star Wars series, had an
ambitious plan for the shot:
to drop a camera off the
building with Batman that
would first follow, then catch
u with, then pass the Caped
der, turning to look
up as he fell out of
frame—but ultimately, it
wasn't really possible as live-
action. So WBIT’s CG artists
created a plummeting back-
ground plate with the
dynamics Dykstra was look-
ing for, using a digitized
Kenner Batman actionfigure
as a stand-in.

Generating a Batman real
enough to hold up through a
600-foot fall using motion-
capture—high-tech rotoscop-
ing that traces movement
from a live-action source—
proved a tricky proposition
since the action was confined
to the Acclaim motion cap-
ture stage. “We could either
throw a guy off a building or
try to capture some motion
on-stage!” laughs Pacific
Data Images’ CG supervisor
Richard Chuang. “So we
filmed a gymnast performing
on hanging rings using six
cameras to record witness
points at each joint. We

converted that raw joi

angle data to a CG sti

in our proprietary

where our animators refined
his moves.

PDI then modeled a body
from a maquette, matching
Kilmer’s physique and map-
ping it over the motion-
capture skeleton, Proprictary
software translated the skele-
ton’s movements to the body,
creating a believable cf
ter with mass and fle;
muscles. Lastly, their CG
Batman was laid over
‘WBIT’s CG Ritz-Gotham
background. The effect was
traly awe-inspiring

Watching the G Batman
leap above Gotham, Dykstra
realized he had the power to
lift the curse on Batman’s
cape, which had been almost
Iolﬂ"\ feless in the first two

erk Alvn s old Superman

Steel became a cartoon in

>
PDI’s
artists to use plxo!om;lb-

 tic computer animation to

enliven the Bat- Thus,
shots of Val or a stunt
man performing acrobatic
feats of Bat-bravery

done sans capenwﬁgin

The
was k
i element so it

B ltnatch theeape in pre-

- vious shots. “We simulated

the cape’s behavior using a
simple geometric representa-

added turbulence, but we
could also switch to an ani-
mation system in to
tweak the cape, m?%‘qk,
i i shape.”
g Sil, the mon-

computer-rendered
antagonist for the horror/
thriller Species, continued to
up the ante in the C
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Richard Edlund of Boss

ured in polygons,
three-dimensional picture
clements. “You need a cer-

tain nul;Wgw
- u >




with their human

an unprecedented 40 min-
mesgl’scmn nme—neurly
h-lf l

CG images raises
?" Edlund’s hackles. “It sounds
* kind of Orwellian,” he says.
lh fun to speculate, but it’s
v ‘mﬂme, it will probably be

here at some pmm but i

ing up his feel- ﬁonmll cel
~ings on the

Ewm the comic’s
¢ bubblehead into a
-anxious adoles-
braye attempts
is fecl

his old bedroom, ¢
filn unexpe

Has pushed the enelope of
i fe ¢ past
in CG, where

n requires a c.
Casper's effects burgeoncd
from 150 in preproduction to
over 400 by production’s
Coneered about their
v to hand-animate so

many comples shots, ILAM
explored motion-capture,
which they hoped would
enable them to finish on

e. Unfortunately, the
movements didn’t
ful, just fake.
Instead, ILM used motion-
capture for the characters’
1 1ip motion, which
helped them speak, then
that with hand-
mation.

By training a score of new
CG animaiors, ILM muscled
hand-animated
d through, with
remarkable results. Working
ona broad range of Silicon
Graphies workstations,
ILM's animators uscd Al
software to create cach ¢
acter’s wireframe str
Softimage to animate them
and Renderman to render
the finished CG actors,
wmiuich like they had the
behemoths of Jurassic Park.

But that's where the resem-

blance ended as the anima-

tors attempted to endow e
Casper’s ghostly ensemble

with real personalities...

Casper rekindled the
artists’ respeet for Disney’s
cel animators on Beauty and

the Beast and The Little
Mermaid, but ILM’s m,ln'n«-

ment in v‘rz.ym;

Disney’ mﬂg

ic cha accept o,
as real. m:ghr ‘n -
vet believe we' &
flesh and blood, qu -

animation will get therc, and
soon. And when it does, the
shockwaves will reverberate
not only through the cffects
industry, but through the
halls of the
Guild. Becanse

wper is

incidentally,
isic Park spawned the
first computer-generated
actor. or the final seconds
of the shot in which the
“I-Rex devonrs the attorney
Gennaro head-first, that
wasn't the actor who got
chomped, but a clever
computer re- on.
Bevond that, the same
technique that enabled LM
to meld an actor and his
stunt man, also allows actors’
heads to be pasted onto body
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doubles’ physiques for nude
scenes. “And that way,” grins
Visual Effects Supervisor
Mark Dippe (Jurassic Park,
The Flintstones), “if an
actor’s too fat to do movie
#4, we can just graft his head
onto somebody else, or re-
create him and he'll be back
to his slim trim self. I think
in the future actors will just
phone in their roles. Actors
have a character, a quality,
something about them;
maybe we can make a com-
puter actor that looks just
like them, build the equiva-
lent of a telemetry suit for
them and then film it with a
little monitor watching. It's
kind of nutty, but I'm sure
things like that will happen.”
“The frightful thought

miight be that one day you
just go to [a] studio and be
photographed like a police
photograph—from each side
smiling—and then they'll
manipulate and animate you
through a whole film,” fears
Udo Kier, the German actor
whose career ranges from
Andy Warhol’s Dracula to
Johnny Mnemonic—and
whose technophobia extends
as far as to refusing to learn
how to operate a computer.
“You wouldn’t have to work
anymore. | think that’s
frightening. 1 don’t like
the idea.
No, Udo, you’d actually
keep working. CG scanning
could conceivably have
Hollywood actors appearing
in more films than Antonio

s i |
Banderas, even from beyond
the grave. When Ken Ralston
resurrected Humphrey
Bogart from old footage to
play a cameo beside John
Lithgow and Isabella
Rosselini for the “Yon
Murderer!” episode of Tales
From The Crypt, Bogart’s
estate was paid for the
performance and the
deceased actor was even
given top billing.

But this case, as well as
DreamQuest’s efforts on
The Crow, are only the first
faint ripples on the surface of
waters that run very deep. It's
likely that the tragic events of
The Crow, combined with
the growing awareness of
how its star was made to rise
phocnix-like from the ashes

{50 ]

will lead to a new practice of
scanning actors preventative-
ly during preproduction.
That way if an accident
occurs, the film can be com-
pleted with their CG double.
Of course, one of Holly-
wood’s best-kept secrets is
that many of our top stars
have already had themselyes
scanned. Why allow the pub-
lic to see onc’s self grow even
a day older? You just know
these scanned celebrities are
waiting for one daring soul
to hire out his or her C
persona before the floodgates
open. Well, that dam may be
about to break. Rumor has it
that Marlon Brando has fina-
gled New Line into backing
his own personal R & D pro-
ject. In exchange for his live
in-person performances in
Don Juan DeMarco and the
upcoming Island of Dr.
Moreau he will be paid to
complete another in absentia
(rumor has it he may be
doing the part of Moreau in
absentia). Also, Brando is
reportedly working on a TV
project titled Brando On
Brando where the actor inter-
views his characters from pre-
vious films and allows them
to interview each other, via
advanced CG doubles.

Digitization is a relatively
simple process where the

utters ever consonant
vowel sound as the ca
makes a 360-degree orbit
around their head. During
cach second and a half spin,
one laser beam scans their
features and another their
color data, taki;
3.D picture a
around their head. While the
cost of the scan is low, hook-
ing up the data points to ani-
mate an actor’s fac is quite
costly, up to a hundred thou-
sand dollars—and that’s not
including compositing the
synthespian into scenes with
other flesh-and-blood actors.
On the other hand, whatever
the price, it's still probably
cheaper than paying some
top stars’ posh salaries.
Understandably this cuts two
ways: Actors eager to reap the
financial benefits of licensing




themselves simultancously to
an unlimited number of pro-
jects are also clearly con-
cerned about what others
might do with their CG
images once they have it in
their greedy little mitts.
Since the technology now

s to thulv alter what a
on-
T getting
progressively more and more
specific about the exact ser-
vices to be provided. The
fear is that actors may find
themselve i

i
they'd never want to be
associated with, doing things
they wouldn’t be caught
dead doing. But hell, such is
the nature of the business.

wprumnq jou
Imov & Cirong
Not only can CG effects
artists build a fake actor,
Forrest Gump proved they
could take picces of the actor
away. Forrest’s companion
on his shri

ends of his legs hltnd organi-
cally into the scene.”

Effects like these firmly
establish Forrest Gump as
the watershed of the digital
age. But this accomplish-
ment wasn't the result of the
freshman pairing of a direc-
tor new to CG teaming with
a visual-effects artist—far
from it. The collaboration of
effects virtuoso Ken Ralston
with director Robert
Zemeckis began on Back to
the Future and is still going
strong some half-dozen films
later. It's an unprecedented
collaboration, but Zemeckis
will stop at nothing to get
the shot he wants, even if it
means having Industrial
Light & Magic manufacture
it pixel by pixel, and Ralston
has never failed him. ‘That
unwavering flexibility on
Zemeckis' Who Framed
Roger Rabbit? and Death
Becomes Her gamered
Ralston some Academy
Awards. Despite the torments
inflicted by Zemeckis’ seat-

o5 s

and former commanding
officer, 1t. Dan Taylor, who
Tost his lower legs during the
Vietnam war, presented ILM
with an even more elaborate
problem—as the body parts
of the actor playing Lt. Dan,
ry Sinise, were all present
and accounted for,
Uncompromising as cver,
3 efused to use tra-
al leg-binding tech-

to create the illusion
instead dircct-

nigu
of leglessness
ing Ken Ralston and his 11\

team to devise effects that
would sell Lt. Dan’s afflic-
tion beyond a doubt. “It's
not just because his legs were
tucked under him,” Ralston
says, “Gary looked like he
had no legs because we elim-
inated them. We had Gary
wear bluescreen stockings
over his feet and lower legs
that tucked into the ends of
his pants, which were knot-
ted around his ‘stumps’. We
did blank plate passes of
cach location to add back
the information Gary's lower
legs blocked. After we
removed his lower legs, we
did some 3-D work and
added shadows to make the

5P
approach, Ralston delights in
providing Zemeckis with a
filmic language based on
visual effects that freed the
dircetors imagination and
ally became the basis of
his unique style. “[On
Gump,] we were both learn-
ng as we went along,”
Zemeckis tells. “But that's
when I saw the big shift in
the way films were going to
be made, and a big light
went on for CG for me.”

The fable-like story of
Forrest Gump’s journey
through modern American
history represents a dramatic
departure for Zemeckis in
terms of emotional power as
well as a new direction for
Ralston, and, by extension,
ILM and CG. While not as
flashy as Jurassic Park,
Forrest Gump used the tools
that v d Spielberg’s pre-
historic behemoths to aug-
ment reality in ways hereto-
fore undreamed of.

“Of course, there were lim-
itations to what Bob asked us
to do and believe me, we felt
them all!” reveals Ralston.
“The toughest thing, and T
said this on Death Becomes

Her, is trying to re-create
y. The more surreal an
image is, the more leeway we
have to fake our way through
because people can’t identify
with it. This show was heavi-
ly nahh' baud ¥
naturally toyed
reality from Forrest
Gump’s very first shot, the
metaphorical image of a
feather tossed about by the
wind. That feather didn’t fall
from TLAT's cap; at almost
four minutes, the shot is the
longest digital composite in
film history, shattering ILM’s
previous record for The
Flintstones’ opening
sequence. Helmed by Co-
Computer Graphies
Supervisor, Stephen
Rosenbaum, the shot begins
as the feather magically
dances from the heavens
through a Georgian town
square, eventually landing at
Forrest Gump's feet. He
leans over from his park-
bench, picks the feather up,
placing it in his ever-present
volume of Curious George,
and the story begins.

“We had about 30 differ-

ent takes of the feather being
puppeted at different frame
rates—one take where it was
just floating, another where
it was twisting around and so
on,” says Rosenbaum, “Peter
[Daulton, who handled the
shot,] choreographed this
enormous +4.000-frame
sequence by combining
them into one seamless
animation. Peter did a lot of
subtle work, like tracking the
feather’s reflection in a car
windshield, to blend it seam-

ps no film in history
has used so many effects to
mimic what we think of as
reality. Intent on wringing
the most emotion from every
sequence, Zemeckis demand-
ed that calm scas be made
turbulent, clear skies cloudy
and empty space be filled

“This project is four times
the size of Jurassic Park in
terms of complexity and the
size of the crew,” says
Rosenbaum who, along with
his LM co-conspirators,
implemented Zemeckis and
Ralston’s vision of Forrest
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Another area some s:
likely to se i
by computers is specia
effects miniatures. People
may have forgotten the legacy
of The Last Starfighter, but
Babylon 5, seaQuest DSV
and Space: Above And
Bevond may serve as current
inducements to sample the
increasing power of digital.
Not so, argues ace prop and
modelmaker Greg Jein,
whose most famous creation,
the Mothership from Close
Encounters of the Third Kind.
now graces the Smithsonian
Institute. Jein, whose credits
include Star Trek: The Next
Generation, Deep Space
Nine and Star Gate, feels
that the prohibitive costs of
digital modeling will force
producers to stick with the
tried, true and inespensive
technique of miniatures. “For
Star Gate, the physical con-
struction costs of the models
were $8.000-10,000 per sp:
ship, while computer gene
ing them would cost some-
where in the area of $35.
If someone doesn’t have that
Kind of money to play with,
they'll find a good model-
maker to do it for them.”

Dennis Muren on the other
hand brims with excitement
thinking of the potential of
CG mini; n the Star
L
Newing fighters blow up, but
those were always little mod-
els shot with high-speed cam-
eras. You've never seen a real
Xewing really blow up, but by
using CG. you might just
suddenly see what looks like
a real fullsized N-wing really
It would be all fake.,
but you'd see the
aring apart,

ures.

SPRCESHIPS .

Ta N ‘
10 DINGSRURS -,

o e cffccts. Steven

-

the physics of this
picce blowing off
that picce. Then
vou might look
at Star Wars
someday and say,
“This looks terrible.™
The legendary effects wiz-
ard of 2001: A Space Odys;
Dong Trumbull feels that
miniatures and motion-
control will soon be outdated
techniques of the
think it’s generally much cas-
ier and less expensive now to
do that whole process using
computer graphics. It unde-
bly gives you much more

=%

Spiclberg so valued
Harrvhausen's opinion that
he was virtually the only out-
sider to see test footage of
Jurassic Park’s CG by
moths. When he finally saw
the finished film at a ser
ing iversal Studios,
Harryhausen's emotions were
idedly mixed.
Harryhause

Wiflg i of
put my idéas on Pay
think that might he

X < X
this new development
won't have to kngw

with the full thre
sional mov
object s
vou don't just have to have
spaceship, vou can have
hundreds of them.

The time-honored field of
stop-motion puppet anima-
tion was of course pio-
neered by Willis
O'Brien, the
man who
gave us
The Lost
World
(1925)
and King
Kong (1933). The
torch was not
long after
picked up by
O'Brien’s
brilliant pro-
ay Harrvhausen, who
worked at his master’s side on
Mighty Joe Young (1949)
before striking out on his
own, creating some 15

cature films including the
enty Million Miles That’s like asking
he Seventh Voyage — a painter to go out
nd Jason and th

the dinosaur
seenes,

which
were most
impressive.
But the

emphasis these
days seems to be

classics T
to Farth,
of Sinba

photograph of it. Then
ion there’s no interpretation.

employed extensive stop-
motion anim

couldn't find anyone clse
interested in helping me out-
her, so T was
forced to learn many differ-
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tour of duty in Victnam, or
catch on to Yusei Uesugi's
CG matte shots that trans-
formed 4 pine-covered area
of South Carolina into a
Vietnamese landscape
replete with rocky mountains
and palm trees swaying in
the wind. Nor will they sus-
pect that the phosphorous
tracer fire that nearly wiped

out Forrest's platoon was also

a CG effect.

While in the army,
Forrest’s aptitude for Ping
Pong lands him on the U.S.
team for the world champi-
onship in China. The vast
arena, painted Communist
red and crammed with
100,000 spectators, was a vir-
tual ILM invention down to
the CG Ping-Pong ball. The
rapidfire match between
Forrest and the Chinese
champion was shot without a

human being could maintain

peleenﬂym(mntofd\e

“We had eight shots to do
there that were all mind-

Valentine, swung
high pitch, but they often got
offsyne because they were
really supposed to be going
at it! Then one of our star
animators, Brian Van’t Hul,
scanned a photograph of a
Ping-Pong ball into the com-
puter and animated it so it
had a sense of weight, a sense
of being affected by gravity,
and some topspin. He also
adjusted the character of
the motion blur so when the
ball bounced on the table,
there was actually a

&-Pong match
and in various football
stadiums, Zemeckis

charged TLM to create
moving crowds of thousands

56

Ralston sighs. “We had a
very small crowd, 1000 peo-
ple, all dressed appropriate-
ly and waving signs, so every
color was in these shots, and
there’s all this minutiac. It's
amazing how quickly that
space ate up 1000 people.
To make matters worse, the
shoot itself was awful; the
temperature dropped like 30
degrees, it was freezing and
everyone was dressed in
light clothes so they
mutinied—only half of
them came back after
lunch” When a reporter
compares crowd replication
to cutting and pasting,
Ralston responds emphati-
cally, “Kinda, only it takes
five months to do!”

However, Batman Forever
used the much-talked-about
digital backlot throughout
most of the film—at least
one of sorts. In an unprece-
dented move, Dykstra con-
vinced director Joel
Schumacher to re-create
Gotham and its environs,
including Arkham Asylum
and Wayne Enterprises, from
the ground up, largely using
computer graphics. “We
wanted to show the entire
city of Gotham, then move
right into it,” Dykstra
explains. at’s tough to do
with @ miniature unless its
scale is huge, so WBI'T
[Warner Bros.’ animation
department] used CG to
achieye that.”

WBIT was the first effects
eam on the scene. Having
worked on Batman Returns,
WBI enior Visual-Effects
Supervisor John Scheele
derstood the advantages of
iature photography. But
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he also wanted to get back to
his computer-animation
roots (he worked on Disney
Tron) and create the first dig-
ital backlot. While that
term’s become an industry
cateh-phrase, at Warner Bros.
it’s a reality. “We computer-
modeled Ilw < Warner
ng the structures

way, we can quickly enh
buildings on our backlot
streets via dimensional
inting:

As a reward, Dykstra
handed WBI'T the toughe
wssignment he could ima
ne: the film's make-or-brea
opening shot panning across
City, tracking way
Wayne Enterprises
per—at sunset! “Right
the first shot answers
the question of how this film
will be different,” Scheele
says proudl
Gotham in an exp.
you've never seen before.

k

Goth:
into th

nera slowly
ches this huge round
window and pushes into
Bruce Wayne’s office. I's
breathtaking stuff.”

furn & face e Efl‘ﬂlll]ll
‘The times are surely
a'changin’ for the spec
cffects industry in these oh
so-turbulent days. While
many blame the phenomenal
success of Jurassic Park’s CG
heavyweights for the industry
shift, the writing’s actually
been on the monitor for
nearly a decade. Still, every
aspect of the effects business
seems suddenly in flux, while
many predict that tradi
approaches are the re:
dinosaurs in the wake of
Jurassic Park and Casper.
Dennis Muren—who co-
supervised both films” digital
concoctions—can’t see him-
self working on an effects
film that wouldn’t employ
techniques. “I'm dri
ven by images, never by tech-

nology,” he insists, “but the
potential of computer graph-

ics is phenomenal. 1 don’t
know if it’s the way to do
ing for
myself, if a show comes
ILM that interests me,
going to do it CG.”

everything, but spea

While even ILM’s effects
artists scem shellshocked by
the furious advent of a CG
revolution they created but
didw’t anticipate, there is
one insider who wonders why
it took so damn long. Sherry
McKenna was visual effects
producer on a little.
bered film called The Last
Starfighter, the first feature
to employ computer-gene
ed spaceships. But the tech-
nology just didn’t take off at
the time, possibly duc to |h«.-

cmem-

The Last Starfighter and
2010. Nobody believed
we could create something
that didw’t look computer.
generated.”
Nowadays, with dircctors
ger to work with the new
technology, we know differ-
) 1 the note-
worthy d teen years”
of CG growth, when 1LM
s crafting cutting-edge
gery for Willow, The
Abyss and 12, filmmakers
were slow to catch on ln
cffects”

e

“What
as legit-
ize the money-making
potential of syntheti
images,” says Praxis Film
Works topper Rob Blalack,
who holds an Academy
Award for his work on Star
Wars. “And as a conse-
quence of that, there’s going
to be an enormous invest-

nt by producers to try to
get the type of return JP had,
which is the way the film
business works. You're going
to sce a lot of attempts to

ic that success, which is
healthy for our end of the
[T S ——
cffeets in gerieral.”

But as producers teap off
the old-school techn
and h
toward digital effects, there is
a growing fear that many of
the most creative effects peo-
ple—modelmakers, matte
painters, stop-motion -
tors—will be shunted aside
because their age-old physi-
cal techniques will have no
place in the digital “cffects
ina box” of CG. “Some peo-
ple are so quick to jump off
the old and jump on the new
that they forget that they're
not looking realistically at
these things,” says Richard
dlund (whose Boss Films
since moved away from film
to work on their gaming divi-
sion), “We have lots of tech-
Jues that work and are
wexpensive and quick that
would be very difficult to do
on the computer. Until we
start getting all the chewing
gum and baling wire pro-
grams in-the computer, we're
gm'ng to be using gum and
¢ to make shots.”
l\u) Ralston is also circum-
G's shiny,
“One of the
weak points with computer
graphics in films is that at
the end of every movic, there

son,” McKen ns,
“it’s taken a lot longer th
thought for CG to
Ten years ago, it was real
hard to instill in producers a
ion of all the things com-
puters could accomplish
based on what they saw in

ally, while
ked the cre-

ﬂc\il)‘ ity. Troni
they may have |
ative vision to sce the future
in a watery phallus or mercu-
rial man, once producers saw
organic creature replicat-
ed digitally, something
icked in their minds—
for many that was the ching!
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changes, and
ges in computer

s a slow, painful
winces Ralston,
and you can’t make it
20 faster.
“Computers are tools
invented to duplicate man’s
process of generating ideas,

iques
1 like lemmings



nd this \hlpul little caleu-
lation device is going to do
uulluu;. but grow. In 10

term computer

s will di

tiom, Essentially the comput-
erscreen will become the
animation department, the
modelnaking department
and the matte department.
You'll have one screen that
docs everythir
But when t
Ken Ralstor

t happens,
speculates,

there might be a big sur-
prise in store: “Soon,

everything’s going to
be so technically
proficient that the
v thing left is

1l

that story.
you tell it
badly, it’s
going to look
really bad!”
Farhad

Mann,
director and

cgade professionals with

few computer con-

version of the morph pro-

1 that threw the me

| makeup
cts communi
tizzy is currently

ble for $89! How long

will it be before someone

working at their PC

screenplay
author of the

ongoing synthesis
between the computer
industry and the film

tizing just wasn’t possible,
few years ago. Now, yo
imagine it and it’s done. I
just hope we don’tlose the
sense of storytelling and

¢
In the future, there may be

many smore would-be

t the console, as

und feared. And

ajor

v find

their supremacy in the field
e challenges from

can create comparable
imagery to the big boys?
“Yes, today for $89 you

to do very rough morphs, or
you can buy a package from
Hows you to do
better than we
o doat LM in

d Scott Ross.
s left in our

witke is what the others will
have access to.

Alarmists fear that as CG
capabilit
more ting

s grow, other even
-honored tradi-
e hrcatend by
chnology: George
Lucas is reportedly searchin
for ways 1o cr
loc:

tions n

e sets and

The end result, in the most

| techno of all possible futures,

may be movies created
| ely at the ull e work-
station, which could eventu-
ally supplant filmmaking as
we know it

“Isee it as becoming more
and more a talent-driven
business,” Richard Fdlund
says. I envision at some
point not too far away we'll
be able to import some
abseure picee of software

{50

because some
1 has hacked it there and
we'll find out about it and

combine it with something

ehe through a translation pro-

gram we get from Greenland!
When everyone’s all fiberop-

tic or phoncline networked,
we'll be able to put all kinds
of obscure software and

ages together 10s aninter-
esting and formidable future,
but Idon’t see being obviat-

ed.
“eel like we're genuinely

ames And

s The Giant
Peach. “1t

n't been

gy Tike
Biene

v\lwn’ they
have their

~~punch holes
just 30-We have
a great oppoitni:

ty right now to take

first fulllength film entirely
created through the use of
computer animation, due
out this winte
Now, with

mees prophe-
sied bevond this decade being
cranked out annually, andi-
v filmnakers alike
can only wait and watch as
Silicon Valley and Hollywood
rush to merge into a single
geographic location. @
by Ron Magid With
The Editors of FUSION
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“An original space adventure

combining strategy, action,

and shooting game genres.”
- EGM

Human outposts in space are

cheap targets for alien invaders, and

the Tyron Corporation has cashed in

on the defense systems they created to

protect them. The fact that there has never

PEACE HAS

been documented proof of alien

existence has not stopped them from
making billions from humanity’s
fear of the unknown. An unsus-
pecting technician on a remote
mining site discovers a deadly plot
launched by the Tyron Corpor-
ation to ensure its monopoly on
lucrative government defense con-

tracts. Now considered a threat, the




A PRICE...

technician has the Tyron Corporation’s undivided

attention. With the full might of the corporation on his
back, the technician races against time to get the word

out before the corporation gets him.

Call 1-800-771-3772 for information on Game Rating,

jsered rodemork of Millenum Ierocive, . 1995 ond
Computr Enrkinmeni nc. Sogo and Sego Sohrn anmmrea,uurzm

DEFCON 5 is available on mulnplc platforms including:
PC CD-ROM, Sega Saturn, y PlayStation and 3DO.

* Immerse yourself in futuristic graphics beyond belief.

* Play from a defénsive perspective — your best offe
* Surround yourself with high-cnd, digitized sounds.
* Take a two-week sabbatical to finish this game.

i g0
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critically, special effects. Everything needed
to make a motion picture is needed to shoot
+ film footage for the game,
‘The story line of Ripper s that a futuristic
version of Jack the Ripper is haunting the
rscape of lower Manhattan in 2040,
r job as the protagonist of the story is to'}
unt him down.
If this were a traditional film, it would
definitely be a horror film. And horror
films, as any B-movie buff knows, means
ects. Many people go to horror
eresting blood and gore
s anything else. This
3&5 lr%Rxpper a critical

'his might'seem niher od_d,n ﬁm blush.
Think about if§
obviously, on computér

the only spé

motion pictures ’nowsn
e much oftheir magicy \\hy
me run on a compyler need tra-

g
effective to \\’B&M the real thing on
film. Or real fake thing, depending on how’
you look at it. Secondly, there'is a different
quality to the work. Doing g€ much as you
can on the film makes thifig§look better

i tohpeﬂo@ arg a@&a since they have the samie%visual quality as
vtps, b&ema g‘um 5&@‘@5 thy Fagground."

In there are dead bodies, guts,

ot thes otker fare @J blood, gun shots and all of the ofher fare of

lm f’au.f
b@awy
omd i
thes av

the average horror movie,

. ncluding one ijGiEdib
orre® €. Jcodng e

: [ IS
place 1 a soundsta anhattan,  Burgds Meredith and John
event is the film sequence sho hys-Davies.
2 Interactive's ncys\)g:nfe, However, a lot of
4 money will also
Take 2 is new o live film footdge o just the traditional
they used some minor video and lots o Im-credit titles. Director,
voice acting for their Hell: A Cyberpuigk stant directgr, camera
Adventure released last year, doing live film * operator, key gfip and,
shoals is definitely a sigp.up for them.
“We aren't gmﬁg. in and do »
this halfway. We are Wilihig profession-
als from%he outset to make this hap-
pen. What we don’twant is for this to
look like a couple of game %
design@@grabbed a video cam-
t the film,” says F.J.
s producer.

&

Take 2 is 9#¥ing the price to stomach sequence. All of these
make this happen professional- D are created by traditional special
Iy. In the month and a half of ; effects techniques.
on-againg-again shooting The fnan who mgkes 41l these
over $2@8MTion will b special effects happen on the film is
spent togéhe film fo’ Bryan Holt, 4 15-yaatleletamiof the
game. OF that, over S60MOB0 will Zo industry. Holt has worked on

{o pay stars like Christopher Walken,

.




You've played
Mortal Kombat®, Street
. Fighter” and Primal
S Rage” but nothing
matches the spectacular

N,
- game play and visual
b Bd 'Y u, ® power of Battle Beast;
A = 3 the ultimate fight game

from 7th Level.

| D < I

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

« Master more than 100 fight moves « Discover hidden bonus rooms and secret weapons
« Marvel at feature-film quality audio and animation e Fire rude interactive keyboard taunts at your
opponent « Outwit the computer’s artificial intelligence « Battle it out over network or modem
Question: What are Mortal Kombat, Street Fighter and Primal Rage? Answer: Redundant!
Welcome to the 7th Level.
Game Over!

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

AP
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bers of the crew do at 1 know exactly whe

s S .
Total Recall, The Abyss and many ethe
problems working 4 er is in the story and what b

feature films. 5

Ripper is actually Holds second 3 . ng at that point and how much he
computer-gam excursion, having also . people ’ s. Dependipgon the branching, it's
worked on some of the specfal effee® fo est changes figim traditional film work c playifig@lifferengcharacter,
Acclaim's Batman Forever game. * cott Cohen, (ietor bringing the rol, rc thinigs that heBappencd

the'player to I to the scene willlbe totally dif-
understand blem faced by id make the character react in a

@Q @Ja, seenes waving
MGaevleomes, a8 N,&
ab, vipls, tohe
Eippér

e wheomess
“There are still things that a maehine N & [ .
ot gl ' do bascya on Vagiows @mwmi

SIS A f@)a@r@r ean balkoes.

Cohen, one must understand the differ- @ differents. 1 constantly have to keep
ence between an interactive game script track of that e sure | act the ch:

and a normal film seript. While cach is ter properly. blown it a couple of
times and had to reshoot a scene because
1 missed where we wes branch and

B rofound diffedjees Betsichine. B8R it wrons,
Tnstead of a joene Having only one ouls & But aren't normal movie .

y a traditional script, the game  shet out of sefffence?
it everything to script for Ripper has multiple outcomes “The lead on any movie has the same®
. on the screen.  based on various actions the plaver can problem, but here it is just much more
1 take. These outcomes lead to branches of — involved
scenes that are similar, but often funda- Another difference hetween a standard
mentally different in the information film and a gam,
available to the player (or actor) and the  blocking. Blocking
ction that takes place. ’
“Dealing with the branches is very e
hard. The scenes tend to be very short and rated. On one side of
are shot in a sequence that has banks of graphic computer con-
nothing to do with ho; butch_enough to make even the
will show up. Sod ‘most jaded geek drool. The graphics team
" eve from "Take 2 uses theye€onsoles to gener-
ate backgrourids and set objccts on the fly.
The actual set itself is almost complef
ly barren. Painted in a special color called
chroma blue, the set only holds a few
items that will be on the video as real @
objects. Everything else, from back-
grounds to tables and furnishings, will be
put in by the graphics team overlaid by
the®computers on the chroma blue back-
ground of the real set.
This means that no one just lookin;
et knows where the generated objec
ly are. A monitor beside the director’s
chair allows him to see the whole
appears to the compute
the real actors and objects

It would seem that there would be
b o
many differences between working o

people have funky attitud,
egos. Here these people are feally
g )
)

is-an entirely different feel in som

Holt also isn’t worried by the advance s - t"p >
of technology putting him ont ofwirk. AS® F’@baﬂ- L
a ffects professional, Holt keepsa — *
on technology and has even
& mumber of robats kndigther high- aMmeEs S€
Toch wonders. But hodbdnléee a time in

the near future where there isn't going to l‘&o as ma &t@ﬁ‘

be a call for his serv




puter-generated overlay, but other than
this monitor, there is no other way t

judge if an actor is, for example, standi
in the middle of a computer-generated

a
to be very carcully
nce it not gnly has

to go in with the sound and in sequencg

with the other shots, but also has to mg|

computer-aw
computer game is somehow |
than yorking in film

“This work doesn’t h
with crews at all,As a m;
many of them like i

; oing
um and it is

e director for Rify
in this
o worked on

ames. Parmet sees the
current technology of game video as being
much like early film worl
“There are some clmll(u;,u heres
because everything is a onc®amera shot.
of the generated backgrounds,
't move the camera like you would
normal film shoot. Hen

. Early filns were the same way, before
v learned how to move the camera

jn that he doesn’t s g,lmc.s work as

mepow second rate f films,
is an emerging form. Someday it
pportant. Right now ret
from the director’

echnology isn't there to alfow many




. But it is something akin
viewing a home
g the'channel on




anmnberolyws.ﬁmuoneof he

el Tk el  producer at T
Bokey. wnd'dciois whol
e feem Tk just
e vl
But looking at the edited footage,

another view emerges entirely. s is t
1 deal. l'cplod he v
k back in h with dis
even |f\ou ow it was filmed
d

, Games ’ith rgal stories, Games for adults

et mﬂ:morguet:ﬂl; ";e . But the big question is are people ready for it?
:}a :ic;de;r "ﬁ i e B “I really can't say for sure. A lot of the game press have
o e ; de interactive story/game dead. I am not talking abo
’ says one of the crew looking on. ing video footagé and backstory around a shooter like W
/ ’ n't we want to get the blood it s
+ forchead?” @ 3 Gomm,ndor, but mtmctive games that have a real and engaging
' / story that unfolds as you play. These types of games aren't getting

® / good reviews. Most of the time they get bad press because they
don't have enough playability. That might be a good charge, Many ¢
games don’t. With Hell, for example, we probably should have
¢ made the combat more interactive.
“But is there a market for these gmss at all? Game:
that mix play with re ‘z ¢ values
50, or we wouldn't be 50 hard

¥\ is still a risk; this is a brand-new
Ripper we are going to do our best to

* sure, fe have reall wrhdonthaengztomakesmm

there is active playability. We have the actors who can

really bring out the parts, andfie have worked on the

script to make it the best we can make it.

“If Ripper doesn't do well, assuming we-don’t make

any big mi slnproﬂiwtlnnbemenmmdnlem, o

Iamgo .:h interactive )
adventure gme as a mar #a ‘timé and

for everything, and we need to find
ready for real dramatic presentati
format.” o




‘did you get involved?

My agent called me and told me [people]
starting to do this now, there are a lot,of
actors doing it.

SH: You are doing Ripper and you are doing
the Darkening with Origin, yes?

CW: I did the Darkening, yeah. It was two.
days over in England.

SH:1s this fun?

CW: It’s different. It's interesting. The one I
did before (the Darkening) had sets, this
doesn't, but it's interesting.

SH: We've had people tell us that doing an
interactive project is just like acting in a
movie and that it's nothing like acting in a
movie. What's your take?

CW: Well, 'm reading my lines off a
teleprompter, which is nothing like a movie,

‘but that's only because the job came on such

short notice and it's easier to do the
teleprompter thing. For me, it’s a little more
like Baturday Night Live, where I read off

happen to this—this (medium] is obviously

SH: We've also heard it's a lot like being on.
stage.

SH: Did you know anything about
‘media before these projects?

CW: No, I can’t even turn on a computer.
T've never seen a CD-ROM.

B8H: As an actor, is this as legitimate &
medium as television, film or theater?

CW: Sure. You never know what's going to

sammgnm‘smbegmmng 8H:Is it hard to
Jknows in mind when
SH: Do you worry about getting typecast. e knows could

“You seem to tend toward playing the heavies
a lot.

the player knows?

CW: “No, the

CW: No. a good thing I

It think of that”

8H: Do you have a favorite role that you've SH: You just did & movie:with

done?

CW: Nick of Time, it's called.

CW: No. |
; SH: What role do you play in that?

SH: Any projects you wish you hadn't done?

(72



“Witchaven is a ground-breaking 3D Fantasy Action/Adventure...”
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Can you spot the elephant in this picture?

If so, you're probably smart enough to figure out
that paying $149 for a 64-bit Jaguar makes more

sense than paying over $300 for a 32-bit system.
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Talking
TelWar

recently acquired a comput-
] erwith all of its components,
but I didn’t know how to turn
it on. The guy showed me
how, but I forgot,” William Shatner admits,
though he shows little embarrassment over
the incident.

Until recently, Shatner had no reason to
ook into computers; after all, the world
had accepted him as Captain James
Tiberius Kirk of the Starship Enterprise
long before IBM invented the personal
computer. With few exceptions such as on-
line junkie Sandra Bullock and Mac-novice
Yasmine Bleeth, few actors even own a
computer.

Last year, however, Shatner came up
with a good reason to buy a computer. He
formed a partnership with IntraCorp (a.k.a
Capstone) to publish a computer game
based on his TekWar novels.

Returning to his story about buying a
computer, Shatner hesitates for a second
and explains why it was never his fault that
he couldn’t turn the machine on. “Some
guys from IntraCorp came over to show me
the latest advances on the TekWar game.

Beyand
Turmer

They couldn’t get the computer going
either, so I called the guy who sold it to me
to fix it. He came over and muttered some-
thing and said, ‘It's going to work now,’ and
left.
“I didn’t use it for about a month and
then this past week I've been having some-
body come in and show me how to play all
the games. [I've been boning up on games,
not only for TekWar, but for other projects I
have in mind.] He had trouble getting that
computer running. I'm in a rage of frustra-
tion!”

“I was filming one of the Star Trek
movies—I was also directing it. There were
some strikes, I think the Teamsters struck.
We were in pre-production and everything
had to stop. We were there for three
four....five months in which nothing hap-
pened and there was no place I could go.”

Looking for a project that would distract



himself, Shatner began creating his first
TekWar novel. “I essentially just put a cop
in the future. I just lurched into the

future—the era of Star Trek.”

The mixture was too good to be true—
perhaps the most recognized face in sci-
ence fiction writes a sci-fi. novel. Success
had to follow.

The book was written and it sold well
and got good notices, and I wrote others
and along comes Marvel Comics and they
wanted to do a comic of it. I thought if the
comic books start sketching things out, they
would make good storyboards for a film—if
anybody wanted to make a film about
TekWar”

“By that time I had realized that I had
unconsciously made a mistake. I'd made it
too similar to Star Trek. I asked Marvel
Comics to place the whole thing 50 years
from now and essentially what I dreamed
might happen happened —along comes a
movie company.”

According to Shatner, setting TekWar
in the near future appealed because it
allowed him to create a reliably accurate
portrait. “I held a symposium for the public
before starting TekWar. I invited a number
of futurists to attend and to discourse on
what the future of their particular discipline
might be like. There was a man who talked
about what the legal system would be like.
Another man discussed what the police
would be like. Another talked about
architecture.”

“Fifty years from now is close enough
that it won't be that different from today. If
you compare 1940 to 1990, it isn't that dif-
ferent. The same political parties are still
around. The cars look similar—a 1940s car
isn't all that different from a 1990s car.
Therefore, I feel that there will be a great
deal of the 1990s in the 2040s. The
new technologies, although glossy
and shiny, may not be all that
breakthrough.”

Though Capstone has not
received critical appreciation for

such licensed games as Zorro, Homey the
Clown and Wayne'’s World, the company
has earned a reputation as a reliable partner

among movie studios. That reputation
extended to Universal Studios, the studio
producing TekWar—a syndicated television
program based on Shatner’ novels

“We have an eightyear relationship with
Universal Studios,” explains Leigh
Rothschild, CEO of Capstone. “We did
Miami Vice. We published a game based
on Steven Spielberg’s American Tale and
a number of other Universal Studios
properties.

“We're always looking for the best and
the brightest projects. When we saw
TekWar, we were just absolutely attracted to
the television show. The idea of having
someone watch TekWar and then walk
through it on their computer was
intriguing.”

Though a few companies were
interested in producing games
based on TekWar, Capstone had a
lot to offer. Determined to revi-
talize his company’s
reputation, Rothschild had
already taken steps to ensure
the quality of future projects
“We had already licensed the
Build Engine from Apogee. |
believe the Build Engine is
the successor to the Doom
engine,” says Rothschild.
“When you've spent over
one million dollars on the
right engine, you don’t want
to waste it on a bad game.”

“I was aware
that CD-

Rom was a good avenue to explore with
TekWar,” says Shatner, “but I didn’t know
which company to go with. There were sev-
eral companies that were
vying to do the TekWar game.
“We [Universal Studios] stud-
ied them all, and Capstone won
the competition and we decided
that Capstone was the
one to do it.”
“When IntraCorp first
approached me, I had one condi-
tion—the game could not be about
killing.”
Unlike other Doom games in
which you shoot everything that moves,
TekWar has pedestrians. Your job is to
keep them alive.

Pedestrians aren't the only characters you
try to preserve in TekWar. While you can
finish the game by simply killing your ene-
mies, you don't score points unless you stun
them, arrest them and bring them in alive.

Rather than turning the entire project
over to Capstone, Shatner came in as a
partner. Capstone honored his request

about broadening the game from
the simple search-and-
destroy missions found in
Doom and other first-per-
son games. Shatner
admits that the game
looks different than
he might have
originally pic-
tured it, but
says he is
satisfied.
“It’s a total-
ly different
vision —
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fiction, it's of great interest to me
because it’'s an imaginative arena
When you get to what a car looks

like and what are the vehicles of the

future and how do you wear your
tie, these are all problems that have
to be solved before your drama goes
forward. It pretty fun.”

“Good science fiction has to do
with the human story. If you're

acted in movies.

Asked which medium he likes
best, Shatner rephrases the ques-
tion. “Each medium is so different
that th

you're asking which medium I

y really don’t compare. If

would quit if I had to give one
up...I think it would be directing
films.”

“What's really of interest to me

dressed in clothes that don’t look
of today, it doesn’t matter because ous to see how it sells and how it

is this CD-ROM game. I'm curi-

what you're saying is of today. If you finishes.” @
travel in a vehicle that travels above LY
the ground, it doesn’t matter. What -
does matter is what takes place in
the vehicle
By this time, Shatner’s science-
fiction experience has extended to
almost every major medium. He's
written books and read them on
tape. He’s been on radio and
television and both directed and

0
7 :J"
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A View:

ltima Underworld,
distributed by Origin
| Systems, was the first
game to use the first-person
perspective that has become so popular in computer games. Two weeks after Origin shipped Ultima Undenworld,
Apogee released Castle Wolfenstein. Since that time, many games, including Doom, have improved upon the Castle
Wolfenstein/Ultima Underworld first-person perspective.

Now, thanks to Shatner’s partnership with Capstone, the Doom format is about to be exponentially improved. Set
in 21t century Los Angeles, TekWar builds on first-person perspective gaming by adding a new level of environmental
interactivity. Say you're headed down a street where you suspect a TekLord (the main bad guys) has deployed his
henchmen. In past first-person perspective shoot-em-ups, you marched down the street mowing down your enemies.
In TekWar, you can enter buildings, take an elevator to a higher floor and look out the window to make sure the coast
is clear.

That's not the only nice interactive touch. While you spend most of the game hoofing your w.

¢ around the city in
TekWar, you can also board a bus o ride a subs
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“Hollywood.”

Aren't you sick and tired of reading about Hollywood in stories about multimedia games? | know /am.
“Hollywood invades Silicon Valley,” “Hollywood stars appear in multimedia game,” biah, blah, blah.

Wing Commander IV: The Price of Freedom takes a completely different approach because, after a
few years of building up the Wing Commander series until it necessitated real performers and
high-tech special effects, series creator Chris Roberts put himself in charge of a production that
was, for those involved, a real Hollywood film shoot. The results are spectacular. Now the
cinematics Roberts has always injected into his games are film clips from a real soundstage and /
the yameplay is the only part of the game that's origin is a designer’s computer. f




Throughout my visit to the set, four
things proved constant among the conversa-
tions with the cast members. First, they all
acknowledged that Roberts displayed great
talent ive and open director, as
good as any they worked with despite h
status as a newcomer. They also had family
members who went crazy when they heard
about their appearance in a Wing
Commander game. For example, the older
brother of Holly Gagnier (Sosa) and
Wilson's nephew both got excited when
they leamed about their pa i
Besides Jason Bemnard (returning as Fisen),
most of the actors didn’t play computer
games or even own computers. Although
admittedly very much a video-game player,
even Hamill never made ﬂlc leap to pu
ise a home computer. Finally, the great-
est mmpl.mcm for the series and WCIV
from the cast and crew was that nobody
accepted the simulation’s classification as a

game.” Bernard commented, “T don't sce
ame—1 sce it as more nf an experi-

are more than games. Under / VK ling
Moo and Sin: ity 2000 are two c\amplc\.
; * This response most
clearly illustrates the uniqueness of
WCIV. Roberts has made a move

" Tom Wilson (M.

)oLuuﬁlu both in and out 4
| of the game, advised me that “a 12-hour .
was fortunate to visit the game’s — day is delightful,” whereas 1

shoot at the end of June and absorb as stretched to 15 or 16 hours.
much about the production as I could i simply did not go to wasf
typical 12-hour day. WCIV's sts, crew and — space combat game th
cast spread out over Stages 6 through 9 at  passed $10 million (average for
Ren-Mar Studios. That day, only Stage § movie) will undoubtedly top the s
was in use that day for that take charts for weeks after its e
place in the comn ter of the BWS — Commander fans enjoy the games
(Border Worlds System) Intrepid. Star Mark — many different reasons, but sales of close
Hamill (Christopher B to 1 million nits for Wing Com-

mitted to the projec mander 11
and crew, bee

ere all the The Heart of the Tiger
and crew, becaus pe c this — prove that they bought it in droves. |
| from which he can never step back,
nor would he want to.

Fans of previous games in the
serics will be surprised to find that the
familiar Kilrathi enemies are now almost
entirely absent in WCIV. The focus of the
game instead is the unrest of the Border
Worlds and their desire for more representa-
tion in the Confederation, a situati
leads the galaxy to the brink of ¢
as | l

help ave
(Malcolm \hl)m\cl]) ﬂ\c chd(.‘! of the
pilots throughout th

i F - meanor has changed considerably in this
=g ¢ s nill’s

o —  thens

s < ) e ce there was s

>

# in the last one that 1 wondered what they
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points and also assign certain pilots to

p while you handle the
d enemy ships o vice vers

ned that WCIV

game with spheres of action in which you
participate rather than llw c]l.lllmg 0 do
everything in the game.

gameplay to make the egi
and tactical should please fans who some
times tire of the difficult m
cult mi\\i()n approach of the carlier games.
WCIV volves more flexibility

could do to justify another Wing
Commander. Ifit’s just another space com-
bat game, it’s not fair to the 1 was real-
ed that it wasn't a rehash. It

omes more like a Caine Mutiny or
Crimson Tide in political intrigue. There
are factions that try to reignite the war to

but if it works, i s

Wilson got serious for all of a
remark that “there are bigger dec
be made—real decisions—beca
not choosing between good and e
you're choosing between shades of both.

You don’t L

permeate the
game, as I discov-
cred first-hand
when I examined
the n 1 paths
and game events
on large art boards
at the back of
Stage 8. These
clements

-

"1 WONDERED WHAT
THEY COULD DO TO

‘\

require more heart-
felt choices and diffi-
cult actions. Roberts
outlined that
“WCIV is a little
and a lot

more

The game’s story takes place over two
weeks, but it took almost 10 weeks to shoot

ga
more scenes to each of the characters and

contains more cinematics overall. O
and Roberts wanted to pack the expe
with as much drama, intrigue and ex
ment as possible. Although it was easy to
get lost on the big soundstages of WCIV, 1
could casily sce that each was set up for a
particular set of scenes. Stage 8 was used for
the room of the

[than its predeces-
sons] It has eter

ter umy,muu of
story with the way
the gameplay works -
more interactive
choic T'he story

JUSTIFY ANOTHER WING
CONIMANDER. IF IT'S
JUST ANOTHER SPACE
COMBAT GAME, IT'S NOT
FAIR TO THE FANS.”
-MARK HAMILL

pits humans a;
humans and the only Kilrathi (Melek) is
an ally—or is he?

Roberts wears the most hats for the
game’s production because he act

duced the gameplay

the producer of the live-acti

like the past Wing Commander ga
natics set the tone for the mi:

define the story. The g

ferent for WCIV because you will be able

to send off wingmen to other navigation

88

Intrepid. Stage 7 was a construction area for
the other sets. Stage 9 showcased a huge
flight deck for an attack scene that involved
pyrotechnics and lots of a tion. The most
impressive of the sets was Stage 6, the set-
n...,, forthe senate chamber during the
’s finale. It’s an enormous set with
CitiScans Bt woododid i prominent podi-
um and row upon row of benches for extras.
Although there are only 10 or 15 main
characters, some scenes will involve hun-
dreds of extra:

‘The filming process itself does not
differ radically from other movie shoots.
Computer effcets on the set are limited to
monitor screens that gree:
for the later addition of ¢
The techni A
system to splice the scenes and digitally
store them. An Ultimatte workstation han-
dles the blending of graphics and live shots.
The main ch: ts had stand-ins for set-
ting up shots while they spent time learning

ans use
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their lines for the game’s multiple paths
from a huge script with over 400 scenes.

With so many long hours on the set,
many of the cast members let loose between
takes and really enjoyed the slmul On the
day of my visit, not only was it Friday, but it
was also payday and tie/dress day. Many of
the crew members strutted around
obnoxious ties as they happily received their
pay stubs. Hamill particularly enjoyed him-

clf at Ren-Mar: “Here Lam at this studio
it’s a hot summer, I'm in this space
gcslr—n s Wing Commander 111 all over

It's fun to come to work. I

|)|t Tom Wilson never fails to make me
laugh. He's one of the all-time greats of
comedy. I have to stop myself and make
sure it's the way Blair would react to his
nstead of me—who might really find
his lines funnier. That's what so wonderful
about nlm whole production. We know that
ing a product that's meant for
fun ;lml we're not taking ourselves too seri-
ously. If you have fun, the audience will
sce that in your performance and have
fun too.”

Wilson never stops spouting jokes or
amusing ancedotes. His take on the experi-
ence was that “if you get a lot of big hams
like us on a soundstage, it’ just going to be
alot of fun. It just shows that a goof-off like
me can win in the end.” Indeed! Wilson
also revealed that he once shared a pad
with Yakov Smimoff and Andrew “Dice”
Clay in the carly 'S0s behind the Comedy

relax in vour dressing room, there was not
much down time—they just popped in
another background. You're on-set much
nore than you would be in a conventional
ation.” Hamill also praised Roberts and
explained why his position as director was
ou can’t do any better than
having the guy who created the whole thing
right there. It's just new enough for him to
spark my interest and it's just new enough
for me to do likewise for him.”
Wilson reasserted his feel-
ings about the game industry:
“The whole world of CD-
ROM's is so foreign to me.
Even after we did it [WCIHI], T
had no idea of the scope of
the thing until I was mobbed
by fans in malls. Within the
past two years, CD-ROMs
have become a totally vi:
arm of the entertainment
industry. On Wing
Commander 111, they tried to
reach into the entertainment
world with actors, but now
this is llull\\umd all the wa
Bernard was “more amazed
that it took so long” than the
creativity of the process itself.
Roberts explained his take on
the production of his latest
games and his original vision
that has almost come full ci

ore and that he hopes to tum his popular-
ity into a ily described as an
“International Wonderland of Tom, I'm
comsidered a genius in Canada, much like
Jerry Lewis nee.” Indubitably.
Maost of the people involved found the
process for the creation of both WCHI and

WCIV to be a rewarding and creative
endeavor. Hamill remarl
T thought working on a greenscreen in
WCIIT was a challenge. Tt was fun b
T'd never donc it before. It was also a little
annoying because, instead of having to go

cle. “Before I started putting
live-action into games, I want-
ed to go off and shoot features. If you had
said that I'd be directing Mark Hamill of
Star Wars, one of my favorite films, bacl
when we were working on the first Wing
Commander, 1 would have told you that
you were crazy.” Roberts intentionally wrote
the scenes for WCIV for soundstages
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because “1 like soundstages and sets—to
construct things that don’t exist—where
there are no rules.”

When I walked through the sets of
WCIV, the level of professionalism and
detail really impressed me because I, like
many others, remembered being totally cap-

tivated by the cinematics of the first scenes
in the first Wing Commander. Now, the
character that you controlled who was affec-
tionately referred to as “blue hair” has
evolved into Blair, portrayed by one of the
most familiar faces in science fiction

likes “games that make vou think—that get
vou really involved.” Although his son is
better at WCHII than he, Bernard soundly
beats him with SimCity 2000 construction
projects. Bernard, most recently seen as the
stern boss in Herman's Head on FOX, con-
fessed that he’s a major fan of the original
Star ‘Trek series, which creates a healthy
rivalry with Roberts—who prefers the Star
Wars saga to the television phenomenon.
Bernard was especially pleased that they
changed the uniforms between games,
although he wished Eisen had received a

Dekker who helps the flvboys in WCIV,
which is not a great stretch for him since
he's an ex-Marine. He played a Russian in
Stargate’s 1918: Flving Aces against blue-
screen backgrounds but found WCIV to be
“almost better than film.” He met Chris
Roberts at a party in Austin before the film-
ing of the game. Although he is now a part
of a spectacular multimedia production, he
admitted that “I don’t have a computer. 1
deal with the phone well—that's about

Although Chris Roberts originally intend-
ul \o shoot both a feature film and a game
Iv with WCIV', those plans

were put on hold until the nest game. “In
the future. vou'll see more production val-
ues. but the only way to do that and make
economic sense will be to do a feature at
the same time,” he said. “Realism some-
times gets in the way of fun—I like to con-
centrate on the fun. I like creating stuff and
have always been visually driven, so as long
as | can keep on making experiences for
people, 1l be happy.” He finds the in-
between steps of the design process some-

(Hamill, of course). WCIV's shoot was busy
and productive, although one of the most
popular places on the set was the craft ser-
vices table. Believe everything vou read
about these things. The craft services folks
had fresh food and snacks put out all da
long and covered all bases, as well as serving
a delicious lunch and dessert. Wilson com-
mented only half- jokingly that “the most
important part of moviemaking is snacks.”

Each of the main actors brings vears of
unique experiences and talents to WCIV.
They all revealed elements of their lives or
views that relate to both the game’s produc-
tion and their take on the multimedia mar-
ket. Hamill mentioned: “One aspect of the
game that really spoke to me in a way that |
can relate to in evervday life is that Blair
finally achieved that lifelong dream, In my
case, if | ever got fed up with show business,
Valways imagined opening up a lttle play-
house. In Blair's case, his life’s blood is that
cockpit, where he can be entirely in control
of his own little area of the world.” He also
surprisingly said that “I love being around
movies, but I don’t necessarily feel like I
need to be in front of it, with the curtain
call.” He gets off on the atmosphere of sets.
Perhaps the reason behind these feelings is
his past, in which he was involved in evers
aspect of movies carly in his career, from
lights to construction. His latest project is
The Black Pearl, a five-part graphic novel
from Dark Horse created with his writing
partner Eric Johnson, scheduled for the
summer of 1996.

Bernard, the biggest gamer of the bunch,

promotion. His latest film, Sophie and the
Moondancer, is “so special to me like the
filming of Wing Commander I1I” that he
proudly announced that it was both the
best part and the most incredible experi-
ence on a film that he’s had.

Gagnier, whose sassy Sosa wears glasses
like she does in real life and also chews
gum continuously. calls herself the “techno-
nerd” of the command center. She acts as
the top decoder for the crew and even gets a
love interest in Catscratch (Mark
Dacascos). She commented that the role of
Sosa was “fun because I've never gotten to
play this kind of part. The game has a lot of
integrity. It is something I can have my
nicces watch and be proud of. It has a lot of
good principles in it and a little bit of
something for evervbody. There really is no
distinction between the roles of men and
women in the game’s future.” Jeremy
Roberts plays the tough veteran named

times tedious, but the end result is worth
all the effort. Although his next projects
will be a fantasy game and then another
Privateer title, Roberts expects to get back
to the Wing Commander series soon and
shoot a movie/game that will perhaps take
place back in time during the war with the
Kilrathi when those furry creatures were
still roaming through space looking for
humans to kill.

Chris Roberts and Origin clearly took
brave new steps toward a bright future for
the Wing Commander series with the pro-
duction of WCIV. The important thing is
that they did it right, from the professional-
Iv-built sets and camera equipment to the
rehearsals and intense drama. In short. they
had fun and produced a game that will be
fun to play. As WCIV's main star, Mark
Hamill, so eloquently put it: “After all,
we're just grownups in funny costumes say-
ing wonderful lines.” @
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= ere are two things that
William Gibson probably never
anticipated when he envisioned
cyberspace: cybersex and the
explosion of free enterprise on-
line. Sure, Gibson saw the ]
populated by big business, and
cyberspace is a bastion of capi-
talism. But it’s far grittier than
his stark world filled with galax-
ies of abstract information. The
Internet today is crowded, easy
and mostly low rent, thanks to
the World Wide Web.
Fortunately for small compa-
nies, it's possible to create a
slick-looking online presence
without an army of pro-
grammers and servers. You
may be a dog groomer
working out of your
basement, but you can
look bigger than
Microsoft if you really
know your HTML, or
can pay some-

one who does. And there are
plenty of companies willing to
do it for you.

Right now, commerce on-
line is in an experimental
phase. People and products are
finding their niches in the net,
or discovering new ones
Companies are willing to take
chances because there is rel-
atively little to lose.
“The entire

consumer

online ser-
vice industry
is about 52 billion,

that is shopping” says Richard

Spence, analyst and online

strategist with DataQuest sys-

tems. “Compare that to Wal-
Mart, which does $86 billion a
year. Right now it’s really just a
speck of dust in the retail
world.”

True, but not obvious when
one looks at the Net. There are
more than 23,000 sites listed in
the Yahoo business directory
alone. It seems like every other
web site is an ad or has an ad
in it. Non-commercial sites
often have links or files

about one company

or another.

and only a fraction of

Even companies who aren't
actually selling anything online
are advertising there. “If's so
cost-effective that you should be
advertising online if you're
not,” says Metzger Associates’
Director of New Media Bret
Clement. Metzger, a Denver
PR firm, has a WWWeb site
featuring an ongoing soap
opera that highlights the com-
pany’s clients, “We're spending
under a hundred dollars a
week on our web page,”
Clement says. “In

terms of publicity

budgets, that's

nothing.”




Mike Homer, Netscape
Communications vice president
of Marketing, confirms it:
“Most of the money being
made on the Internet is in
advertising space.

Fortunately, not everyone in
the world is hawking beer, blue
jeans and minivans (or, even
more boring, servers and com-
puting solutions). There is
almost every kind of service and
merchandise available online.
“Fringe” items, like Bondage
and Discipline paraphernalia,
are big online, where skittish
middlemen aren’t a problem
and the market is ripe; the typi-
al online consumer is above
average in education, above
average in salary and predomi-
nantly male.

“Computer equipment and
adult items are the big sellers

online right now,” says

Spence. Media Circus’
Joe Butt reports,
“Anything to do
with high

< http:/nflhome.com/

technology sells. Shopping
on the Internet has passed
being trendy.”

Shopping on the Internet
may be beyond trendy now, but
the Internet itself still has a
lot of “underground”
cache, which may

explain the

growing number of Internet
Cafes around the globe. Now,
it's actually cool to hang out in
a public place and wonk on a
computer. To all computer
nerds and Net geeks: You've
come a long way, baby.

New cybercafes are opening

ata rate of one per week

around the world.

They're on every
continent
except

Antarctica, with more than 50
in the U.S. alone. Is this just a
passing fad? Joe Kendall is the
owner of one of the newest, the
Cyber City Cafe in Las Vegas,
Nev. (http:/www.cybercity-
cafe.com). He has a stake i
this not being just a trend.
think this is here to stay. It's
similar to the cafes of the '60s,
but grown up. We're getting
more people involved in the
Internet, and the rest of the
world, and the information that
is out there.”

'hat's a noble goal, but what
happens when everyone
becomes familiar with the
Internet, what role will cyber-
cafes take? “They'll let people
who don't have computers have
access to the Net, and interact
with other people at the same
time. There’s always new genera-
tions of people coming into the
computer scene.” A comprehen-
sive, regularly updated list of
cybercafes can be found at
(http:/www.easynet.co.uk/pages/
cafe/cafe.htm).

Publishing is an industry that is




being totally overwhelmed by the

online boom. When you can sell
your magazine directly to the
reader, you eliminate the print-
ers, the distributors and all the
other middlemen. Corey
Friedman, vice president,
associate publisher of Omni
Magazine and vice president,
associate publisher of Online

frontier is commercialized, and
the noise of cyberspace is the
sound of cash registers.
According to Joe Kendall,
though, that kind of gloom is an
overreaction. “Commerce on the
Internet doesn'’t take away from
what the Interet is supposed to

Services, describes how Penthouse

online (http:/Avww.pent-
housemag, com) made
the industry sit up and
take notice.

“Penthouse

debuted back in

March. Right off the bat, with no

promotion, it got 802,000
hits, and now we're at 2.9
million hits a day. I'm not
saying new media is tak-
ing the place of print,
but what you can do
online is very different

magazines online,
Penthouse has a free
area, open to the web at
large, where netters can ogle
naked ladies and read excerpts
from the magazine (yeah, sure
and a pay service. “Penthouse
has a pay tier called the Private
Collection where you pay for
Bob Guccione’s archival pho-
tographs and things of that
nature. The user calls an 800
number, they get a personal
identification number with
access to the collection.”
Doubtless that all the maga-
zines are looking for ways to
make the Net pay. “With
Penthouse, on the advertising
side, we're going to sell hyper-
links to different advertisers.
There’s a lot of things
we're exploring right
now, a lot of things
we're putting together to
really give the advertiser
a smorg; f
options.
Indeed, after a long
cruise on the Net, it
looks like a feeding fren-
2y. In many comers,
Net vets can be heard

grumbling for the good
old days when commer-
cial interests on the Net

were forbidden. “Those
days are gone, gone,
gone,” lamented one
newsgroup poster. “The

be, because you'll always have an
underground in the Internet.”

Undeniably, if the Net lost its
subversive elements, it would

ase to be the net. Freedom of
expression is as integral to it as
computers. No one is saying
what form the mixture of explod-

Snmchm('\ it’s hard to tell who your friends are in eyberspace. In
September, Netscape Communications got a friendly favor it probably didn't

ing commerce and exploding
expression will take, but we can
be sure that it will surpass the
guesses of science fiction.
Welcome to Tomorrow; will this
be cash or credit? ® —Additional
reporting by Ross Chamberlain,
Amie Katz and Marcy Waldie.

want. Two evpherpunks (advocates of strong privacy and encryption online
hacked a supposcdly secure Netscape transaction and members of the evpherpunk communit
immediately publicized the security breach
Commumity ConneNion, a privacy sener and Internet Service Provider in Berkeley, Calif.,
started the Hack Netscape contest the next dav (hitp:
incentive to the \ct to expose se
tised as securc.
and founder, is offering
proves they hacked Netscape

hwww.c2.org/hacknetscape), “as an

urity flaws in software that is adver-
Sameer Parekh, Community ConneXion's owner
custom-designed T-shirt to anvone who

It’s in the Net's best interest for Netscape to have
good security” says Parekh. “I sincerely hope that the next time someone finds a
hole in Netscapc. that it is someone who would rather win a free T-shirt than
steal lots of money.” Parckh's interest was piqued a month ago when cypherpunk Hal
Finney challenged the cypherpunk community to decrypt a communication he made
with an export version of a sccurc Netscape server. Be
export of eneryption software, the export software’s encryption isn't as strong as the
domestic version. “It took two scparate groups of people about two weeks each to crack
it using brute- force techniques ™ savs Parckh. “That first attack showed how the crip-
pled (export) version wasn't really verv cffective in protecting people’s privacy. A sec-
ond challenge was issued, which was cracked in 31 hours in a distributed attempt by
hundreds of people on the Internet.” Bee

1se of trade laws restricting the

use of the export restrictions, “the
first two hacks should not be construed in any way to be disparaging to
Netscape Communications Corp.”

According to the Hack \ctscape page, though, this latest hack is the result
of sloppy programming at Nctscape. Graduate students Ian Goldberg and David
Wagner discovered a not-quitc-random-cnough random number generator in
Netscape's encryption. “Tan and David's attack took 25 seconds to determine the key used by
Netscape Navigator for subsequent encryption”™ claims the Hack Netscape page. “This hack is
indicative of the flaws inherent in relcasing cryptography code without a publicly available
of source code.” \any eypherpunks have been critical of Netseape's refusal to allow cryptogra-
phy experts to examine their souree code

Overall, Parckh savs Netscape has reacted very positively to the Hack Netseape challenge.

I put the page (detailing the latest hack) up on Monday, and their response came on
liesday moming.”™ In their reply, Netscape announced a fix for the insecure code, and Phil
Karlton of Netscape has been quoted as saying that he will shave his head if the new code is
casily eracked. Says Parekh, “the fact that they responded within two days of the problem
being revealed speaks well of their responsiveness to the Net. Very many other software ven-
dors have not been so quick in dealing with sccurity problems in their software.”

I'he Hack Netscape contest will continuc. but no more ‘I=shirts await brute-force attacks

we welcome proof of hacks on other programs that advertise themselves as securc

101

Savs Samecer, “as other programs become popular, we'll have specific contests for them, and
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The NEAR FUT U RE looms ahead on the horizon like a toxic cloud
Knowledge is power. Technology is deadly. And the information
nighway is littered with ROADKILL. 1v's the worid of commands
Conquer™! the frighteningly realistic new strategy game from the
creators of Dune™ II. Here, your quick thinking is REUAR D EI] with
victory; your IN[] EC | S l UN. death. You will choose your side. Build
your bases. Gather resources. Attack enemy strongholds. And react
as if your life depended on it. Because it does. Your HEAPU N RY"
Unlike any you've experienced before. Hoards of futuristic fighter

craft. 1 HU N D E R | N ﬁ 50-gigawatt ion cannons. And the terrifying

Devil’s Tongue flame-thrower. Your only ally? A constant barrage
of satellite news reports from the front. But BE HARN E[I: One
it-planned ATTACK and you're a statistic. Command & Conguer.
‘Two compact discs packed with real-time, right-now action, over 60
minutes of intense full-motion video, and a ton of JAN-DROPPING,
3-D rendered gameplay that’ll take you headfirst into the thick of
BATTLE. wow that’s something even amateur WARMONGERS win
appreciate. Just call 800-874-4607 to order direct or visit your ‘
nearest retail outlet. If you would like more information, V‘%‘

please contact Westwood Studios on the Internet: ‘aeiuoQd

www.westwood.com
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CIBTIAL
REALITY.

Forget Virtual. You're looking al
Pro-Pinball, the most up-to-the-nano
second, realistic computer pinball game on
Planel Earth. Realistic flippers, realistic
ramps, loops, orbits, targels, sink holes,
lights - and of course, realistic balls.

Mould-breaking, state-of-the-arl silicon

graphics technology brings you multiple

FMETE TN RACTIVE

viewing angles plus a super-high resolulion
of up 1o 1024 x 768 running al 60 frames
per second. (Tech-speak for the best
graphics in a game ever.)

Serolling? With Pro-Pinball, it's hislory.
You see ALL of the action ALL of the
lime - pretly handy when you're playing
six halls simultaneously, all shooling

DIIVE L BAY N WOHMANTOWN. MDY

around the Lable just as nature intended.
And with twenly greal soundtracks,
interactive speech, genuine mechanical
sound effects plus a host of play modes
and hidden features, the realily is this:
Pinball novices will be
spellbound as

just as

pinhall wizards.
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Pulp Fiction redefines film noir

ow and then, a film-

lven

FICTION

(Samuel L. Jackson).
Butch (Bruce Willis), a boxer
who double-crosses gangster

maker comes along
who's willing to test
the conventional

standable, considering Mia is
Marsellus’ wife.

Following the piercing event-
fulness of the date’s outcome,

as the film concludes. Finding
only three stories in the midst
of all this must require a higher

boundaries of human
sensibilities
Quentin Tarantino is more
like the guy smuggling immi-
grants across the border, and
Pulp Fiction is his greatest
cargo to date.

Pulp Fiction is the latest in
a retinue of violent and dis-
turbing films from writer-
director Tarantino: following
Resenvoir Dogs, True
Romance and Natural Born
Killers. Tarantino is comfort-
able amid the gore he splat-
ters on the screen. Considering
Pulp Fiction’s runaway success,
why shouldn’t he be?

“Three stories...About one
story...” is the phrase used to
introduce the screenplay
Tarantino co-scribed with
Roger Avery. The title suggests
the film is a tribute to the turn-
of-the-century, magazines,
which the eras blossoming ado-
lescents kept hidden between
their mattresses. These “pulps”
didn’t muffle the grim realities
with suggestive sexual innuen-
do or tales of heroism. No, their
beauty was the sheer honest
telling of blood-letting and
steamy nights

‘Tarantino’s “tribute” is much
more than a revival, though
He's updated last year’s action
hero and last century’s hard-
boiled detectives. He's clothed
today’s heroes in the guises of
hit men like Vincent Vega
(John Travolta) and Jules

Marsellus Wallace (Ving
Rhames), is nothing more than
a selfstyled

understanding of chaos theory

Pulp Fiction's simplicity stems
from perhaps the greatest exam-
ples of dialogue and soliloquy
working in sync since

the scene flashes back to a
young Butch and Captain
Koons (Christopher Walken)
Koons has retuned
from the war with a gift
from Butch’s dead
father. Most folks would
3 4 probably pass on the gift
i after Koons relates the
‘“ Bl (. of how he smuggled
it through a PO.W.
camp, but Butch develops a
fondness for the watch that will
lead him to risk his life for “this
uncomfortable hunk of metal.”

Shakespeare. Actors are attract-
ed to Tarantino’s characters for
this very reason

T'he action genre has taken
mass carnage to the point of
trivialization, but Tarantino’s
films actually ridicule the
reality of these horrors. As an
example, after Vincent acciden-
tally shoots a passenger in the
face when their car hits a
bump, Jules
calls the
Wolf
(Harvey
Keitel) for a
little uphol-
stery clean-

Robin Hood running desperate-
ly for his life.

The aforementioned “three
stories” seems misleading.
There is a lot more going on
than Tarantino lets on, as the
film views more like a dozen
stories made up of even more
scenes. Pumpkin (Tim Roth)
and Honey Bunny (Amanda
Plummer) lead off with a dis-
cussion detailing the finer arts
of armed robbery. As the ten-
sion builds, the audience finds
themselves sitting in a car
between Vincent and Jules on
their way to perform a hit on
some unfortunate frat boys who
mistakenly cheated Marsellus

Things calm down for a
while after Vincent makes an
appointment to see his heroin
connection, Lance (Eric
Stoltz). He apparently needs to
get high before picking up Mia
(Uma Thurman) for their
“date.” His anxiety is under-

ing advice
Scenes like
these are
standard
fare in Pulp
Fiction,

and these
affronts

to human
sensibilities
are somehow
entertaining
Now that the
picture is in
video stores,
we can once again keep our
social deviancy between our
mattresses and away from the
eyes of concerned Republicans
John Born

Vincent and Butch meet
briefly once or twice in the
film, and both Vincent and
Jules join Honey Bunny and
Pumpkin for a cup of coffee
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a complete livace and e Connenon kage for Windows,
Windows 95 and Macintosh. Total Access makes accessing the Internet
easier than ever!

Total Access includes Netscape Navigator®, award-winning Internec
access software, Eudora™, the most popular Internet e-mail software in
the world, and everything you need to register for complete Incernet

Netscape Navigator™is powerful
Internet access software, PC Magazine
“Editor’s Choice” award winne

for Windows 95
Eudora E-mail is the most popular

Internet e-mail program in
the world.

Online help and how-o gives you
everything from Internet basics to fips &
tricks on finding what you're looking for.

EarthLink Network

. Opon (he door to the Internet!
¢

Get TotalAccess right now!
Using your modem, dial into our BBS at 213-644-9291
PC: Select "TotalAccess for Windows 3.1" or "TotalAccess
and download. From the DOS prompt,
run the downloaded file. From Windows, choose Run,
click Browse and select the setup.exe file in the same
directory as the downloaded file.

MAC: Select "TotalAccess for Macintosh” and download
Double-click the downloaded file. Follow the on-line
instructions to install TotalAccess and get started.

OR JUST CALL our sales department at 1-800-395-8425
and request to have TotalAccess sent to you.

CALL NOW! 1:800-395-8425

EarthLink Network, Inc. 3171 Los Feliz Boulevard, Suite

ERNETR!

L

! i
registration! We even ir

page
* TotalAccess offers inexpensive dial- -up access for as little as $19.95 per

month from most major cities in the United States. Access with speeds
of up to 28.8k bps!
TotalAccess also includes the least expensive national toll-free 800
access in the world!

FREE tech support 800 number with
our friendly technical support staff
at 1-800-395-8410.

Earthlink Network Registration
sets up your Internet account
in 5 minutes,

TotalAccess Infernet Dialer
connects you fo Earihlink Network
at up to 28,800 bps.

3, Los Angeles, CA 90039 Fa 9510

Info via e-mail: info@earthlink.net Live human via e-mail: sales@emhlmk net
EarthLink provides dial up Internet access to over 130 cities in the U.S., ISDN, Frame Relay and T1 service.
We are also one of the largest Web space providers in the United States.

©1995 EarthLink Network, Inc. Trademarks are property of thei respective owners. Netscape Communications, Netscape,
Netscape Navigator and the Netscape Communications logo are trademarks of Netscape Commurications Corporaton.
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The “Madcat

2 'f\ et

stymied by Activision's recent release of

¥ ow evervone who felt

the long-awaited MechWarrior 2 in P( .,
GDROM format has an outlet for their o
exsion: MechWarrior 3050 has
arrived for the SNES. Players con "
Rl e TE(:H SPECS

ed action simula

tion— think

MechWarrior 3050 as a
ini-MechWarrior 2

and you'll be on the

B SYSTEM: SNES

W HD SPACE: N/A

right track. However
you'll find this v

game carries none
of the control
complexities of
its big brother .

The object of the
game is to defeat the
members of the Inner
Sphere faction with your
“Madcat Heavy

i-
L

e e e e

woals and terrain,

W PUBLISHER: Activision selves
W THEME: Strategy/Adventure

PLAYERS: | MLEVELSINA

"P34C <|.,'..-.' havé to

b

nitech,” i order to reunite the
I Clans under a single leader,
Mech is equipped with three

types of weapons: heavy, tacti

cal and main gun—each with
three weapons per category

The best weapons to nse

dircetly affected by the mission
so only experienced players

mplet cessful mission
|

1. You control
both the OmniMech’s
movement and attacks with
the controller, but two play

erimer

s can separate

¢ functions for

ame
L experience. The
missions them
diffi
cult, but aren’t

simulate every
single, little
‘f function and
node o enjoy
boyish
BattleTech-type fun.

4

a strange breed
Ever since the

nomenally well and
featured songs by
Smashing Pumpkins, Pearl Jam
Half-Cocked: e oo
e » ducers have struggled to assem-
The Motion Picture Soumﬂrack ble a soundtrack, not that in-
vokes the mood of a film, but
W Matador Records that is filled with radio-friendly
' songs that serve as an aural ad.
. Half Cocked, an independent
il that has yet to find nationwide
ase, i  roll story in the

spirit of the Beatles’ Help. The
[ L) hoint ofHalf ocked,an othr
films of that genre, is simply the
BT hic i
hie ie a Ghnet Tov

music. Set in Louisville, Nashville
and Chattanooga, the film revolves

— Russ Ceccola

around five down-and-out twenty-
somethings who steal a van full of
music equipment and hit the road
as an indie-rock band. This shoe-
string-budget film found director

i Hawley recruiting a number

nds to round out the cast

(who just happened to be members
of indie-roq nds Rodan, Crain,

Ruby Falls and The Grifters).

The film is filled with one of the
best rep: ons of the current
American musical underground
and the soundtrack is one of the
best compilations in recent memo-

ry. Featuring stellar tracks by
leepyhead, Helium, Polvo and

Slant 6, Half-Cocked captures the

sound of America’s youth, ci
1995, searching for a voice and

more importantly, a means to be

heard. —Garricl
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st came the phonograph, then the l'red of getting the band’s thoughts of

nusic video, then the CD and life on the road, one can click on
now music has made the leap 0,1.0,1.0,0,” which provides the viewer
to interactive multimedia with random samples of songs and
Little ground has been bro. videos. As an added bonus, if the
ken in the form, but Bush,
riding their multiplatinum hit

filled debut LP Sixteen Stone, have

Enhanced CD isn't enough to quench
your appetite for Bush, preview the
‘under construction” Bush web site and
taken it upon themselves to test tech log-on information.

TI'hough the creators of the Bush CD-
ROM appear to have thought of every-
thing concerning the band, one thing they
left out was a sense of humor. The members

nology’s uncharted waters with a CD
ROM. The result is a nifty bit of tech

nology billed as a CD-Plus. The rather

ordinary-looking compact disc allows you
to listen to its three audio tracks Little
Things, Little Things
(Live) and Bud on any
old hi-i system. But
put that same disc
into your CD-ROM
drive, and you can
become completely
interactive with the
members of Bush

For techno-savvy
Bush fans, the Little
Things Enhanced CD
is a steal for its $12.98 members or their
price. Divided into six music—and casts
sections, the CD- “the band ina
ROM is packed with ridiculously
music, videos, live Spinal Tap
manner through
its relentless
solemnity

The problem

of Bush carry on with such a strict sense of
“artistic serious-

ness” that they
come off as
comic. Clicking
on the “Profiles”
section, which
features clips of
the members
speaking to the
user, fails to
reveal much
about the band

footage and inter-
views. The first sec-
tion, titled “Jukebox,”
allows the user to

Littler things

sample every song on with the Little

Sixteen Stone with accompany= Things En-

ing videos, live versions and 4 o : hanced CD is

printed lyrics. Want to know 14340 that the creators

more about Everything Zen? Just ; at Trauma

click on the “Story” icon and get Records have

a digitized clip of frontman Gavin Rossdale’s completely overlooked what has made Bush so

thoughts on the single. popular. In a nutshell, Bush writes heavy punk-pop
After going through the “Jukebox,” one cin'goto’'songs that are filled-with both menace and ridicu-

the “Video Play” section and play memory games lously catchy and unforgettable melodies. With

Or, if memory games aren't your thing, click on hits like Everything Zen, Little Things and

“On the Road,” where the user finds him or her- Comedown, the band has made a name for itself

self exploring the band’s tour bus and checking by crafting infectious rock ‘n’ roll. But when a

out their guitars and private possessions. After band as sonically powerful as Bush are reduced to

checking out the bus, one can then hang with the tiny images on a computer monitor, they immedi-

band at a backstage soundcheck, which culmi- ately lose all credibility. The Little Things

nates in the rather mundane opportunity to play a Enhanced CD is at times interesting, entertaining,

drum solo on Robin Goodgridge’s drums. boring and naively comical Garrick Schmitt
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It's the greatest NBA™ JAM TE * yet! This Jam takes it to a higher court
with stunning graphics. player scaling. full motion video and the actual
big heads and baby mode arcade feature! Plus. vou get updated player
rosters, all-new secret characters. and mind-blowing stereo music and

sound F/X! NBA Jam TE...Get Pumped!

o i
F |
g i
N oAy £ cxmm Alaim
PRODUCT

MIDWAY




/

\~\:Uw on a hand-held system. Unfortunately

THE U.S. ARMY oot ke

too kindly to regular folk like you and me who
want to joy-ride in one of their expensive heli-
copters, knocking out targets of opportunity. If 2
this is your gig though, Interactive Magic has the ticket
Apache seats you in the cockpit of one of the most
destructive and versatile whirlybirds Uncle Sam has tof
offer, the Apache AH-64D Longbow. The Longbow/served
as a workhorse chopper during the Gulf War. Its advanced
radar and night vision weaponry made it a good choice to
fly in the dark and under bad weather conditions

Apache thrusts you into a detailed 3D world where it's kill or

fraintain thatfit takes the resgflirce be killed.Unlike many flight sims that pixclate everything when
puent to keep(them, ad it’sfdowybtiaT tha you get too close, Apache uses a custom polygon-based graphics
fernments wofild Tet sifeh a engine that delivers realistic shaded terrain, aircraft, ships and

ground targets. Once in the air, you are treated to a target-rich
environment that's on par with EA's U.S. Navy Fighters, but with
a little less detail and a slightly better frame rate. Don't get too
excited yet, as Apache, like USNF, requires at least a Pentium to

10)0-foot-tall, M\ing robol

3 .
lue Lighthjng puts B plaver in the rank up all the detail and have the game run smoothly
PilNEs seat with a Wercenary fig group ¢ For the hard-core sim lovers, there is enough complexity in the

samdname. There's flight controls and radar modes to keep you busy, but a casual

bad ghy named Draco ™\ player can easily ignore this

who vot team must put and fly around and kill stuff

down befor he (vawn TEcH with the wide palate of

takes over thoworld. ‘To weaponty available

e et GPEGS There s an Arcade Flight

different aircraft the priet Mode that keeps flying simple,

can fly; all the expected g puplisher: Atari I:l‘l"ﬂ:i :rj.::‘.]:]k‘.\\f;'“:{? i}:]'.;d’llv)‘l
5 all the woosie stuff off, and ¢

\iireraft are here from A W System: rCD
N tank killes to 114 ysians; fugua for the Realistic Mogé, This
] gives you more precise, 360-

« s, all nicely mod

cled imegt-scenes and degree control of the chopper.

gameplay. That's the
R

extent of nice things~—__ H Levels: N/\ s

about the gameplay. 4 act of desperation, turn the ol’

This means you can execute a
loop de loop or in a last-ditch

TECH SPECS

The copyright dates give Apache belly-up for a full-on,

a clue to the problem blade-first suicide attack into whatever needsto.die.
Blue Lightning .. | Apache offers a good bang for the buck. You can fly a

originally designed in 1989, for the Atari Lyny variety of missions including strike, escort, rescue and tank-
hand-held svstem. On that platform. it was con busting either as single missions or by enlisting in a detailed

ne to ever campaign. If you work somewhere with a network, and a

¢ boss that doesn’t keep track of what you do, theres even an

justdagesn 't make a good game for a CD system option that supports up to 16 players! If you have a cyber-

in 1995, Tthase guvs at Atari think this game space baud buddy, a modem option lets you battle head-to-
head, team up as wingmen or pilot the same-chopper.
where one’s a flyin’ and one’s a shootin’ —Mike Stassus

sidered probably the best action g




HARPOON Il DELUXE
The Next Generation is Launched!

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

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

« All-new Scenario Editor. You
design the encounter.

* Over 100 full-motion video and
sound clips for unbelievable

realism.
« Detect, track and engage all forces. :::';‘u'""l':;:cg'a'gsa:'ﬂ
* Realistic weather modeling. explosions.

 Military-style vector maps.

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

* Lifelike
communications
models recreate
electronic warfare. , &)

« Compatible with Hundreds of database
Cold War and Formation editor defines specs, photos and drawings
Westpac Battle Sets. threat axis and patrol zones. of military hardware.

Add an incredible array of features T —

like toolbar control buttons, easy 5 of It

user interface, and you have the iedt “
most realistic battle game ever. e To Order Call: (305) 373-7700 » (800) INTRACO
*BBS (305) 374-6872

Visit Three-Sixty Online:
Web Site:

hitp://www. gate. net/-intracor/

rights resen




Interactive art CD-ROM with justa hint of §prockets
-]

ell at art,” this CD-ROM commands. Yes, Vade
Mecum’s Die Veteranen [The Veterans| encourages the
user to “begin by disobeying rules.” The idea of yelling
at art probably hasn’t occurred to all that many people,
except maybe crying
out in boredom.
In order to combat
the stodginess of the art world, a
group of artists based in Leipzig,
Sermany, have created Die
Veteranen. They've combined
their talents to incorporate
interactive technology into the
experience of art, giving the
viewer an opportunity to manip-
ulate instead of just experience
In essence, the viewer becomes
the artist

In practice, DV is sort of an artistic
exploratorium. The ability to manipulate the various exhibits
that you are presented with is limited; how the user is able to
alter the exhibitiis the choice ofithe artist. Being a structured inter-
agtion, youlre notigoing to be able to'do afiything really wacked,
like throw acid on a painting of tear the canvas from the frame and
wear it likela dress

Accepting some inherent difficultyin realizing total interaction,
DV is still quite interesting, There are tonsof things to find in

the Spectre and Eclipso,
always with strange but
ultimately interesting
results

Now, with Industrial
Gothie, McKeever is let
loose to create a new
world where beauty is
the law, and the ugly are
imprisoned. In the first
issue, Pencil, one of the
lifetime prisoners, has
stumbled onto a legend
of sorts—a place called the Aluminum
Tower where the ugly can find sanctuary
in the real world. Pencil, his armless and leg-
less lover Nickie, and a group of other mis-
fits decide to take the risk and attempt to
escape their prison.

While it's a cautionary tale for a world that

Artist and writer Ted McKeever has been
something of an anomaly in the world of
comics. Rarely has someone with such a dis-
tinctively weird style (at times looking like a
primitive wood cut) managed to make his
way into the world of mainstream comic-
book entertainment. Over the years,
McKeever has provided his unique vision to
such corporate-owned creations as Batman,

-, N - % TJ - a3 E =T
e - E - — - ——

AT ecm.
N ———

Industrial Gothic #1

W DC Comics/Vertigo
ad

B Monthly. Five-issue series

each section, and there’s a real sense of discovery
when the user finds a new way to interact.

DV also does a good job of blurring the lines
between different art forms. Poetry can be explored
visually, accompanied by appropriate
images and an ambient soundtrack. One
particular poem is supplemented by mov-
able color blocks, allowing the user to
gain new insights into the artist’s inten-
tion. And you really do get to yell at art,
affecting the outcome of a bullfight

through a microphone
hooked up to your soundcard.
The documentation is
almost entirely in German,
but that's not much of a prob-
lem. This is something to be
explored with an open mind,
and a basic lack of guidance
serves it well. It might take
some guesswork on occasion,

but that's a good part of the fun
Those who feel that art in general is, well,
pompous, probably won’t have a change of heart
upon experiencing this. But those with even a passing
interest in artistic expre
fairly engaging new take on old ideas

ssion will find this to be a
—Ed Finkler

seems to be plummeting constantly
toward surface without depth, ultimately it
ends up acting as an ode for the soul of
mankind. Even in our worst moments,
even when we don'’t know it, there are
those who always attempt to rise up
against great
odds and find
truth and
happiness.
Even if
Pencil and
Nickie fail,
McKeever
has already

v & Art by Ted McKeever

12345

suggested they won't be the last

For being such a weird-ass artist,
McKeever has created a nice little nightmare
vision with a silver lining begging to be
shown.

—Frank Kurtz

e ———— [114)
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"The best reason to own a PlayStation" 6 real-time 3D tracks
AT 8 Anti-Gravity craft
"Wild, stomach-twisting driving" Multiple strategic weapons
Link-up cable option
"With WipeOut, the future really is now" Cool sounds & FX

Totally killer graphics

PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. WipeOut™ i a trademark of Psygnosis Limited. © 1995 Psygnosis. © 1995 Sony Electronic Publishing Company



ou gotta
have
heart

Interactive

B SYSTEM: Cenesis

p e challenges
and puzzles all set withs

in a bright, colorful

framework of hilarious

graphics bound to tinction like humorist
appeal even to those P.G. Wodehouse's

who shudder when they™ * Empress ofBlandmgs—
bait a hook. Jim is back' & but down-i

with his blaster and his

space suit, his tradema

Wealing
+ about l.he Earthworm

Jim titles as well as

may find the
menu. These are not © most frustrating. As Jim
anthropomorphic porks = & rides the stairway eleva-
ers like Porky Pig, nor tor in a cross-sectional
boars of lineage and diss' . home, the grannies fall

from above and if they
Kit ey send fimviel.
vator back to start. For
the first dozen times or
pation is sur-

ai ed Some will find
such challenges to be
easy to pass and a great
deal of fun. Others may

funniness of this title
make it one that almost
everyone will want to
consider adding to their
bait bucket!

—Neil Shapiro

orrowing throaty vocals
from the gods of "70s cock
rock (Aerosmith), the
power trio Loud Lucy
embrace traditional guitar-
based rock 0’ roll philoso-
phies planted in a moist soil and
compost to ensure firm root
growth




o, this is not the home
version of Sega’s coin-
op, Wing War, it is,
instead, a stunning

new combat-based
flight sim focusing on WWII-
era prop-driven technol-

ogy. Select either a
cockpit-based perspec-
tive or a behind-the-

plane POV, with 18

aircraft types, seven of

which are available to
gamers (bet on special
codes for the rest).

Wing Arms boasts first-
rate graphics, a great

WING ARMS

M PUBLISHER: Scga

60% Complete

Loud Lucy’s Breathe will appeal to folks
who enjoy the simple things in life;
cars, loud guitar and easy-to-figure lyrics.
Rock on whooooooo! It's not really that ill
conceived, but it does echo the foundation
of what rock was and is built on; still the
music holds true to the grunge revolution.
Nothing to be ashamed of kids, not at all.

Singer-songwriter Christian Lane serves
up simple, powerful hooks coupled with

some solid guitar riffin’. The always potent
and up-front guitar and vocal stylings are
anything but weak and manage to add the
personality element to the band’s semiretro
sound. Most of the songs exploit the gamut
of musical dynamics. You know, loud to
quiet, quiet to loud, etc...

Their most sellable single Over me
smacks of the kind of juice needed to slay
the fickle MTV generation. It's filled with a
memorable melody line fortified with a
healthy heap of angst and reflection.

Not Here is another that holds its own on
the CD mostly due to tight harmony and
simple themes of love. No shortage of ener-
gy to be found in the song at all. To put it
in laymans terms, “It rocks dude.”

There are not too many things I can say
against this CD, except at times Lane’s
voice seemed a bit forced and a little on the
contrived side, otherwise it’s a good listen.

opening cut scene, and a
pulse-pounding martial
score. There’s even some
excellent use of the “lens
flare” visual effect—dots of
sunshine reflected off the
gamer's windshield.

This incomplete version
does have some problems;
Planes bounce off both water
and land, sustaining only
minor damage even after a
full-speed crash landing on
an atoll, and the NovaLogic-
style ravine-chase sequences
look shabby. But the amazing
enemy Al and smooth play
mark this as a sureshot leader
among next-gen console
flight sims.  —Bill Kunkel

—Dean Hager
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" he faet that U2
J chose an
J Emergency
o Broadgast Network
creation to be featured in
their multintedia “eyent”
TV is significant. One
isten to the opening of
Telecommunication
Breakdown will tell you that

is was quite appraprial

EBN is a band obsessed
with manipulation of the
media, mixing serious poli-
tics with entertainment.
Taking a page from Meat
Beat Manifesto’s book, EBN
create schizophrenic hip-
)mp filled with.d and
dozens of sound bites from
all overthe aitwaves. Public

ega shows off its hot, new Saturn OS
with one of the most impressive games
ever to appear on a home TV screen.
Even in unfinished form the Saturn
version of Virtua Cop looks like a lock
for Game of the Year.
Alight gun target contest in the tradi-
tion of Konami’s Lethal Enforcers, this
game represents a quantum leap beyond
any previous entry in this genre. Much as
Virtua Fighter took the flat, 2-D fighting
genre game and gave it visual depth, Virtea Cap
reinvents video gun games. The “camera”
moves constantly as cars explode, hostages flee,
and bad guys tumble off rooftops. Even “Justice I
Shots” are reproduced, in

which the player harmless- T H PE S
ly disarms a bad guy. And,

like Virtua Fighter, there [ TRSmgou

is no blood; just mtemt,

eyeball-popping
Most amazing of le the

W THEME: Target

game plays just as well B MEGABITS: 32

with a standard controller [LEZEN{L R

as it does with the Sega [l J13'ETRNAN g

Light Gun. In short, 33% Complete
Virtua Cop puts every

other console gun game

up against the virtual

wall and pulls the trigger.

—Bill Kunkel
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Enemy pales in comparison to the flurry of beats and clips which: ﬂy through ﬂﬁ %
EBN mix. The use of media-produced sounds isn't a particularly new idea, but th

fervor with which !hL band pursues
theircraftis p\mgd by

The multilayered nature of the B i
~Some FAT,

husié iAot by b AL O
not quite humor, and not quite seri-
;- UGE.Y B0}
.y y

ous. Unlike fellow hip-hop artists 5
Consolidated, EBN's music can be

RIDHLS heneath
your feet=-

appreciated on a number of different

levels, and pure entertainment is one
) - y N
: . YOU RE

of them. el
EBN is as much alyideo produc
tion group as a band; a CD-ROM &
section enhances the CD, where
three quick-time videos have wisely B
been included. The videos match the breakneck speed of the music beat for beat, 2
often reveal the sources for the sampls. Theres also 37 interactive video walls for {f‘
user to fiddle with, but they're of dubious entertainment value.
It's not an original idea, but EBN manages to make interesting social commen!
over powerful beats. Good stuff. Ut!

O

cebreaker forthe 3DO

‘ s efy ade rea . 1995's most radi-
rame, ffe: 3 tegy-puzzle-shooter
- b aad
game burdens it unfaiely, “Tetris for the 90s” doesn't really describe it and “different”

doesn't go far enough. Like all good games, leebreaker is based on a simple premise. In

this case, it's “destroy all pyramids™ Each of Icebreaker's 150(1) levels is a field of pyramids.
T'he player must shoot, smash or othenwise elear the level of both mobile and immobile
5 .

tagmm 0 - x : e

pyramids. Mobile pyramids? Yep. In addition to the compliant immobiles that sit and wait

to be shot or smashed, there are moving pyramids who are after you. If they get you, it's
e e = - e .

back to the beginning of the level. Iés amazing how with a few simple animations, they
gave so much personality to the mobile pyramids; To succesfully play Ieebreaker requires
> 2 = Tt 3 ok

shooting skill, strategy, timing and nerves of steel. With 150 levels phus four degrees of
difficulty (the Insane setting will have you saving to yourself, “this is crazy™) there is more

= B T 7 sy, > €
than enough challenge here for every game plaver in the family. Icebreaker is intense,

1 absorbing and highly addictive. | recommend it wholeheartedly. —John Wesley Hardin
e



Siit e

Za ol

K"A'" =

40/ /WWW. subpop cbm4 “Dohts They, clwags,



Little
I
Tan
pla
onl
ot
o

[

french
0 ANy
1

molh

nmakes
e that conme

plaved 1

Magic

park
Al
torc
il
them
hour
il
mey 1o buy
1 ult
slov

on
ubtitled
dime
from
oes on e
it
1ot of fun
ity
ofan
lavin:
John W

ihout those
need to by

Onee

i
much

tora theme park owy
\f
Taging

I

I

1+ pure heart and boundl
e

S

inad
man. Chy
10 hoy
o

woblem
fier the purch,
for thre

|
or the Gene
K

I never think
1

of Tk
won

ou
mi
there
ih

7

I
I«
I
Kingdom:
enture
land, the owner
the
e
\nd that

|
Disiie

wiog uyor—

'Spu3 y|emapiS
8yl aseym pu3 peaq
2q pinom aauq Assiep

Mmap 1o} apn ejeud
-oidde asow Jej y "saAj|

8y} ¥Se siexeww|y ey}
1BYM S| yalym "aeid
18113 2U3 Ul Jo SIyy

|Ie paue)s jey) sawd
ay} azijeiaw oy Buypm
2ouaipne ayj se Buo|
Se—juawieal) SIy} Wouy

paisem pue
Adwa inq aiay punoy

‘ybnoy; ‘Jo1neyaq J18u}

Joj 9|qisuodsal s,oym
J8puom | "way} 1o}
@iy} 1no asje Buiyiou
'$,849Y} 1Y} PAJUIAUOD
pue peaj Asy) sanl| ayy
ojui paysnd usaq aney
SPPj 8sayL "sanaiy}
1e9 ayy Joj AyiedwAs
— 10} Bupjoo| Ajsnoiaqo si
wyl 8yy Ing ‘Buoim ase
sapIs yioq ‘Ajsjewnin
] — *103 BulAp 10 Buyjy
YoM awd e Jus|
| 1oy oine ‘sjqeuoseal
§ 24 sa21 "op 0} 22uspne

-18ju Buunp seydtind

weys 1epun
0} pasoddns s| me| ay}
10adsausip sanaiy}

-}oNns yym passeidxa si
SaAaIY) 8y} 40 Joadsal
-sip ,sdod ay) "ybnoyy

‘s1aqqo. pue sdoo
Jo aseo ajdwis e jus|
onLq Aesiep maN
adeasa ey} bupjew
J9ALIP By} pUNOM oym
‘siepuhol ayy ysnquie
sjed siy pue 209soy
*(u1e)s |nes) @09soy
paweu dod yiemaN e
03 sBuojeq AjBuimounun
1By} Jed us|ols e uj
1abuassed e se wyy sy}
suibaq aH "wiy punose

©1995 Gremlin Interactive Limited.
™ Interplay Productions. All ights Reserved
Sony® is a registered trademark of Sony Corporation.
PlayStation"™ is a trademark of Sony Computer Entertainment, nc.

sjuene 8y Jo annoads
-12d pamays jeymawos
s.Anad uo sasnaoy
aALQ Aesiar maN
‘umo} punoue |jo 3oinb
e 10} sied Bupyy pels
0} S3A1] POOYPIYD
418y} || pajiem
aney spjo-ieak
-1 oM} ayL ) Ul

BNICA Universal

New Jersey Drive

pBoOYAGE s1y pue
(As}409 uoLieYyS)
Anad uosep
TN SMEMAN UJ0}-BWLD
uj seAaly) one Jo sied e -
UO SHIOYS S}| SajeAURD -
-u02 anQg Aesiep maN
‘ajuis Ayosauul e winy
siy} seonpoid 997 ayjidg
puE S302.1p Zawon
NOIN “a4uab wyy Aes
-0dwajuod umo sy
Buysyqgesse Apjoinb
s| @|bun| ueqin
ays jo ybyd ay



t's not a good signiwhen
the coolest thing on
your CD-ROM is a
video advertisement for
the Ralph Fiennes
cyberflick, StrangeDays
To be fair, Go DigitalInteractive
Magazine, the most recent
attempt in computer publishing;
offers wonderful graphics.and
several intriguing lead stories—
most notably a piece on duelin,
miniature robots. Unfortunately,
the only interactive element on
the entire CD-ROM is clicking
the Quit button so.as to close the
tedious program
Go Digital features music§in-
gles off an interesting assortment
of albums, and this particular
issue included the Foo Fighters
Herbie Hancock and Tricky, but

Go Digital
W Llectromedia
B Windows/Mac

2345

[ A= AT
A L S

ake Housh's life
is pretty much
like yours or
O mine—he
hangs out with
his friends,
works at a pay-
the-rent job and
has more than a

everyone has experi-

ed with wry, terse

ancy. With the help
of his eminently able band-
mates, Housh takes a twen-
tvsomething’s alienated
complaints about life and
them from mere
whines into compelling
rock and roll, and that’s no

FROM A SCONE

few beers on the small
weekend. But
Housh, the main
songwriter for
this scrappy
Columbus, Ohio,
four-picce, is dif-
ferent in one
important

espect: He's
able to take

what seems on
the surface to

be an average

life and find

the poetry i
Whether
scratchy,
hoarse

hroater
or a tender, intimate song, Housh is
never less than droll,

honest and completely

In just a couple of lines (

rave-

aftemoon, a record’s playing, you're not
ing what you feel — I wonder if you can”), he
erfectly captures that ambi

V-

— Mo Ry

frustratingly, the songs won't play in continuous fashion.

As for most of the digital videos on the CD-ROM, they're
generally of poor quality or tainted with an abrading green hue
not the result of my Power PC). And most exceedingly chaf-
ing was the weak sound quality that caused every person’s
voice on the CD-ROM:-to speak with a lisping, Cindy Brady
“S”” An adult section, “In Bloom,” may tantalize despondent
singles into making the initial purchase of Go Digital, but
after view he drab sequences of untitillating images, first-
time buyers won't ever come back for more.

You can't take it with you on a bus, flip through it or use it

to swat a fly. Maybe I'm missing the point, but more conce

ably, Go Digital has little point to make —Rob Bernstein




LiKE, MAKE

YOUR COMPUTER

AS SMART

AS VS.

IF YOU'RE LiKE, ‘DAMMIT, MY
COMPUTER 'S NOT KiCKiNG
ENOUGH BUTT AGAIN!" PLAY OUR
GAME. IT'S SPOSED TO BE

“A CD-ROM ADVENTURE GAME®
OR SOMETHING. BUT iT's REALLY
JUST ME AND BEAViS BEING COOL.
AND, LiKE, iT'§ NOT iN SPACE OR
WHATEVER. IT°8 JUST A NORMAL
DAY--YOU KNOW, LiKE DRiViNG A
TANK AND BUSTING OUT OF JAiL AND

STUFF. THOUGH | GUESS THERE i§
SPACE, iF YOU COUNT BEAVIS'S BRAIN,

HUH HUH HUH.

* COOL MiNi-GAMES
AND MUSIC ViDEOS
iNGLUDING GWAR,
SAUSAGE AND
PRIMUS.

NO WUSSY RAGE-CARS FOR US.

ONLY COOL VEHIGLES,
THANK YOU.

« CO-STARRING
Toop, BuzzeuT,
VAN DRIESSEN, >
MCViCKER
AND MORE!

WEREKICKIN'IT ViTH OUR GOOD
FRIENDS. THEN WE'LL BE THEIR

SLAVES,

FOR MORE iNFORMATION, CALL 1-800-469-2539

alIne. “MTV: Masic Television,”

-+ VOICES BY « ALL NEW
MiKE JUDGE, ANIMATION FROM
THE VOICE OF MTV ANIMATION
BEAYIS AND 3 i

BUTT-HEAD.

- ~
'WE, LIKE, SHOW OFF OUR NATURAL
AGTING TALENT. HUH HUH. TALENT.

sTuDios.

« ORIGINAL
DIALOGUE BY

~ SHOW VRITERS
SAM JOHNSON &
'CHRi§ MARCIL.

LIKE THEY SAY IN THAT OZZY MOVIE,
“THERE'S NO PLACE LIKE HOME."
UNLESS i SUCKS.
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e Lvmates calls Nutant Chronicles: Doomtroopers
| the most action ched combat g 2Ye
g % phaed.” i Gliet i ereative. 4
packed game, its sideAertical-serolli
discourage plavers. Chionicles, howeer, |

new life i

-|I..~ tired format witl its by

laying Lords of interfacc. Instead of controlling
Midnight is like asingle party or person, the
starting a fantasy player directs the actions of sey-
trilogy.on the thied —eral far-flung characters as they
book. There’s a lot of  attempt diverse quests; To win,
climactic action and.  the player must defeatBoroth
intriguing characters, but  and kecp one member'of the
there’s also abigigap ineharac- _Moon'’s royal house alivé:
ter development and back- T'he irfterface is smooth and
ground Tustor players can'take direct control
Back inl 1984 a game, ca |]h d  of any character at any time}'$0
Lords of Midnight'prémicred as not to miss out on juicy bat
on the Cammodore 64. Now, _ tles and confrontations.
11 yearsjlater; thethird in-the Lords of Midnight isn'’t the
s gontinues with'the story most original game in the
f theflewest threat t9,the land _world; and devotees of SSI's
AD&D games may.not

violenee
Plavers contr
environments

ol the Dark

Chronicles
wameplay is
reminiseent ol
Double
Dragon —vou
can kick and
punch ene
mies in close

Cit@foneiniciacerbui [NRCUUNORIIEES

TECH SPECS Bttt iim .00 s

/ interesting. ity

5 sation provides cnough v
B PUBLISHER:: Domark —John Wesley Hardin 1o tackle the game’s scemingly

:SVSI'EEI-.I.;“I’(: le«)\l (I;.I.I..h.‘.lll.lul} dropping from
.TIEII e vantice plattornms and other terrain ley
.MVEBS\;\ els can be tricky, but that's the

{natanls.

anly weakness of the gameplay. Pl

s face progressively
Tardler encaics and bosses duri s cight levels. so

3 il / dow’t think vou'llsit stll The creative lavout of the

rious
worlds akes the game hevond the typical level-boss-Tevel
setup. Ao

= 2 [ € worthy of
\(}3{512"&‘;;5’&:“‘ > .59 @ - wention is that
Dark Feg, Epic fan- extremely vio-
tasy hasbeen mined: B . 3 - lent—body parts
out as a genteyand LOM Ay sl
covers littlelmore ground | < |'l. it .(l. t
than JR Riffolkiens % : floac 0T yors can
Lack of aiginal plot asidey 2 Y stmach i, i’
however, Lords Of Midnight . il
is a hefty@hunk o'fantasy, X !
packaged in an unusual

Chronicles is

— Russ Ceccola
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ETURN

Directed by Minoru KUSAKABE

« Multiple Gameplay Modes
+ Battle Maze

+ Outer Space

+ Air Cycle Racing

i 0 + Outrageous Storyline linked
Iron Angel of the Apocalypse! He's back... * by amazing movie segments
...mad as hell and armed to the teeth! =t - Aformidable army of devious
Join in a three-way fight to the finish / 4 \ Motoid enemies

with the multinational police force SCR
and with the Android, who wants only

one thing... v
...Revenge!!!

1995 SYNERGY, Inc. All nights reserve rmation call 1-800-734-0466
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anvone who's bought an aquarium, sunk hundreds of
et into exatic fh and cquipment and then had to
wiffke the long, sad journey to the pet store with a bag
fullefdead fish after the first poweroutage, there’s a
suitable alternative on CD-ROM to keep dejécted habby=
ists from giving up before they

The Natwye Collector’s

Freshwater ish CD-ROM is a vi
tual aquarium that gives users th
opportunity to actas the curator pf
a fish museum, traveling the workl
for new induetees.

Fhenain goal of the CD-ROM
is tokeep the fish alive. C
for yater temperature, oxygen ley-
els filter and food consumption
must be adjusted to suit the exhib
it, and ay the fish become healthi- l
er and happier, the exhibit will bec
more popular and boost the curator]
ing in the fish museum community
lowly amateur to full-fledged curator. With

impressive 3-D graph

de, Nick Adams (he
almost wets himsclf when he hears that the
Ugandan Dogfish is going to have a litter),
il casy to gebcanght up in the program if
you can figure out how it works.

Fargeted for CD-ROM users from age 6 to adult, everyone in
that range shauld have an cqually difficult time gett|
have nicknamed vou Johnny Muemonie, the
ough the CD-ROM will be confusing with

@R L ithout them. Althongh the
phs chart their health, and it's
h feeling responsible for their well-being. It

biifafter catehing, transplanting little
buggers. it still hurts to see the tombstones that pop up in the
um after a fish has passed on to the big pond in the sky
dilled as educational entertainment for the entire family,
Freshwater Fish combines that with the look and feel of a game.
It also suceeeds in offering all the
real tank at a fraction of the cost s

or the sl

ggravation of maintaining a
nd without the hassles of stor-
1ge. Best of all, however, is that when the dise has worn out its

welcome, there’s no guilt in flushing it —Mike Stokes

o dust, I will helHoqu

to never insult a stranger with a knife.
For most, this comes as no surpri

| Common sense usually keeps people’s

/ mouths shut in dark alleys or pool

halls when confronted with a knife-

ding thug, but there are other cases

Wit

that are less define

Now, there have been very few.
sushi chefsacting thug-like, but
1y knives, and they
do ot like fo have their fee
'hanks to Arome’s
Beautyof Japan Through the
Art of Sushi CD-ROM, sushi-
lovers can take a
on sushi dos and don’ts that
explains proper sushi-bar eti-
quette, such as allowing the
chef to €hoose Your meal for
you, what to drink and whether
or not totip.

th

ings hurt, ]

do

A cultu

crash course

and art form rich

in-history, the GD-ROM is bro-
ken down ipito three sections: general info, how'to
prepare-sushi and the beaity of Japan./There i an
explanatioh ofhow to cat Sushi propefly (and|perhaps
more importantly how not to) as well hs an explana-
tiomof the various types of sushi avai
lookifig to impréss a-date, another section offers
instructions on how to prepare

it

(L

sushi along with

as sushi bars.

2345

able: For anyone

lin footage of

ic
etables lha! accompany thie-dish.
While the information is pr
Sented clearly and the subjec
M matter is interesting enough, the
CD-ROM itself leaves something
to be desired from a stylistic
standpoint. Composed mostly of

Qs Tk

crude photos and animation,

movement is choppy and the
dise gets monotonous. Other top.
ics such as tea ceremonies and

flower aranging
been added a

em to have

afterthough

mostly without sound or film
footage, leaving potential sushi
caters with a bad taste in their

mouths

Mike Stokes
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And a ride on the Reading
Railroad. Because now you
can play the Monopoly® game
over the Internet. With the

Just load up, log on and bring greed
1o life with 800 high-resolution 3D
animations and 16-bit digtal sound.
Connect with up 1o 6 cyber-tycoons
worldwide in real time. And make




LET LOVE RULE

of the

—intraCorp Scoops Interplay with WI;I‘(:I!

here’s a phrase in the game software
business that's applied to products
that are previewed at trade shows
but never seem to reach retail
shelves: vaporware. il

!ﬁ;&

rip his or her way through approximately half

a dozen different classes of D&D-type mon-

sters [(which is not nearly enough variety).
The graphics are mostly quite strong, with

vapor product

each ter-type given unigue looks and

on other occasions, the game that languishes
in development too long has its thunder
stolen by more timely imitators.
Currently, the most famous piece

while the audio is a mixed bag.
The sound effects are decent, but the musical
score is not nearly ambitious enough.
Unfortunately, not nearly enough
attention was paid to the visual

of vaporware in the game indus-
try is Interplay’s Stonekeep, a

TE
S

or audio end of spellcasting. A
Nuke spell, for example, hesides

1

| 8

Doom-style foray into the world being a flaming anachronism, is r
of swords and sorcery (i.e., no 4 among the most drah effects in
guns) that’s already been in :m?‘;m‘ the entire game, while the lack *'*'.‘ d
development for five years. . of audio spell cues actually % 1 i
And here we have humble W MEGABITS: § hurts S
IntraCorp heating Interplay to the | M THEME: RPG Ohviously, 2
punch with Witchaven, a W LEVELS: N/A [ Witchaven is no
weapons-oriented dungeon crawl 1234‘, state-of-the-art

with one of id’s famous engines.
Witchaven comes complete
with the usual goofy backstory, but what this
game is really about is hacking and slash
Armed with various weapons and the occa-
sional use of magic, the gamer must rend and

masterpiece, but
it's an extremely
solid piece of work that may

promi
competition. —Z. Burroughs




A VETERAN ASTRONAUT.

AN ADVENTUROUS REFGHEER. °

S
~ .

A DISTINGUISHED SCIENTIS

A MYSTERIOUS ASTERGID.

ON THE SURFACE,

NOTHING IS WHAT IT SEEMS.

THE

W THE GREATEST MYSTERY OF ALL AWAITS.

LUCASRRTS ENTERTRINMENT COMPANY PRESENTS THE DIG - A DEEP SPACE ADVENTURE BY SEAN CLARH
FOR PC AND MACINTOSH CD-AOM < NEARLY 200 LOCATIONS AND HUNDREDS OF PUZZLES
WITH ROBERT PATRICK OF T2 RS THE VOICE OF BOSTON LOW < DIALOGUE BY SCI-FI AUTHOR 0RASON SCOTT CARD
SPECIAL EFFECTS BY INDUSTRIAL LIGHT & MAGIC « WINDOWS 95 COMPATIBLE  NOVEL AVAILABLE FROM WARNER BOOHS
SOUNOTRACH AND DEMD ON ANGEL RECORDS « STRATEGY GUIDE AVAILABLE FROM INFOTAINMENT WORLD
CHECH OUT THE DIG INTERRCTIVE DEMO IN SELECT MAGRZINES AND RETRIL UTLETS OR VISIT THE DIG HOMEPAGE AT http:/ /wuww lucasarts.com

e by e by LS Bl ST T




“It takes a special man to wear a Speedo® like you.”

“That’s just the funniest joke I've ever heard

o, that doesn’t make your butt look big,

“It tastes just like mom used to make.”
“You must have a high metabolism.”
“You're telling me those are fake?”
“Have you been working out?”

“You look great in spandex.”

“I'm sure it’s very big

“Oh, you're so clever.”

“Wow. It looks so real.”

“You're so photogenic

“Chartreuse is your color.”

“Honestly, I never noticed.”
“You don’t look a day over 25.”
“I've never seen anything that big.”

. You mean those aren’t real?”

“No w

“This is the best meatloaf I've ever had.”
“You mean that’s not your natural color?”

“She’s your daughter? I thought you were sisters.”



CORPSE
KILLER"
Rated as
one of the
top 20 Games
of the Year

i
L™
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MAXIMUM
SURGE"
Explosive
Post-Nuclear
Action

DOUBLE
SWITCH™

The Cinematic

Mystery

NOW THERE'S AN EASIER WAY TO
GET SOMETHING FOR FREE.

QuARTERBACK
ATTACK

The Professions)
Quarterback
Simulator

SUPREME
WARRIOR
A Fast and
Deadly Martial

Digital Pictures

g

CALL 1-800-332-0032 FOR A FREE CD

PREVIEWING 5 NEW GAMES. INCLUDES PLAYABLE DEMOS OF MAXIMUM SURGE & SUPREME WARRIOR.

Minimum system requirements: IBM or 100% compatible computer with 50 MHz 486 processor. Double speed CD-ROM
drive VGA Display card. Sound Card 4MB RAM. Some demos on this CD require 8MB RAM. M5-DOS version 3.2 or higher.
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0 Westi—for adventure, for fortune. Or maybe for disas-

through this
three separ
sions. Befoy

judge me hq
brain-damaged. let
that I'm a sucker for anvthing
with a Halloween theme—1

be tempted to watch

Joween specia)

O-Lantern-headed creature
called Jack-O (Its a dumb
name, but Pumpkinhead was
already taken). Jack-O was a
demon invoked by a man b

for murder a hundred vears
ago. \ local farmer managed to
stop this pente-ante devil by

shoving a makeshift cross

through its
heart”™ and
buried it where it
was to remain
only to be conve-
niently rediscoy-
ered on Hallow’s
K Fve 95. Dumb,

bad beer-guzzling

s kids tear
& vl
-

teen

the cross out, so
Jack-O can rise
up with his handy
seythe aud slice
his way through
their necks and chests.

(Imagine getting killed for
kickir bunch of sticks—
there’s karma for you.) To
extend this plot, Jack-O goes on
the warpath to find the

voungest relative to the farmer

i here begins a nonstop
parade of the worst acting I've
seen in some time. Perhaps
there was a bad acting contest
on the set—which, in this case,
the cast would all be winners.
You may ask if there are any
familiar faces in this train

1d, yesgthere are

i in to show off

nts in a
tuitous. shower

scene, Linnea Quigley (Return
of the Living Dead) plays the
babysitter of the boy Jack-O is
stalking. Fellow seream-queen
Brinke Stevens appears in a
late-night
the bov watches (which looks
like it was shot in Super §).
I'he late John Carradine and

spooky” T movic

Cameron Mitchell are here in
bevond-the-grave cameo
appearances a la Plan 9 From
Outer Space. One has to won-
der whether either actor knew
they would be in this wretched
film prior to their deaths.
Unlike Plan 9, though, the
actor who “ghosts” Carradine
resembles him more than the
Lugosi/\lason dual tole
This is a wretched Bataan
Death March of a horror film
Besides brief spooky moments
in the beginning, Jack-O is shot
in a manner that prevents any
kind of Halloween atmosphere
to kick in. ‘This film could've
been a cross between the supe-
rior Scarecrows and Halloween,
but instead vou geta rock in
vour trick-or-treat |
—Frank Kurtz

1ttp:/ /wmiiigndo.net

ter and death. Following a grisly fight over a poker
game, the player is dropped unceremoniously, and
unarmed, to live or die in DiamondBack, N.M. 1882
Quick wits and good sense defuse some situations,
but when they fail, there's the trusty six-shooter...if the player
can hang or long enough to obtain a shooting iron
The town and the scenic back-
grounds are dramatic, with deep
and melancholy lighting. Interiors
are, alas, not up to the atmospher-
ic film noir exteriors. Three dozen
or so characters are viewed first as
distant drawings, then switch to
close-ups of actors’ faces. These
talking-head encounters are dri-
ven by menued speech fragments;
with reactions varying depending
on what the gamer says.
Two-fi

ted players control
movement by keyboard, and select
by mouse. Glick and drag activates inventory items. Ease of
use is the big draw here. Sassy remarks can lead to violence,
and bad first impressions lead to worse second meetings.
Gun-slinging is simple: An on-screen-hand aims the gun
according to crosshairs. Frequent reloading adds unnec
realism; the player must laboriously click on each bullet
chamber to See it fill with new ammo. Most characters speak
with overdone Westernized speech, which turns to tedium
waiting for them to finish their flawery remarks. The player
may be tempted to whip out a gun and put an end to it. But
beware: Gratuitous gunplay can lead to a quick downfall
There-aré almost two dozen fully rendéred 3-D buildings

in town. The v

TECH SPECS
B PUBLISHER: Cyberfliv
W SYSTEM: PC CD &
Mac CD
W THEME: Adventure

ariety of attractive loca-
tions and the large number of ci
combine to make the Diamond|
real community. The player reasons
with on-screen charactets to gain clfes
and rewards. This dry pastime is
sparked by the arcade-style
Dust stops short of greatness, marred

mes,

only by some bad acting and overens
thusiastic scripting. But the beauty of
the art, and the ingenious plot, details
make this the best Western game to
date. — Joyce Worley
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HUNGRY FOR ARCADE QUALITY 3D GAMING ON YOUR PC?

It's feeding frenzy time! Paradise introduces Tasmania 3D, the accelerated 3D
Includes two exciting game board and game combo that has your existing gameplay for
3D games free! lunch. Tasmania 3D supports all RPA-compatible games to deliver the
most visually electrifying games you've ever experienced on a PC.
Incredibly high resolution, arcade-quality games—we're talking
uncharted waters, here.

Craving 3D? Tasmania 3D's advanced 3D acceleration features, like texture
mapping, Gouraud shading and Z-buffering, provide high-quality detail
and smooth contours for an amazing 3D effect. All without sacrificing
performance. Installation’s a snap, since everything you need to install
the board and game combo is in the box. And with Tasmania 3D's easy
integration, you don't have to replace your graphics card. Best of all,
Tasmania 3D is backed by the same 5-year warranty covering all
Paradise performance products. Set a course for Tasmania at the
retailers below and sink your teeth into killer gaming!

Phone:1-800-832-4778 o Internet:http://www.wdc.com/ » DocuFax:714

7
comm/E77Y 1.800-THE-CITY Wanrenraaee 1-800-745-9638

Western Digital Corporation




for industrial
. If someone had'said three years ago that C l\m Ran
made the album that is Burn, they would've been I
d while SMG's previous album, The Torture Techniques
that Randall would mellow ouf ical

The album opens with Red, wi
driving
tempo

10 Burn, it still seemed highly unl

listener immediately with the utter grooviness of it all. Gone is the
Sins Of The Flesh and TTT's waves of noise. In its place is a mid-
it driven by the mother of all snare drums, textured with some funky
guitar linés@nd keyboards. And when the chorus hits, Chris breaks into an unabashedly
pop vocal melody. It's not Blur, but then again, it's a surprise fg
album had a song named Krakhead.
Admittedly, Burn isn’
Beastie Boys met Rag
rounds, and Better Than

nan whose last

t, though. Hole In 1 unds like the
achine in a dark alley @ to g0 a fi
rto-vocals over a driving beatand furious
guitar. But it's tracks like i the Mortal Kombat soundtrack) and Snakel
really show Randall’s impro¥ jicianship, the latter featuring some great jazzy
work. SMG has finally come into its own

- - . 4
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here are a wide  figure-cight track. All the raceways are quite nar-

Pre ﬁ
OTHER ACINEG
number of row, sequestered by a tall fence on either side.

& ANES THE
MALACHE Crune v [ et e e
who take great not to mention a bit of driving sLnll Traditional
TECH SPECS

pleasure in finding the fringe bene-  racing may be selected in which the object is to
fits that can be found in most video win the race while “wreckin” racing scores

Publisher: Sony/Psvanosis

System: Sony PlayStation

Theme: Racing
lition derby

Megabits: \/\
Players: | or 2 with link

up peripheral

nd demo-

games. Perhaps it's running down the horses in
Daytona or driving the track backward in Need
for Speed. Maybe you take forbidden pleasure
in happily running people down in Road Rash.
Don't bother your therapist for an explanation
of this behavior; in fact, just accept it. And
admitting you need Demolition Derby (which
packs stockcar racing and demolition goodness
into a single game) is the first step.

Several unique tracks may be selected from
the opening menu, including an ominous

points for winning the contest as well as the
amount of damage you inflict on other vehicles.

Of course the mother of all the tracks is the
demolition bowl. Sony took care to make the
destructive contact as realistic as possible, glass
and bumpers flying everywhere. Yet in the end,
your biggest enemy is your own radiator. Protect
itand live...and well, you know the rest.

Sony has brought game deviants everywhere a
game that truly satisfies, without filling you up.
Play it early and often. —Dean Hager
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SPEED. WEAPONS. FUN.

CT, GEN.4 MINDSCAPE PRODUCT
FREE. SEE YOUR LOCAL RETAILER FOR DETAILS.

1595 Mitscape. o intscap i 3 egserd ademar, s ngo andCubrSpeec
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Harry meets new pal Bll] Cates

fast, fun side-scroller that runs under... Windows?
For those of you getting into the multimedia scene,
Windows has historically been one lame place to play
games. All that operating system bogged down the
games. Can you spell
S-L-O-W (Insert loud
snoring sound bere)?.
Mierosoft promised that
Windows 95 would be the first
gameable Windows —and right out
of the gate Activision has delivered.
The original Pitfall was the grandfa-
ther of the sidescrolling games that
we all play today. Pitfall: the Mayan
Adfenture brings that ik pixclat
ed) blocky dude from the e
iito the high-res, multimedia '905.
of” is straightforward—get X
through all the levels to rcsuueguu: dad. Dad
th

thatcathe out last ye:
CD-ROM to'play

The soundtrack is kickin’ and uses th
udio Score as you rum, jump and whip
your way through the jungle. Gameplay gets increasingly complex
along the way and there are plenty of little puzzles to figatre out,
And plenty of weird surpries.

en better news for the gaming crowd is

that Pitfall is just a sample of what games can be
under Windows 95 —this is just first-gene
stuff! You'll definitely want to play the game in

“full-sereen mode”

TECH SPECS

‘ ? B PUBLISHER: \ctivision
W SYSTEM: Windows 95 CD-ROM
W THEME: Adventure

Bright Colors, Big Adversltv-

Artist Jim Lee’s ¢
ation, the WildC A T:s
team of superheroes, is
known in the world of
Saturday morning TV as
well as in their best-sell-
ing Image comic book.
In those mediums they
are a pounding, pusil-
lanimous team of
brightly garbed heroes

PUBLISHER: Playmates ¢ with interrelated pow-
— ITERAC p s = ers—but while their new
SYSTE cart holds some thrills and
HEME: Actio & excitement, it's simply
i all been done before and
e better elsewhere.
ERS The plot is, of course,
EVEL simple: The main player-
ahilmndda e S -

run characters of Warblade,
Maul and Spartan all go on
separate missions against
the evil Daemonites. As in
the best of their comic sto-
ries, the various powers and
abilities of the characters
must be used in concert

to overcome the foes.
Warblade’s hands bio-
morph into blades as he
clanks up walls and Maul’s
variable size is a factor.

But while the game is
true to the comic and char-
acters, it falls down as a
game in that the controls
are simply not as varied and
as detailed as many players

on

s opposed to on top of the
Windows desktop like some
word processing app. Playing
a game with Windows icons
ke watching
ié in a theater with the

oblems yith the E
nmxsmnal hmch 3

W“-Dc A T s' Insert Cookie-Cutter Heroes Here

will require. While the side-
scrolling with 3-D forward
and back levels are reminis-
cent of Golden Axe II,|the
lack of a way to meld the
jumping, slashing, darting
movements means that most
gameplay turns into an
over-and-over pushing of
the same few controls again
and again.

Many fans of superhero

depth, pcnumlm and.
‘demeanor to be the subject
of a classic video game some
day—but this isn't it.

—Neil SHapiro



Experience endlesshours

The GAMEGUN™ comes
for one or two player
3DO player and the se
two player excitement. C

Targeting the entire illegal drug
distribution chain_is truly _an
intemational war. DRUG WARS™
will take you through it all from
small town traffickers to big city
organized cartels.

As THE LAST BOUNTY HUNTER™
you will face a variety of shootout
scenarios and challenges as you
pursue outlaws on the run.

It would be easier to walk though a The GUNSLINGER COLLECTION™
den of rattlesnakes than walk offers 3 exciting games in one bundie!
through unsettied Old Tucson. The Challenge renegades, bank robbers,

bank robbers and criminal elements
threatening national security in CRIME
PATROL™. Action packed!

4801 Lincoln Road, NE
Mbut}uerque. NM 87109

z (505) 880-1718

address: http://www.nmia.com/~alg

adventure.
hidden throughout the game.



O}] Ej] ,“‘_‘ INE, "r\

:

YIE]
f

S

00 0ld to be a slacker, too young to be a senile erank,
Terry LaBan lurks on the fringes of the comic-book
world. At his best—as seen in last year's Cud—he man-

el ¢ N

very wise man once pointed out the difficulty
in doing something new and interesting with
the guitar, especially in rock music. The prob-
, as he put it, that with the guitar,
you're hasically playing the same song again and again.
He went on to explain that the advent of computer tech-
nology in musicmaking has opened up new avenues, etc.

ages to be a rare blend of satirist and alch taking
some very adult concepts and topics and juxtapo

them with some basic
comic-book language. The
effect can be both whimsical (as
it was when he wrote a story
centering on an African
mating ritual and drew
it in the style of an old
Archie comic) and
breathtaking (as it was
in his tour de force,
“You Can't Spank the
Monkey If He's On Your
Back!,” which put the
dicey field of perfor-

mance art on the
pedestal of big business and
allowed both sides to come
apart at the seams).

With the return of Cud
(from a.pew, publisher)a
few changes have taken place: The flatout
satire—and performance artist Bob Cudd—
are gone, replaced for the moment by Eno
and Plum (picture Archie and Betty if
lhey'd starred in Richard Linklater’s Slacker). The lead story is a
comic delight.in which the aimless Eno finds his calling as a sperm
danor, birt the sories that follow—including the saga of Plum's
father’s coll and a savage parody
of Terry & The szles—push the whole thing over the edge.

If there’s anything missing from the new Cud, it’s the scathing
Preston Sturges-like wit that dominated LaBan’s last opus, “You

Can’t Spank The Monkey If Hes On Your Back!”
. In the meantime, he's produced'a relent:
lessly amusing, very adult comic book
> that's likely to inspire gig-
) gling fits. One could start
off a lot worse.
—Steve Darnall

MEDICINE
Hen H

i MEDICINE g

The last part is debatah)
really does seem that i
songs have been writteh.
rewriting the good stuff.
Medicine did that wit}
on The Crow a song that fe:
lullaby-type melody and vocals. It was 4
catchy little ditty, warniing the hearts ofineo-goths every-
where. Across the land, teenagers dressgd in black would
ask each other, "Did you hear that one sgng? Time Baly
862 or something?" Unfortunately, Her H lghness doesn't
live up to the potential in that song. Somlewhere along the
line, the band forgot what was great abgut that one
song—the great hook. There are flashes of melody in a
few places, hut for the most part the bajd rely of waves
of noisy guitar. The vocals are often too flat and unmelod-
ic. Yes, this has heen done hefore, hut ifis not interesting
nowadays. Thoroughly forgettahle. —FEd Finkler

cut
beautifully




R0AD WARRIOR

ROAD WARRIOR™ is so intense that by comparison it makes
all other action games look like “Road Kill!”

The adventures of Drake Edgewater... having escaped from the prison city of Kemo--
your challenge now is survival in the “outside world.”

. :‘5 - ‘_”"
Gy
B ——

5. W)

For more information visit yaurﬁ.lbcal retailer
or call 1-800-GAMETEK.

GAMETEK &

Rofd Warrior is a trademark of GameTek (FL)Jnc. 2999 Northeast 191st Street, Suite 500, Aventura, Florida 33180 U.S.A.




The idea behind RA. Montgomery’s
| Comic Creator is nothing new;
it's the execution that elevates
this program to statc-of-the-art
status. For the first time, users have
access to a genuinely satisfying
Marvel and DC-style comic- book
builder. The transparent interface
allows computerists to select, then
maodify, background graphics,
heroic and villainous
characters and

a variety of props. Dialogue is broken
down into balloons, thought bubbles and
narrative boxes, with all text in appropri-
ately comic-style font. There’s also an
impressive range of sound effects and
even a feature that allows users to import
art files from other sources.
sach of 10 or so superheroic and
villainous characters can be aceessed,
thereby making available a sheet of ¢
specific character in dozens of different
poses. We experienced occasional glitch-
s (characters who were moved offscreen
. would
occasion-
ally be
missing
portions of
their anato-
my when
dragged back
onto the moni-
tor screen), but
the program, by

L] Hearst New

Media & Technology
Windows

3.1/Windaws 95/Macintosh

(LG mininnm)

W THEME: Conmic Book

Creator
L]
PLAYERS: |

. often wondered
why comic-book publishers don’t simply
purchase extensive art databases such as
these in order to provide seripters with
instant authoring tools. Obviously,
Comic Creator is not intended to be a
professional-level program, but it comes
close. ‘The primary limitations are the
inflexible panel layouts and the insuffi-
cient pool of normal companion charac-
ters. The result of this latier inadequacy
leads to the creation of extended fight
sequences rather than genuine story
Jines. On the plus side, this comic-
book maker allows the user to add
sound to the proceedings. both
via lettered and actual
audio sound cffects.

— Bill Kunkel
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Distant Suns First
Light Interactive success), Oasis has consistently

delivered some of the most enjoy-+3
Space and Solar able plain old rock and roll of the iy
System Simulator "90s. The five-picee has evolved o
B Virtual Reality into a blend of Sgt. Pepper-ish pun;
: and straight-up rock, and has
admirably filled the gap between &
the selfconscious indie racker
types and the chart-topping indus-
trial/grunge/frat-rockers S
(What's the Story) Morning
Glory admirably improves on
Definitely Maybe's hits-to-chinkersig
ratio. There are a couple by-the-
numbers anthemic rockers on this ¥
W Qs record., including the title song, g
Oasis get any bt Noel Gallagher's main 3
respeet? The strength as a songwriter is that he ™5
British can't seem to write a forgettable e
band's first chorus. Even Wondenvall, an
orchestrated pop confection, and &

Laboratories
B Windows

record was
one of 19945 one of the album's best tracks, has
best releases and their second full-  really silly lyries. What's a wonder-34
length effort is even better. But wall? As laughable as the song cai®
their debut, Definitely Maybe, only b, the hook behind it is just plain

sold a couple hundred thousand ~ irresistible. Despite less-than- ;
copies in the States, while their stellar lyrics, Oasis” pop smarts
compatriots Bush sold about 90 and rock know-how make for >
trillion records some of the best straight-ahead,
Yet despite their lack of chart crunchy car candy on cither side &
ofthe Atlantic. —Mo Ryan

ONDERING

OASTS b,
MANAGES TO Ul
MAINIINE S
CHORUS




the most intense pinball experience that
you can get oulside on arcade.”

a % Chrs G
AR S

FEE1istic
EMG G
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WILD WEST —
PSYCHO FUN FAIR e 3

" Yeah, yeah, you hear a lot of that
’. “realistic” noise from game
makers. But, hey, four tables to
choose from, high speed, ultra-smooth
scrolling, multiball feature and 3-way tilt.
The proof is in the performance.

It's real. It's psycho.
TRICK OR TREAT It's Psycho Pinball for
PC CD-ROM.

= PHILIPS

Perfect Motion
—

7 For more information coll 1-800-340-7888. Visit our
Codemasters (t Wb St ot W fatrdpsy

©1995 Codemaster Limited. Codemasters™ is a rademark of Codemasters Limited and is used with permission. ©1995 Phiips Media, Inc. Al rghts reserved.



here’s a cruel and irre-
pressible enjoyment that

| ing the friendly prehis-
toric Barney dinosaur
into crispy flakes of noth-
ing. And that's the appcxl
of the late-night, toy
store survival game
Power Pete.

As the gun-toting,
fully camouflaged, G.I.
Joe derivative action
hero, Pete, it’s your
duty to rescue a
defenseless pack of
fuzzy bunnies that
have escaped from
their bargain-basement
holding pen. 4

A reconaissance
mission turns into
comic, all-out warfare as you make
your way through five deadly toy

store levels i

comes from flamethrow-

The graphics are strong,
particularly the renderings of
Little Miss Muffet’s under-tuffet
monstrosities, the evil-to-their-hol-
low-core chocolate bunnies, and the
bone-throwing brute appropriately
named Nongo the Neanderthal. The
action is swift-moving and there are
plenty of things to kill, as well as
weapons to kill with for trigger-
happy gamers.

The only trouble with Power Pete
is that it’s just a smidgen too easy to
conquer. There are 15 levels of may-
hem to take pleasure in, but after a
span of three days, the game is over.
Fortunately, Pete’s batteries have
some lasting power, and on random
occasions you'll find yourself ener-
gized to start the adventure all over.

Power Pete breaks no new ground
in gaming, but makes a pleasant
mess of a certain, unnamed purple
dinosaur.

Funhouse and a fifth level of undis-
closed red-tag terrors. Like any good
piece of action figure merchandise,
Pete has a full arsenal of weapons to
choose from as he explores the
store’s treacherous aisles. Triple-
barrel gumblasters, rubber-band

shooters and the coveted (and
discontinued) Summer Fun

Prehistoric Plaza, Candy Cane
Lane, Fairy Tale Trail, the Magic

W SYSTEM: Macintosh
B THEME: Adventure

TECH
SPECS

M PLAYERS: 1-2
M LEVELS: 15

B PUBLISHER: Pangea Software

B MEGABITS: System 7 Required

Backyard Flameth will help
tear and sear the stuffing out of your
Grimm adversaries.

—Rob B
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ﬁ\rﬂoﬂd War IF submarine simulator, |
SILENT HUNTER™ is without equal. i\
As commander of a U.S. submarine in the Pacific, \
your task is simple — sink as much enemywnmgeaspamble'

Choose from a variety of American submarines — and let the
hunt begin! Prowl the shipping lanes. Steal into enemy harbors.
Embark on Special Operations missions. Authentic WWII film
footage, cinematics and narration throughout pnmde a historical
feel for the submarine combat experience. =

Play individual missions or an entire campaign. And prepare to
be blown away by magnificent SuperVGA graphics, an original
sound track and action so real you'll want a life jacket!
TO ORDER: Visit your retailer or call 1-800-601-PLAY with Visa/MC

(North America only). ©1995 Strategic Simulations, Inc.. a Mindscape Company.
Al rights reserved.

fhe Navy Gass and th Silvr Sar.
Commander Gruner provides narra-
tion of technical and tactical matters
as well as personal anecdotes of his
vast WWIl experience.

A MINDSCAPE® COMPANY.




Gamera is really neat,

NEARLY 30 YEARS AGO, Japanese
movie studio Daiei attempted to come up
with an alternative to Toho’s Godzilla,
which brought in massive kiddie crowds in
the 1960s. Armed with some wacky ideas
(brain-eating space women, giant monster
with “rainbow rays”) and a budget the frac-
tion of Toho's, Daiei produced seven films
with Gamera,
200-foot flying
turtle with flame
breath and tusks.

In his third (and
arguably the best)
feature film,
Gamera took on
supersonic monster” Gyaos. Gamera vs.
Gyaos is a iot of choppy editing, some okay
special effects and some truly crazed plot

devices. This brings us to
one of last year's most popu-
lar movies in Japan, Gamera
1995 (in Japan, it's some-
thing like Gamera Giant
Monster Midair Battle).
Daiei saw what updating a character can

B Toho Pictures

old Elementals’ s

Bamem 1995
12345

Gamera is full of

Gamera's been given the big FX budget, a
mod origin and a more serious tone. It's
now explained that Gamera (“the defe

of the universe”) and the three human-
hankerin’ Gyaos were created by those nuts
from Atlantis 12,000 years ago. From then
on, Gamera and the two Gyaos trash the
city and fly around until the movie speeds
toward a head-scratching ending.

Unlike the Godzilla movies,
the human element has been
thankfully downplayed. Steven

agal’s daughter Ayako
Fujitani, 14, As
human “link” to Gamera
pretty good—heck,

Iready made a better
action film than any of her dad’s—
and the rest of the human actors
accomplish the job, which is to pretend

any. But the costumes are far and away

superior to the early Gamera flicks and are

even better than the recent Godzilla F

All in all, it's a pretty fun retro effort for

Gamera. There’s lots of action, better-than-

expected FX and a promising start to what

will obviously be a boatload of sequels (even
left open). You'll

that a giant turtle is defending mankind.

for the most part
still suffer from

average. These fil
the Curse of the Gu

re above

e e

on close-ups, sil

-looking mouths and

where there shouldn’t be

hile the Red
Dragon character
ave vestiga
s in Comico’s

ers need nothing but the
first issue to. m.d( crstand the
basic premise of the book.

Bi;

Don’t be misled by S

ey's superheroic cove

this isn’t your typica

Brian Azzarello
and Tony Akins
have conceived of
I don't
think U've ever
seen before in

somethir

es, read-

5. The story revolves
around Red Dragon, a
Chinese super-being of
unlimited capabilitics.
Raised in lusury, he takes
on tasks when asked by
those who treat him as if
he's a king—without consid-
eration for who or what is
damaged in the process. In
this issue, for example, his
attempt to thwart a hostage
situation ends rather unfor-
tunately for the hostages, as
his goal is more to take out
the ringleader of the gang
than to save lives.

It's a strange and unusual
book, but I really enjoyed

the unique twist on the
superhero genre—if that's
an apt description.

Carrying the mayhem-
filled proceedings is the
beautiful artwork of Tony
Akins. Akins has taken more
than a little bit of the
Japanese manga style and
added just a hint of
American adventure ¢
strips into the mix. I've seen
some of what Akins has
ahead and I'm really look-
ing forward to future issues.

Try something different
and check this puppy out.
You may be surprised.

— Frank Kurtz




S0 YOU WANT TO LEARN WHAT IT'S LIKE T0 BE ON
THE NATION'S MOST ELITE CRIME AGHTING FORGE?

YOU'RE DEAD.
WANT T0 TRY AGAIN?

DARYL F. GATES'
"POLICE QUEST

SWAT

Hey, sorry. But had you paid attention to your training, you might still be alive. Welcome to Daryl Gates’ Police Quest:* SWAT". The
most realistic simulation of the SWAT experience ever created. Developed with Daryl F. Gates, originator of the SWAT concept, this new
multiple: CD set puts you right in the middle of the the highv-stress, zero tolerance warld of the SWAT team. You'll get intensive training in
teamwork, weapons and factics. You'll be tested in multiple scenarios where your career will ide on life or death split-second decisions.
Make the right decisions and you et promoted to Element Leader in the platoon. Make the wrong one and your mother could get
nice, heartfelt letter of sympathy from your supenisor. For more information, call 1-800-757-7707 or see your local software dealer.

©1995 Sierra OrLine, Inc. @ and / or ™ designate trodemarks of, or licensed to Sierro OrrLine, Inc. All ights reserved.




TECH SPECS

PUBLISHER: Procter &
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=Sy : Dryer
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drive, and lo and behold, Tsaw ma

this Matissc guy was some kind

| of

thing, and I guess I can see why—he

took the diffuse revolutionary
impulses of the Impression-
ists and with bold color and a
ayful sense of shape, trans-
formed painting from a
cerebral art form into a
ulmml emotional celebra-

't find the info—pic: |
tures, musie, text and ‘
sonorous (!mk it up)
voice-overs—on the other
two guys half as interes
ing, and the arty types who iu
made the game didn't pro-
vide much in the.way of ,l

¥
artists belong together.
Theywere all born argund
the turn of the-century in
Europe, and they all ended

Great

rti
collection'

‘Matisse-
on-

' Prokofiev

B New Line New

Media

W Mac/WVindows

were both Commies and Aragon and
the apolitical Matisse met once in 194

i andom guys as far as I could tell. Plus
the text that they provide as a running commentary on the

tty high-falutin
However unwilling, our three

ness to bloody wars and revolutions.”
sh school slide show lecture—snooze city, my friend. T

woulda thought they'd want to
product at the youngsters out 1

“Matisse painted alla prima” a

v

aim this kind of infotainment
here or at folks without much
art education, but they throw around phrases like

little too mug

But overall, the pictures were damn nic
amount about these guys. so 1 guess it wa
So test me on my knowledge next time v

Lounge

mous artist or sones

and obtuse, if you ask n
craftsman would still be wit-
Yikes, sounds like a



In ESCALATION two leading WorldPowers engage -~ = . _
in an arms,race-fog«Wotld. Domination. - Only one will survive
- by‘pushing technology: t6%i€S,Mhits _. . and.heyond!

Your mission in this multi-player strategy/domination game is to survive. To do so;
yousnust control- all-teertories andusesy¥lir resources to develop the -ultimate
weapon to conquer and destroy your opponent! Ultinvately, World Domination will
be attained by those who successfully balance betweerr aggrassively-congue ¥ 7
territory - and dominantly defending your own. )

=

ESCALATION - pushing technology to-its limits . . .
and beyond - for World Domination!

For more information visit your local retailer. or
call 1-800-GAMETEK

GAMETEK



CULTURE SHOCK e

+ e & Guest Editors

: WeaponlLord (snes)

rossman

i3

: Uimate Doom

. @a e

TETE
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3-D Tennis (Playstation) 5 2 4 2 Ascendency a -

: Air Combat (playstation) :4:3 :i— : Blood Bowl 4 f—
Ballz (300) 4:3:3 Casino Deluxe 3 3
: Battle Arena Toshindenpsx: 5:4 :4 :—: : Celtic Tales a 2
B. Walsh’s Football(Gen): 5 3 3 ' 4 Chaos Control 3 2

: Blackfire (satum) :4:3:2:2: : DiscWorld a i
Corpse Buffet gsu) s i X Final Unity a 2
: Doom (snes) :4:3:4: : Full Throtde i5:4:5:4:
Hell (3po) 3:3:2 HardBall Iv 5 3. -4
! Judge Dredd (snes) i3:3:2: : ishar 3 SBid =ii=
Kileak (psx) 3:3:2 - Jagged Alliance 4 4 - =
: Myst (satum) :5:3:4:4: :TheJoumeyman..2 :5:3:4:2:
N.FL Quarterbacki2x) ' 5:3 ‘4 ‘4 Lost Eden 4 3 4 2

: Power Drive Rallysag) : 3:3:3 :— : MechWarrior Il :5:5:3 :—
Raiden Project (psx) 4: 3 :4:3 Paparazzi 3 3 4.4
: Rayman (psx) :4:4:3:3: : Phantasmagoria i4:—-:4:3:
Romance...IV (snes) -—-a 2 Slipstream 5000 a 3 3
: Syndicate (300) :3:4:5:3: : SpaceQuest Vi :3:3:
Shadow Squadron (32x)) 4 — 4 ‘2 Super Street Fighter Il 12
: Shinobi Legionssawm) : 3:4 :4 :3: : Terminal Velocity i3
Slam ’N Jam ’95 (3p0) 5 -4 3 Thunderscape a

i3
3

Wild Woody (seza cp)
Wwing Com. il (300) ‘4

2:-i2 Virtual Pool
i4:4:3: irtual Tag II: You're It! : 5

scak: 15 (5 lmtl

e
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A mystery unsolved until now! Si
August 31, 1888 the identity of Jac
has eluded criminologists. Using
& evidencaWd from years
research, now you can solve the |
. around auth ctorian Londo i ! 4

search of clue: view ou red | B . \
actual persons & suspects.

Only logic and dedugtion can ay
complicated & frustrating parse
typing are used to solve the mys
& drag interface tojarrange the fac!
uncover. Be forewarned because t| d fag
just not take you where you expecty Th ree
of difficulty & multiple solutions wi I
thinking for a long, long time.

\
i

Alone in the alleyways of White
have painstakingly reconstructed
der locations & MWB
ong last photograph & bluefirints
Iy recreate the eerie gmﬁme of
1888.

to authen

For more information visit your local
retailer or call 1-800-GameTek

© 1995 GameTek (FL), Inc. 2999 Northeast 191st Street, Suite 500, Aventura, Florida 33180 U.S.A.

© 1995 Intergalactic Development Inc., Jack the Ripper is a trademark of GameTek




GEORGE LUCAS
FUSION,

Thank you for the George
Lucas interview in the Odtober
issue even if it was a little short.
It was great to hear even a small
amount of information orithe
next st of Star Wars movies.

It's been so long since the Tast
one I was beginning to wonder
if it was really going to happen
Good things come to those who
wait, right. My only worryis the
use of unknowns as the princi-
ple players. One bad perfor-
mance could taint an othernwise
great series of science-fiction
movies. Let’s hope for the'best
Dana Gillan
Rochester, NY

Right ony Dana! We will keep
you informed of the creative
movements of George Lucds in
future issues

Externa

Dorrespondsnss

COVER ART
Dear FUSION,

Your magazine is really very
good. The writing is fine and
the graphics first-rate. But what
really peeves me is to see
George Lucas on the cover
with a roll of film behind him,
showing four shots on Indiana
Jones and not one of any of my
Star Wars faves! Okay, so you
showed Obi-Wan. Who cares
about Obi-Wan? Or Ben, if that
is his real name? What about
Han? Or Chewie? Or Wedge?
All Lsee is two AT
(Imperial) and that is it. And
one of the shots is of the crappy
Indiana Jones and the Temple of
Doom. Yuck! I hate Short
Round! Except for that you
guys are great.

Best,
Will Stevens
Phoenix, AZ

Sorry to disappoint you, Will.
We'll have our art department
immediately
redesign the
_ Lucas cover
Zwith yoiir
favorite Shots
of Wedge and
maybe even with a
couple of shots of
Salacious Crumb to
boot. How does that
sound?

INTERACTIVE ENTERTAINMENT

»>THE MAGAZINE OF

@ ;;sﬂ//o*&l! m
l U .\l()ll_

Why do you feel it ks neces-
sary to use fourdetter words in
your reviews and articles? I am
always taken off guard
when [ am reading
my new issue and T
come across the “F”
word used in some
creative new
meaning. Don't «
get me wrong, |
have uttered some
prolific profanities im
my time but I just don’t
think using them in your
mag is a good Idea. Maybe
you guy
curse word like C
'did on his show. I believe the

could make up a new
O'Brien

7

word was “Krunk.” You guys
could use this word when you
want to use the other nasty
word and everything will be

neat and clean for the kids, ok?

Neil Tillson
Cincinnati, OH

Neil, after a bng
and arduous meet-
ing, we as the edi-
tors of Fusiom,
have decided that
lour new self-
anointed curse word

will be “Neil”
Whenever you read the
word “Neil” please think
of it as the most devastating
utterance known to man.

>

- (D= e



WE TOUCH OUR
READERS IN
STRANGE WAY)
FUSION,

Happy happy, joy joy! I can
scarcely express the (see st sen-
tence) I felt when I tore open
the latest edition of my
FUSION and saw (delight!
delight!) one of most favorite
blasts from the past: MadLibs.
Many a bappy year I spenthsa |
child on these bad boys. My mitted against real people but
best friend and I even “bonded” ¥ then we turn around and go ga-
over them. We shared pregnant g ga over a game that is pure vio-
moments waiting for the ¥ lence. I'm not a preacher or
Weekly Reader Book Clubl g anything but | traly believe
pamphlets to show up for enough is enough when it
school so we could send off for Jj comes to what is deemed as
the next on an exciting series of  suitable entertainment for
MadLibs. And then, of course, [ people. We are all being
more waiting. And then, finally, © numbed from the shoulders
the day we usually played sick || up and the one thing we as a
from school, it happened. Oh,  society cannot afford to do
the nostalgia. One of our § is let game makes and
favorite things to do was use the _ marketers sell us this
word “occurred.” Not onlyidid || garbage unquestioned!
it double on consonants, but We don't have to
one time we got the best sen- || accept things like this
tence: “when suddenly, anacci- _ if we don’t want to. |
dent occurred.” We hootediover | guess I'm in the
that one for years. It still makes _ minority on this issue
us feel kind of squishy and due to the popularity
warm inside. Thanks for all the _ of the,game,but Lstill
good times. I'll be there forthe § like to think that maybe
bad, happiness, tears, and letswgethere are atdeastsome
not forget the Big Woody | people out there who

Your #1 fan, E see the trend toward
Oak Park, IL | gerous

j DOOMED OpT
Dear FUSION,
Enough with the Doom cov-
_ erage! I'm getting sick and tired
|| of seeing that game featured in
your magazine month in and
§ month out. The fact is the
game is much tog violent for
I Kids and in general should not
be as popular as it is. It is a sick
reflection on society when we
can act remorseful when we
hear of terrible murders com-

Deniche Pace ¥ violent games as a dan-
one.
Name withheld

| HASTY WHEY FACE
FUSION,
Here, here! Thanks for showing me the way to the
Shakespearean insult service on the web.
preferred.

(hitp: Iam haw
ing a ball insulting friends and relatives with my newly
acquired skill and I owe it all to you
“tickle-brained, rump-fed,
wheyface, fats-ass bastards”
By the way, what-is Whey?
Bill Lang
Portland, ME

Whey hwaln:

the watery part of

ilk that separates
after the milk sours
and thickens.
Rats-ass bastards?’
Somehow I don't think
that wa one of the insults
available on the site.

Dear E SION,
1like your magazine —someday it might be as good as

Computer Game Review. But I must ask you, where are all the

games that cater to female audiences? Do such games not exist or

are you guys too busy taking pictures of yourselves flinging Sony

PlayStations around like Frisbees? I believe I speak for many

female FUSION readers (there must be a lot of us out there, don't
you think?) when I say I'd like to see more

ditors of F

articles that cater to the feminine gender
You guys had a column in your October
issue (the one with that really cool, ultra in-
depth interview with George Lucas)
regarding sports games that you would
like to see. Why not put some heat on
game makers by proposing some hypo-
thetical games oriented toward women?
For instance, what about a virtual make
over game? Or a CD-ROM where you
could shop at a cyber-mall? What about
a “Construct a Dream Date” interac-
tive adventure? You have to admit

the possibilities are pretty endless
In the movie Clueless, the main
character had a computer pro-
gram that would show her all of
her clothes and help her coor-
dinate her outfit for the day
Keep that in mind. Thanks!
Your loyal reader,
Linda Loring
Flossmoor, IL
Linda, we'll pass your complaint on to Mattel. Maybe we can
get a Barbie CD-ROM out of it for you.

"k k k-
(OUT OF FOUR) JUST AS
| THE STAR WARS SAGA SET
- NEW SCI-F| MOVIE STANDARDS,
2/ DARK FORGES SETSA

" IMPRESSIVE!

— DARTH VADER




VIRTUAL SOCI
Dear FUSION,
Great in-depth story on
VRML. I didn't realize that
there were already three-

dimensional sites available
When I read about it in your
story, “New World Order,” I
immediately downloaded the
Intervista software for my PC
While I haven’t explored too
many 3-D sites yet, I'm really
looking forward to what's in
store for the World Wide Web:
A friend of mine, somewhat
of a luddite, 1 the story
and feels that such described
virtual worlds are “menacing.
He claims that this technology

also re:

will have a negative effect on

how people interrelate with one
another. Less interpersonal con-

tact, he says, “will lead to a

cold society

I think he’s been
reading too much Burroughs or
something, but personally I
think it will positively change
the way people think and act
toward one another. Maybe I'm
just talking nonsense. What do
you guys think?

Tom Davies
Baltimore, MD

Yes, Tom, you are talking non-
sense, but that's okay. As for
your friend, with his fancy little
theories...maybe he should put
down the books for a second.
Has he ever even logged onto
the Internet before?

OUT-MANEUVERED
FUSION,

In regard to Rich Heimlich's
laughable column about copy-
right protection; “ha; ha, ha.”
He says, quote, “Blockbuster
doesn’t charge us twice to buy a
video. Next time I buy a prod-
uet, I should be allowed to
install it a few times, instead of
just once.” What?! That is utter
bull, Blockbuster may not
charge Mr. Heimlich twice per
rental, but they sure as hell
don't allow him to reproduce
copies of the tape and distribute
it to all of his friends. Sure, if
his friends want to use or play a

program on his computer, no
problem. Its the distribution of
product where copyright pro-
tection becomes a problem.
The analogy used in his col-
umn is way off the mark. Okay,
CD-ROM manufacturers are
way overcharging consumers,

but has this really come as any
surprise? Did you really count
on these manufacturers to
uphold their promises? Come
on, Rich.
Brian Dellis
Scarsdale, NY

Like we've abways said Brian,
Rich’s views are Rich’s views;
however, you have a good point
and we'll be sire to pass it on

KISS OFF
Dear FUSION,

Only a rating of 3 for Kiss of
Death? 1 thought it would be a
5 for sure. Nicolas Cage was
awesome as Junior and 1
thought Caruso was equally as
good. And you don't even make
mention of director Barbet
Schroeder. With the exception
of Barfly, I thought Kiss of
Death was his best work to
date. T don’t know guys, I think
I want a second opinion

Katherine Borges
New York, NY

Okay Kathy, here’s your sec-
ond opinion. You're an encepha-
lo-delusional film critic. I hope
that'll do.

REACH
Uy

The 58 Greatest Conspiracies of All Time
(http://www.webcom.com/~conspire/) Probably
the most popular among the conspiracy links, this
site provides limited, but amusing evidence against
some of the greatest intrigues of all time.

Sovereign’s WWW Content Page
(http://www.primenet.com/~lion/index.htmi)
This site provides some of the most intelligent
discourse on conspiracy theories and warns
readers, “If you don’t believe in something,
you’ll fall for anything.”

World Wide Times
(http://www.aloha.com/~k/ufo/) They claim they
have the “most complete collection of alien and
related information available.” Not quite, but a
nice library of alien-rendered photographs and
silly testimony.

New Dawn Conspiracy Site

(http:

newdawn.html) New Dawn covers it all-from UF0s
to political intrigue, to mind control. It’s all about
“alternative” news.

IMluminati Homepage
(http://www-swiss.ai.mit.edu/~boogles/illumi-
nati/) Learn the illuminati song, discover what a
fnord is, and read more than you care to about
principia discordia. For hard-core illuminati only.
Others need not apply.

The K-Files Site
(http://www.rutgers.edu/x-files.html) There’s an
abundance of H-File sites, but this one holds some
pretty cool stuff, including audio files of the show’s
theme music and promotional commercials, FAQs,
information about H-File merchandise and an
episode guide. The truth is in here.

The Fortean Times
(http://alpha.mic.dundee.ac.uk/ft/) This site’s
purpose is to study strange phenomena and experi-
ences in an effort to continue the work of icono-
clastic philosopher Charles Fort. This link offers
much of the same: pictures, stories and more hog-
wash. See a dead alien being cosmetically brushed!

Soviet Archives Exhibit
(http://sunsite.unc.edu/expo/soviet.exhibit/
entrance.html) Secret police, Chernobyl flaws and
attacks on intelligentsia. Fun stuff.

And Don't forget to check out more at
http://www.Transfusion.com
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CURIOUS GEORGE
FUSION
\\J) to go with the Lucas
story. I'm probably in the
top 10 percent of Star Wars
fans in the world (I have
every action-figure imagin-
able) and am eagerly await-
ing the re-release of the tril-
ogy. If Star Wars does half
as well in re-release as |
think it should, it will top
Jurassic Park and E.T. as the
best-selling film of all time,
atitle it deserves.
Matt Silver
Detroit, MI

We're glad you like the piece, Matt. Listen, as fans of
Star Wars ourselves, we were wondering if you had an extra
Greedo you'd consider trading.

r__________

g et s e S e )

DIE-HAR FAN GUY

As a die-hard Star \\ur\ an [ had to have the latest issue with its
George Lucas, the SION Interview.” I really wish the interview
hodbcom longer: I -know-he’s-a-hard-guyto getin touch with, but
the story is a little thin. Only three pages long? Next time, ask more
questions about the next trilogy. That's what everyone really wants
to know about.
Okay, having said that, I found the rest of the ‘magazine entej
taining. I like the fact that you coves
(like comics and movies). Most of us can afford the comics
and movies, but the expensive computer stuff will have to
wait a while. I only make so much money
Also, what's the infatuation with Bill Gates? Am I not the
only person who is completely sick to death of all the press
that Windows 95 is getting? It seems like the computer
industry has one star and we're all going to hear about him
way too much. C'mon, there’s got to be other people out
there worthy of this attention
Once again, I liked FUSION and will check in from
time to tim p up the good work.
Thanks for hearing me out.
Marshall Beck
Needles, CA

Did anyone ever notice that Bill Gates looks like a
thinner version of director Michael Moore (also TV
Nation creator)?

Pokmg Fun

on the
t

=~ Interne

orking out of his dorm room at Amherst College

i Amherst, MA., wiscguy Josh Koppel publishes
the highly underrated Internet comedy magazine, Citizen
Poke. Over 30 to 40 pages fill the satirical publication, all
downloadable at hitp://www. amherst.edu/~poke/ or at

o(vol\‘“

By printing the magazine,” explains Koppel, “the re
s the literal publisher. I encourage readers to repr
n Poke till their heart’s content. It's free distribution

ing already written comme
advertiser Bayer, Bess and Vanderwalke
authored logues for Chicago
Aaron Freeman, Koppel decided to take his irreverent
style online to animate what he found to be a
comedically dry environment. Over seven issues
later, he’s still providing the funniest material
available on the Net.
Allback issues of Citizen Poke are still
available. This month, Koppel has a hys-
tribute to Jerry Garcia, a newly
ed Myers-Briggs Test, and all
al Pursuit cards, including the
John Ritter Edition. Bust.a gut.

10 RATING..
DARK FORCES IS
THE GAME THAT DOOM I
SHOULD HAVE BEEN..
A NUSFOWN."
— COMPUTER PLAYER *

™ CONSUME YOU

IT WILL!- s




Dear
FUSION,
My name
is Dale Nee.
In today’s world
much talk is heard
of entertainment

#5: OPERATION
CLINTON

such as movies, TV shows, Taking full advantage
music, music videos and video 4 of the inclement political
games stirring up violent or climate, toy inventor
lewd, immoral conduct. The Parker Galoob has re-

fact is entetainment will not ~ # invented one of the first

cause it, yet it does provoke i and finest interactive
immorality. It feeds the wrong board games of all time,
ideas into children’s minds that Operation. Following

this is proper and acceptable. It * on the heels of his

tells youngsters violence, crime | extremely successful

and corruption are ways to Scruples for Congress,

solve conflicts. Entertainment ‘Galoob’s Operation Clinton
glorifies wieked acts, it encour- (for ages 10 and up) gives up
ages children to use weapons or || to four naturally born

to commit immoral sexual acts. American citizens the chance
TV and radio are bad babysit- to cure Mr. President of

ters. Youthsare easily influ- his chronic political

enced by entertainment to i ailments. BIPARTISAN
engage in improper lifestyles. S

This is wrong! Crime, violence, |

war, murdef, weapons, riots,

assault, hatted, racism, fornica-
tion, drug and alcohol use, rob-

—

f
N

RODHAM'S
HEARTS CRAMP

MEXI
ECONOI

POWELL

bery, carjacking, arson, fornica-
tion [Yes, this was written
twice—Ed], adultery, teen preg-
nancies, vandalism, vehicular
homicides are not acceptable or
PIopERy yet entertainment glori-

es all these wicked things.
Also, these sleazy talk shows do
not help, they are filled with
filth, trash and deception.
Another form is the greedy, cum’ou
oppressive commercial system CONNECTED
which promotes selfishness.

TO THE
Ease up, Hollywood! HEALTH PLAN

WHITEWATER
ON THE KNEE

JOGGER'S

ANKLE
Dale R. Nee

Memphis, TN
Thanks for not mentioning
George Lucas, but...what?!?



JVER THE
Dear FUSTON,

Ilove what you guys have

done with your magazine so farll
It's definitely a step in the right
direction as far as media maga-
zines are concerned. I particu-
larly enjoyed the Culture
Shock section. It's incredibly
dense and I was surprised at 8
how much different ground youg
covered in the Lucas issue .
Please tell Mo Ryan that I went
on her recommendation and
bought the latest Flaming Lips |J
album. It’s excellent. I also
enjoyed the reference to the
Hitchhiker's Guide to the

Galaxy. Please
reviews— better yet—just more

pages. The bigger the better. |

Don Forde!
San Francisco, (‘,&'

We will keep packing in the

- o

dd more musicfj

stories, Don. In fact, the next

issue, (a very special Erik
Estrada edition) has an
estimated size of
20,000 pages for your
reading pleasure. So
start lifting, it's a big

book.

Dear FUSION,

At times, it would be nice
to have control over the fate of
certain film characters—like
the gape-faced Macaulay

Culkin in Home Alone for

example, so that he, and
not Daniel Stern, suffers a
lobotomy from a red-hot iron
Undoubtedly, such a change in
the script’s plot would have
spared the world an even more
galling sequel

I thought about this

exciting possibility while
watching the overhyped
Interfilm interactive feature Mr.
Payback which I found to be a
painful viewing experience
While [ hate Culkin, I must say
that I hate interactive films
even more. Kids clambering
over into emply seats to punch

votes into vacant pistol grips
film that lasts only about 20
minutes, annoying delays
between scene changes
If there were a literary
equivalent, it would be
those wretched Choose
Your Own Adventure
books.

As it stands, interac-
tive films are the lowest
common denominator
in moviemaking. Just
my two bits. Where's
the integrity in film-
making today?

John G

Austin,

vin

X

Is that a rhetorical

question or something,

John?

Thanks, everyone, for writing. We welcome your letters and e-mail and

beer donations—the more the merrier! Send your snail mail to:

Fall Out c/o FUSION

£V FODE
DOVEDS

he Jig Grinder is your friend, but don't get
too elose. This very important bit of advice
will serve you well in the days to come.
Forged from the finest cast aluminum and
honed within one-thousandth of an inch to
specs, The Moore J-18 performs modest to
industrial size boring and grinding jobs
with the finessc of a ballerina and the
power of an over-fed Komodo Dragon.
With the patented five-speed
reversible torque converter, smooth
and accurate cutting is as easy as
Sunday morning. Never before has a
machine of this caliber been avail-
able to the general consumer.
When asked what the impact of
such a machine will have on soci-
ety; University of Arizona stu-
dent and Metalshop major, Ms.
Marian Bernstein, replied, “It
can’t take the crust off my PB &
J sandwich, but it sure cuts a
mean 1S comer of aluminum
tricoupled piping.” How right
you are, Marian. §

" I8 ITAS 600D AS

DOOM? ACTUALLY, IN

ALMOST EVERY WAY,
IT'S BETTER."

“FEARLESS AND
- INVENTIVE!

— JABBA THE HUTT -

CHECK OUT THE DARK FORCES DEMO ON THE LUCASARTS BBS AT (415) 257-3070



FUSION presents the first annial “Let it Bleed” Awards.

They are so commonplace in
the gaming world that many
players have become condi-
tioned to trigger that “Start”
button the instant they first
appear on screen. Yet in the
bloom of the 32-Bit era, we
have seen some
genuinely

compelling
examples of the
genre, including the first

true masterpiece.

The subject is cut scenes,
those non-interactive segments
in games that serve as every-
thing from the introduction to
the backstory to an endgame
reward. Cut scenes have actual-
ly been around for quite a few
years, but the transition to.
CD-based formats has been a
major boost to their evolution.

Cut scenes come in three fla=
vors: full-motion video (FMV),
computer animation and
hybrids. FMV uses real actors
and sometimes, actual sets,

though the actors typically per-
form in front of a greenscreen,
with the set aliased in during
postproduiction. Computer ani-
mation employs advanced com-
puter technology to animate

S e AR T

matic undersfatement. Tech-
nically, this iS the finest com-
puter animation work since
Chris Roberf§ pioneered the
field in Wing"Commander 2
and Strike Commander. If this

rendered

»

characters,
while hybrid types
use both technologies.

And now, in honor of the best
and worst cut scenes the game
business had to offer in 1995, 1
give you the first annual “Let it
Bleed” Awards:

fears Best tuf Soene
—Sega broke new ground with
its stunning, almost wordless
introduction to Panzer
Dragoon on the Saturn, Even
the most hardened game veter-
ans have had their doors blown
off by this masterpiece of cine-

2 Seftware’s Ghen

doesn’t whetour appetite for a
full-length, computer-animated
feature film, nothing will.

[ )
Rookie §f $he fear
—Alan Haft, who directed
the cugscenes for
Jumping Jack

Wag for Sega and the
Satugn. This innova-
tive hybrid in the tradi-
tion of Robert Weaver
(Voyeur, Tlumder in Paradise,
ete.) shows great promise for
the future.

Bast Ovenall ¥3e
of tuf,

)
—Tom Zito 8f Digital Pictures.
Even in turk&s like Corpse
Killer, DP's perfectly realized
cut scenes béutifully establish
the game's m®od and motif.

Worst Ovérall vse
of Sup s?am

—Cirystal Dysamics has spent
more money fo less effect than
any other devgloper/publisher in
the biz. In OffWorld Iner-
ceptor, the company went so far
as to actually, d\ ity foot:

Nost unnecassary Suf
Soenals) ’

—Road Rash 3DO remains
perhaps the best combatiac-
inggaie i history,but it
silly FMV sequences sérve
werely to burst the gamer’s
bubble. Crude, foolish and
totally ineffective.

Best Acting in
a Suf Scﬂv?e

—Well, he'll never.win an
acting award anywhere else,
but Sylvester Stallonc was
absolutely perfect in the 3DO
version of Demolition Man.
He had just the right balance
of seriousness and self-parody
and showed no stiffness whatso-
ever working in front of a
greenscreen. (Honorable
Mention to the plague victim
in the Saturn version of
Romance of the Three King-
doms 1V: Wall of Fire; I could
really feel his pain.)

Worst, Acfing in
& Suf, Sotw

—Electronic Arts’ Immercenary,
in which somebody’s girlfriend
successfully delivers the worst
monologue this side of an Ed
Wood movie.

hoatsmruaed

—You have just “died” and
following a fade to black, the
player-chaacter awakens, in
first-person perspective, staring
up at medical personnel. The
doctors then establish that
either the player is ready to
become worm food ot-has been
sufficiently patehedupto go
another round. This may have
worked the first time it was
used, butit's now become a
tedious cliché. @

by Bill Kunkel

e0ecec0000000




front lines

of the

electronic
entertainment
revolution

can be a

dangerous place...
[ : L me——

R s At e BT - e

aren't you glad you have some good reading material?

e e e e —

SAVEOVERS&%OFFI
= THE REGULAR
et o O P B 1002 NEWSSTAND PRICE! f

Lombard, IL 60148

Sex: M/F

Born 19
Q 1-Year ($23.95)  Q 2-Year (44.95)
CLOSED Q Bill Me
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OMPUTER
GAME REVIEW

What makes €GR different?

* Honest reviews from three
experienced gamers who
tell it like it is!

* Previews of the newest
titles from around the
country and around the
world!

* Game maps that show you
the entire game at a
glance!

* Plus tips, strategies and
much, much MORE!

COMPUTER
GAME REVIEW

and CD-ROY Entertair ment

IVE PREVIEWS INSIDE:

IRE

BAN DECAY
THE GATHERING

s
UBScRigy Tobay;

DON'T MISS OUT ON
THIS SPECIAL OFFER!

0 *YES! | want to the premium edition of CGR for 12

issves, which includes the CD-ROM CGR GameDis¢ for $36.95
0 Basic service - 12 issues for only $23.95 (No CD-ROM)

Send payment to: Computer Game Review, PO Box 1462, Lombard, IL 60148-9621

Name

Address

City

State

E-Mail Address

Payment Enclosed Bill Me

Credit Card Orders: Visa
Card Number
Signature

For Faster Service, Call:

708-268-2498

Please allow 6-8 weeks for your first issve to arrive. Enclose U.S. Funds Only. All foreign
orders must be prepaid. Canada & Mexico add $10.00 per year. Forsign $102.95 per year.

Zip,

Exp. Date

THE ONLY SOURCE FOR COMPUTER
AND CD-ROM GAMING!

Check out COMPUTER
GAME REVIEW, the
leading magazine for com-
puter and CD-ROM gaming!
No matter what computer or
CD-ROM system you own,
CGR covers it all in full
color from beginning to
end!

COMPUTER GAME
REVIEW gives you the
latest news and information
on the best role-playing,
strategy, sports, simulation
and action software avail-
able. Each issue is packed
with previews, multi-person
reviews, inside information,
maps and strategies! You
get it all!

A PROBY £y,
R




Hollywood Animation Standards
Killer CD Sounds ‘ DIGITAL ENTERTAINMENT INC.

::inoun-.y‘r;f
Exotic Cast Of Characters - e

Fighting To Live For & ‘ "‘f‘é
Gameplay To Die For I ot~
Everything else is for mere mortals.

-
= &P VIC TOKAI INC. \vR
22904 Lockness Ave., Torrance, CA 90501 ]

[ " KRONOS™, hei |  charocers are trodemarks of ond
PlySation game e vl e NTSC U/ deignion. CRITCOM™ KROMOS™ e 3268300 [T
1995 Kroos Digio nerioinmen, oAl rights rserved. isied by VICTOKA ol 1 ZEE 1310y




mission:

\]7

BARF BAGS
NOT
INCLUDED

- y Vertical loops...quick turns...speed
bursts..air brakes. Flying by the

-9 ¢ / seat of your pants in a one-on-one

dogfight to the death can make a
pilot kind of queasy. It doesn't mat-
r that you're armed to the teeth

m With gun cannons, heat seeking
missiles_and guided missiles. You
still have to keep the other guy in
your sights using whatever moves
you've got. Did you remember to

save that doggie bag from lunch?

—



