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ACTION

An easy to use Interface allows for
quick and agile gameplay In this
fast-paced world.

SPELL COMBINATIONS
Choose from over 100 different
spells and weapons to create
cunning spell combinations and
devious strategies.

TRUE VISION

This innovative true line of sight
system creates a level of suspense
and excitement no gamer can resist.

INTERACTIVE
ENVIRONMENTS

Unlike most other games In the
genre, you can actually move objects
around, block passages and break
walls down.

TRAPS

Cast traps filled with diabolical
spell combinations to ambush
unsuspecting victims

QUESTS

There are three different paths to
follow through this epic quest to
beat Hecubah, Queen of the Undead.
MULTIPLAY

Play over the definitive internet
battleground, Westwood Online, to

either team up with your friends in
capture-the-flag or dominate them

uin deathmatch.

CHECK OUT WWW.NOXWORLD.COM

© 1999 Electronic Arts, Westwood Studios and Nox are trademarks or registered trademarks of

Electronic Arts in the U.S. and/or other
Electronic Arts™ company.

All rights Wi d Studios is an
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FOR THE SAKE OF GOOD, ' LOPS, DWELLERS. PRIESTS, BEHEMOTHS, BOUNCERS, WAITRESSES, PROSTITUTES,

VOU GET TO BECOME f uu”"": | SUB-GIRLS, BONDAGE DANCERS, GIGOLOS, DEMONS, CHOTS, HIGH PRIESTS, WELDERS.
: NUCLEAR WORKERS, MEDICS, TECHNGCRATS, BARTENDERS, GUN COMMANDERS,

VOUR CHOICES ALSO INCLUDE: | DWARFS. PIMPS. LICKERS, RIOT COPS, MONSTERS AND ANIMALS



e{Characters)

* CONTROL OVER 40 DIFFERENT ORGANIC CHARACTERS.
'Y:I’JLIR STRATEGY DEPENDS ON THE CHARAGTERS YOU
 CHODSE. CAN A STREET HUSTLER SNEAK INTO THE
RESEAROH CENTER? OR 1S A FRONTAL ASSAULT USING A
COF A BETTER SOLUTIDN? |
* ALL CHARACTER MODELS HAVE OVER 100,000
FOLYGONS FOR SUFER HIGH LEVELS OF DETAIL.
» ADVANCED NEURAL NET Al, GROUP DYNAMICS, AND
SEUAD TACTICE INSURES THAT DENIZENS OF THE WORLD
WILL ALWAYS REACT DIFFERENTLY EVERY TIME YOLI PLAY.
» 5KIN STRETCHES EMODTHLY DVER JOINTS, MUSCLES
FLEX, AND E:LI:ITH!N._E DRAPES SMOOTHLY. NO MORE
EILI;'.‘.IGKY GHARAI:TER:S;
e MOTION CAPTURE AND HAND ANIMATION BLENDED
USING INTERFPOLATION CREATES VIRTUALLY THOUSANDS
OF MOVEMENTES FOR EACH CHARACTER.

Slleapons

#LISE THE RIGHT. TOOL FOR THE JOB. 20+ WEAPONS TO
CHOOSE FROM, INCLUDING ROCKET-PROPELLED HARPOONS
NEEDLE GUNS, LASERS, TRIP MINES, ROCKET LAUNCHERS,
CjﬁENJ\Di_ﬁf;‘h AND FLAM HROWERS.

»WEARDONS GREATE LASTING DAMAGE TO THE
EN.VIRU!.\'N‘ENTB- 'WRITE. ¥YOLR INITIALS IN THE WA‘LI.!—S wWITH
THE NEEDLE GUN. '

2 PINPOINT FIRING ACCURAGCY. AND LASER SIGHTS MAKE
TARGETING ENEMIES SIMPLE.

3 Technology

¢ BECAUSE OF THE REVOLUTIONARY RT-DAT
TECHNDLOGY, YOUR SYSTEM IS CONSTANTLY
FUSHED TO THE LIMIT WHILE NEVER SLOWING DOWN
EVEN WITH DDZENS OF CHARACTERS ON SCREEN!
% ENVIRONMENTS FEATURE PORTAL TECHNOLOGY FOR
SEAMLESS TRANSITIONS BETWEEN THE 14 HUGE WORLDS.
" NO MORE WAITING TO LOAD LEVELS!
8 5TREAMING VIDED; SPECULAR LIGHTING,
MORPHING ENVIRONMENT, AND 3D AUDIO BRING
THE MESSIAH WORLD ALIVE.
* SUFPPORT FOR ALL MAJOR 3D VIDEO
AND ALDIO CARDS.

4 INTENOED FOR MATURE
AUDIENCES ONLY

ACTUAL o AR
Messiah @1538 Shiny Entertainment, tnc, All rights reserved. Messiah is a trademark of Interplay Productions.
G n m E m 00 EI- All rights reserved. All olher trademarks and copyrights are property of their respective owners.
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remain focused.

purge all unnecessary

activities from daily life.

STV, WARE
THE PHANTOM MENACE

Prepare to immerse yourself in the epic adventure that is The Phantom Menace.
As the central character, you will journey to all the stunning locations of
Episode I, where you are destined to play a decisive role in every key event.
All-consuming? Yes. But then, there's no such thing as a part-time Jedi.

B |2 .

PlayStation

www.lucasarts.com/products/phantommenace
WWW.starwars,com

@ Lucasfilm Ltd & TM. All rights reserved. Used under authorization. PlayStation and the PlayStation logos are registered
trademarks of Sony Computer Entertainment Inc. 31 accelerator hardware required for PC version.
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Coming Soon for Windows 95/98. Trust Us. :
indy.lucasarts.com

© Lucasfilm Ltd. &™. All rights reserved. Used under authorization.
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] B Design Ltn. ABOMIMATION; THE NEMESIS PROJECT is a teadenark of Hothouse Creations, © 1999 Hothouse
Creations Lid. Publishes By Eidas Interactie. Omikron: The Nomad Soul Is 2 tradensark of Quantic Dream. $.A, Copyright £ 1999, Quantic Deeam, Published By Eidos interactive Revenant is 1 trademark of Eikfos THEFEIET NG Copyright T 1909 Ekoy interactive: Inc
Urban Chans is a trademark of Mucky Faot, Copyright © 1989 Mucky Fout. Published By Eidos Interactive, EIDOS, EIDDS INTERACTIVE, and the EIDOS INTERACTIVE LOGO are al of Eidus tive., @ 1000 Eidot Interactive. A rights reserved

NVIDIA, the NVIDIA logo and RIVA TNT2 are trademarks of NVIDIA Corparation, RIVA, RIVA 128 and RIVAY2BZX are ks of NVIDIA C and wonics. © 1999 nVidia. The product in s adveviisment ara rated AR 1o W by the Entertainment
Software Aatings Board

TOMB RAIDER 13 a of Eidos Inc. and Cove Design Lid. LARA CROFT s 2 trademark of Core Design Lid, @3 1553
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Five Games That Will

Change Gaming

We've seen the future of gaming, and it's beyond bright:
stunning graphics, incredible storytelling, ambitious online
features, and gameplay that will rewrite the book on what
games can do. These are the five games every

gamer absolutely must know about. 88

Blasts From the Past 118
Sure, the future of gaming looks great, but we still want to play
our old favorites — with 3D cards, better Al, and killer sound. So
we compiled this list of 10 classic games that cry out to be
remade and the people we think should do the work.

Tribes 2

This year's hottest online team game preps for the millennium with bigger
worlds, better vehicles, and bolder gameplay 50
Neverwinter Nights

Another heapin’ slice of the AD&D pie from the good folks that coaked up
BALDUR'S GATE 56
Final Fantasy VI

Intrigue, betrayal, death — if it's not a Russian novel, it must be the latest
and potentially greatest RPG from SquareSoft 60
ROCK

Aiming to sel a new standard in the first-person shooter..............cccoo...... B4
Sid Meier's Antietam!

The bloodiest day in American combat could be the greatest day in Civil
War gaming 12
Jane’s F/A-18

A flight sim your grandmather could love 18

Freespace 2

Big Ships + Big Explosions = Big Fun 83
Loose Cannon

Getting in touch with your inner Road Warrior, courtesy of the guy who
brought you CRUSADER: NO REGRET 85

COMPUTER GAMING WORLD + cow.gamespot.com » NOVEMBER 1999 m



Uon were nof Gorn noble,

But your destiny is fo reign as Ring.

4+ Command your knights in menacing formations.

+ Dominate the world’s marketplaces.

4 Embody the spirits of William Wallace, Saladin.
Barbarossa, Joan of Arc, and Genghis Khan.

* Listcn to monks speak of thirteen unique
warriors and civilizations, all in their own dialects.

+ Achicve victory through conquest, economic
stranglehold, or exploration.

* Find more glory at www.microsoff.com/games/nne2
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e Interplay Announces ICEWIND, Follow-up to
BALDUR'S GATE

* Big Computer Game Announcements at Gen Con

e An X-Com Play-hy-Email Game?

Plus News; The Gond, 1he Bad, & the Ugly; and the stunning debut of Mr. Sneaky.

System Shock 2 133
Drakan: Order of the Flame 136
Jagged Alliance 2 140
Shadowman 144
Rites of War 148
Outcast . 158
Hidden & Dangerous 162
Starfleet Command 166
Re*Volt 175
Quick Hits 176

MechCommander Gold = Gombat: Operation Victory = Gulf War:
Operation Desert Hammer = Force 21

HARDWARE 184

Graphics Card Showdown: TNT2 Ultra versus Voodoo3.......eeeeescssncneenen 188
The Art of Noise Betler sound for less than 200 bucks ....ccccveevesnernennen.n.. 188
Loyd Gase Shopping for Hardware online 200
Killer Rigs 202
Tech Medics 204
Hardware Reviews
Actiontec 56k PCI Call Waiting Modem 209
ABIT BE-6 Slot One Motherhoard 209
Saitek P120 Gamepad 209
GAMER'S EDGE 214
Jagged Alliance 2 Tactics 214
CG Tips 216

Tips for Hidden & Dangerous, System Shock 2, Descent 3, Dungeon
Keeper 2, TA: Kingdoms, Rainbow 6, and mare.

A kajillion y o TS

et Y H SIDE GA i 224 |

spasm-inducing game demos! Action Thierry Nguyen £
Strategy Robert Coffey 226

Fre es p dCe 2 Adventure/RPG Desslock 228

System Shock 2 Simulations Gordon Berg 230

Mig Alley Sports George Jones 232

i [DEPARTMENTS |
DEPARTMENTS
Midtown Madness

George Jones Qur nostalgic leader comes to grips with his geekiness........23
Shadowman Letters Our readers tell us where to stick it 26
Seven Kingdoms 2 Advertiser Index 239
Driver Greenspeak Jeff quotes Yeats, and his head doesn't explode ... 280

NBA Inside Drive
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Use the Terrain to Your Ad
Bartle on land. air and sea

o

Units  Buildings :Upgradesl |

600, i 300

.Current Trip Time
ools

Fuel
Current Fuel Usage

= i

www.aclivision.com Coming Soon To

ACTiVisioN. I |

twareForPCs.com

Actwison 15 & registered tadennk and Dark Reign is 3 tragemask of Actvesen, Ins, © 19971000 Activwon, Inc.
A rights reserved, A ol bradermarks or irade nasmes are e properies of ther respectne owneds.




WE BUILT IT
BECAUSE YOU’VE
SUFFERED
LONG ENOUGH.

Recent RTS games have shown a surprising lack

of innovation-using the same flat 2-D maps

Reign on the ] 3 T ) :
Rule over your fri ol and sprite-based units that their predecessors

Interner and

Capture the Flog, Blood did years ago. But that's all about to change.

" ".Bath, Control Freak and

Your suffering is about to come to an end.
Welcome to the new generation of warfare.

Welcome to Dark Reign” 2.

“Dark Reign 2 looks set to take a
commanding lead among the next wave
of real-time strategy titles.”

— Gamespot

THE BATTLEFIELD OF THE FUTURE



EXPERIENCE FURIOUS -B'P;iCE-FIGHTER
COMBAT WITH INNOVATIVE NEW WEAPONS
INCLUDING RAIL-GUNS, BLAST TORPEDOES,
REMOTE DETONATION MINES AND "WEAPONS
OF LAST RESORT"

CUSTOMIZE, UPGRADE AND FLY UP TO 10

DISTINCT FIGHTERS = EACH WITH ITS OWN el i

ACTUAL GAME IMAGES

COCKPIT AND UNIQUE COMBAT CHARACTERISTICS e

{OTHERIPILOTS VIAS J‘"Jou,-w‘fy;my

J,.J

AUSO) FEATURING WA (GE=={o A A=RS =

EXPLORE A VAST UNIVERSE COMPO
DIVERSE REGIONS
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___Download the demo a

trademaris of Novalogic. inc. A other trademarks are property of their mwﬁ prodact. Intermed service required. Player nespansible for 38 applic




Introducing the Aureal Vortex SQ Series.

Remaining faithful to its time-honored legacy, Prince of Persia 3D elevates the Prince to new heights with the fast-paced combat of
a fighting game and the depth and challenge of a classic Arabian Nights adventure. Stunning 3D graphics. Advanced 3D audio.
Completely unique game design. Countless traps, ruthless enemies, and devious enchantments await you. So sharpen your sword,
ready your bow, and embark on a journey that will forever transform you into the Prince of Persia. www.pop3d.com



The only sound cards worthy of a prince.

Who did Red Orb Entertainment turn to when they
wanted the best possible audio experience for their

smash title, "Prince of Persia 3D?"

Aureal.
Aureal blazed the path for 3D
- audio on the PC with its A3D

‘fg&h'go[ogy, used in hundreds of

‘and future game titles.
now Aureal does it again by
g 1e best possible audio
for interactive
.'nt,. the Vortex SQ
Series PCI sound cards.
Introducing the Aureal
Vortex SQ1500, delivering
hi-fi digital audio for music,
games and interactive
entertainment. Experience

award-winning A3D on two

or four speaker systems, or on headphones. The

Vortex SQ1500 even includes a digital output for

equipment, MiniDisc and DAT systems.
The Aureal Vortex2 SQ2500 provides premier 3D

audio for gaming and music.
It accelerates Aureal’s new
A3D 2.0 positional audio
with geometry-based Aureal
Wavetracing. Also offering two
or four speaker output, the
Vortex2 SQ2500 includes
S/PDIF coaxial output for
digital audio connections.
Both sound cards include an
elegant Aureal Vortex Player for
simplifying playback of all your
digital audio and MIDI files, as
well as Intemet audio resources.
Aureal Vortex SQ1500 and
Aureal Vortex2 SQ2500.
The only sound cards worthy

of a prince, at a price that won't cost a king's ransom.

See your authorized retailer today. For more information

connection to supported digital speakers, home theater visit www.aureal.com/vortex.

AUREAL Vortex
HEAR THE FUTURE

www. aureal.com
www.a3d.com

©1999 Aureal Inc. Aureal, the Aureal logo, and A3D aretrademarks and Vortex is a registered trademark of Aureal Inc.
Prince of Persia® is a registered trademark and Red Orb Entertai L is a trademark of Leaming Company Properties Inc. All other trademarks are properties of their respective owners.




IF you THINK YoU'VE
FIGURED IT ALL OUT, THINK AEAI g
PARALLEL UNIVERSES, VIRTUAL REINCARNATION,
LIKE ODYSSEYS. IT'S ALL NEW. IT'S ALL OMIKRON, ;
EMBARK ON A SPIRITUAL MISSION TO SAVE SOULS FROM THE DARK

ADVENTURE, EXPLORATION, COMBAT AND ROLE-PLAYING. AND THAT CONTINUES EVEN AFTER YOU DIE.
OMIKRON, IS NOT JUST A GREAT GAME. IT'S AN EXPERIENCE. <CORRECTION> [T'S AN OUT-OF-BODY EXPERIENCE

TRAVEL TO A NEW DIMENSION AT NOMADSOUL,.COM

R

Omikeo P oUl is a lﬁde tic Dream S.A. © 1999 Quantic Dream S,A. EIDOS, EIDOS INTERACTIVE and EIDOS INTERRCTWE O dre m% g%
registerggtdemarks oIfEIdos Intmclh}% . © 1999, All rights reserved. *The ratings icon is a trademark of the Interactive Digital Soltware

"N @‘i Iy ,_“".J/ ;2‘5;’1







TALONSOFT'S

izh

I

0'Clock H

12

7+ Play major Allied bombing
campaigns like Big Week,
Overlord | & Il and Avalanche
7+ Unique blend of real-time and phase-
based gameplay
% Play through the entire European air war
2 Hundreds of different types of real-world
aircraft at your command!
i ide—Allies or Axis

Talonsoft’s 12 O'Clock High: Bombing the Reich A0 810 BTS

] = _ ; puts you in the commander's chair for some of
- PRl © e ~ World War II's toughest air battles. Smash the
i o i i, Reich's defenses with your B-17's or stave off the
G =t Svan e’ Allied assault with German ME109's. History is
CHOOSE YOUR ;IDE Command ed or Axis air forces yours for the making. g
:-: ..' - ;I?t & I ' .
%, Available November 1999, Check it out at your local.relall . i
£l | wwwi.talonsoft.com or call 1-800-211-6504 to order. ;
mm Copyright:® 1999 by TalonSoft Inc. All rights reserve

TalonSoft™ is a registered trademark of TalonSoft Inc.
www talonsoft.com  TalonSoft is a subsidiary of Take-Two Interaclive Software Inc. BOMBING THE REICH
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Pretty Fly for a PG Guy

‘ ‘ I am way too cool for this,” I smugly thought to
myself as I shuffled into the 1999 Classic Games
Expo in Las Vegas, Nevada.

But wait a second. As [ sat down and listened to panel
after panel of celebrity video game designers talking about
Ltheir greatest and worst moments, and as 1 chatted up the
attendees at this decidedly non-schmoozy event, I realized
the sad truth. In 'B4 or ‘89, if you had asked anyone who
was into the Atari 2600 and Intellivision what they thought
of gamers who played on the Vic-20 or the Commaodore 64

or even the snobbish Apple II, you probably
would have heard one word consistently. That
word is not “cool"—it's “geek.”

Regardless of platform or coolness factor, 1
was still amongst my kind at the Plaza hotel in
downtown Las Vegas. Here, I could talk about
that week when I had Tron dreams on a nightly
basis to people who understood. And I could
also spend some highly pleasurable time with
some of the guys—like David Crane and Garry
Kitchen—responsible for some of the most inno-
vative game design the industry has ever seen.

@ 11 82 or ‘89, if you asked anyone
who was into the Atari 2600 and
Intellivision what they thought of
gamers who played on the Vic-20 or the
Commodore 64 or even the snobbish
Apple Il, you probably would have

heard one word consistently...geek. P

Even though the Classic Gaming Expo centered mostly
on video game systems and coin-op arcade games, it got
the CGW editors thinking ahout the history of our little
niche, and the mosl influential gaming experiences we've
had. This month's cover story details five games we think
will eventually become significant chapters in this history.
And given our misty-eyed nostalgic experience in Las
Vegas, we decided to turn one of our favorite lunchtime
"discussions”"—what classic computer games we wish
someone in the gaming industry would remake—into our
second feature story.

The end result of all this is a warm fuzzy issue of
Computer Gaming World that we're all very proud of.
Here's hoping you feel the love.

Want to wax nostalgic with George? Wax on, at
george_jones@zd.com. EE0

e

COMPUTER GAMING WORLD = cgw.gamespot.com = NOVEMBER 19893 m
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ing an insignificant star, has been our
id as our memory. . :

3 that we are different from all other
_hﬁe-discovery: an ancient tablet long
uried within the wreckage of a half-
truth — we are aliens to this world.

"

“HOMEWORLD IS SET T EXPLODE
THE RTS GENRE LIKE A FIERY HRars.
SUPERNDOVA”

T

— CNN.com

FEATURING

“HOMEWORLD”

AN ORIGINAL SONG FROM

|as you navigate your Armeda
through an infinite 3D battle- - bring each dogfight to life, as
field where the enemy can turrets track their targets inde-
attack from any point in space, pendently and pilots adjust
their flight tactics mid-battie.

FROM THEIR NEW ALBUM

= LADDER

vww. homeworld, het

d Homews Wdisa gisterad tradamark of Sierra On-Ling, Inc.
Resegivod, Yes album cover artwork: & Roger Dean




Missing Wrath

DON‘T GET SHAFTED! If
you want to play the
classic Romulan episode
“Balance of Terror," you'll
have to buy STARFLEET
COMMAND from Interplay.
I recently bought a copy of
STARFLEET COMMAND. On the
way home I glanced through
the manual at scenarios. "Cool," I noted, "The
Wrath of Khan scenario, That'll be awesome!"
So I got home, eager to try myself out against
Khan's “genetically engineered intellect,” but
when I loaded the scenarios, no Wrath of Khan.
"Okay," said I, "“It's probably out on their Web
site." There, I find out that if you purchase the
game from them, you get a disk with “Balance of
Terror,” the old classic Romulan episode from the
first series, as well as “Wrath of Khan" and -two
others. Well, I called them up, ready to pay a few
bucks extra to get that disk, but they told me

Kingpinheads

y father and I recently went to the computer store
to purchase the newly released KINGPIN: LIFE OF
CRIME. He was fine with the Mature rating and knew
about the extreme violence that was supposedly in the
game. When we got to the store the salespeople who are
supposed to be selling us the game acted as though they
did not want us to buy it. They told my father that there
were incredibly graphic rape scenes that involved 12-year
old girls. My father and I were shocked at this fact and
stormed out of there. My question is: Is what the sales
people were telling us all true or were they bending the
truth?
Zack Epcar
Your salesperson was either
moralistic or misinformed.
There are no rape scenes
amidst the grime and gore,
but it's definitely not a game
for young players.

Bot Shots

is is directed to
game manufacturers’

current trend of multi-
player-only games. I do
not want to “hone my
skills" against bots before 1
play online. Not all of us
play online, and I think
some big upcoming games
are screwing the single

Target Practice

that it was unavailable unless
purchased directly from them.
They also said that they would
NEVER release these scenarios
for the game on their Web site,
or even on a future scenario
disk. That means, from now until
eternity, I shall never be able to
play “Balance of Terror" or the
“Wrath of Khan" unless I order
them from Interplay.

This is now a major inconvenience, as [ must
return the old game to Electronics Boutique,
order from them, pay more for the game than the
standard market price, and pay shipping as well.

For long-time Trekkers like myself, “Wrath of
Khan" and "Balance of Terror" are must-haves. I
think you need to alert customers to this dirty
trick on the part of Interplay, that they have no
choice: they must either purchase direct from
Interplay, or no "Balance of Terror"” or “Wrath of
Khan" from now until Judgment Day.

Dezso Janos Bartha

you have only one choice. I'll also bet there are a lot of peo-
ple out there that feel the same way. Perhaps the sales of
the games will reflect this. At least currently, I'm not limit-
ed to "honing my skills against hots."

Tony Pilasiewicz

Guerilla Tactics

just read Jim Cobb's review of THE OPERATIONAL

ART OF WAR II (September, pg. 160) and I had to
chuckle. In the review he states, “And how guerrillas, no
matter how feisty, can hold out against large, well-support-
ed regulars is a mystery to me." Don't feel like you are
alone. I'm sure Lyndon Johnson, General Westmoreland,
and Robert McNamara felt
the same way about the
Vietcong.

Jeff Traylor

More Answers to
Life’s Tough

Questions
Your magazine is
always informative
and a pleasure to read.
It's also heartening to
notice that you agree
with me on two of the
answers to life's tough
decisions, namely
brunettes and Guinness,
which, when paired togeth-

player (you know who you
are—id, EA, etc.). I've
enjoyed many of your
games in the past, you
know, when a single-player
game was included.

I understand online gam-
ing is huge. But I don't
think it's fair if you want to
play a certain game that

ince you have been a little hard on yourselves lately
ahout contributing to society, just thought you should
know that Computer Gaming World does have some social
value, After I read the magazine, I let my son have it. He
loves looking at it. In fact, we are using it as a potty train-
ing aid, by letting him look at it only when he sits on the
potty. He is an avid computer gamer already at four.
Allen Brimm
Doha, Qatar

er, make for an interesting
evening.... Newcastle
Brown Ale will do in a
pinch, but brunettes are
tough to replace.

Here's to continued suc-
cess and more buxom
female vampire covers.

Kurt Schulz
Benton Harbor, Michigan
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Look for Soldier of Fortune® this Holiday Season.
Screen shots courtesy of Raven Software.
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Next-generation shooters

like Soldier of Fortune®

demand next-generation

accuracy. Introducing the

Razer Boomslang™:

= Viore Kills - Up to five
times the accuracy of a
normal mouse (1000 dpi and
2000 dpi available)

= Faster Gameplay - Lightning
quick, four-button control

s Deadly Precision - On-the-fly
adjustable sensitivity

Get the Razer's Edge and get

ready to raze the body count.

ZER

BOOM)LANG

The mouse uwTh KILLEr INSTINCTS™

Order exclusively via
www.razerzone.com or call toll free
1.877.razerzone (1.877.729.3796)
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The Latest News From Around the Gaming World # Edited by jeff_green@zd.com

Interplay Unvells
Next ramtagy RFG

— not this time, You'll probably hear more about
that sometime soon, but in the meantime,
Interplay hopes to satisfy your AD&D jones with
ICEWIND DALE, an action-oriented dungeon
romp set in the northernmost tip of the

nterplay just unveiled its plans for the next Forgotten Realms.
RPG set in the AD&D Forgotten Realms Due early next year, ICEWIND DALE uses
universe, and no, it's not BALDUR'S GATE 2 Bioware's BALDUR'S GATE engine, but is going

to go heavier on the action and lighter on
the plot, a la DIABLO. "We looked at what it
took to make BALDUR'S GATE, and what
people liked,"” said Chris Parker, the game's
praducer (and in-house producer on both
BALDUR'S GATE and the TALES OF THE
SWORD COAST expansion). “We thought we
could probably do a very fun and exciting,
more action-based RPG. Since
PLANESCAPE: TORMENT (Interplay's other
big AD&D RPG now in development) is a
hardcore, quest- and story-based RPG, we
thought it would bhe cool to make a lighter
game thal was more action-based, and we
realized we could do it with the BALDUR'S
GATE engine.”
The game is going to take place entirely
underground in a series of dungeons, with
a variety of environments, including snowy
nordic regions, volcanic areas, and
steamy jungle. The game's mon-
sters will be up to four times bigger
than the biggest creatures (the
wyverns) in BALDUR'S GATE.
According to Parker, ICEWIND
DALE will still feature numerous
quests and subguests, but the
emphasis this time will be much
more on combat and character
building, rather than storytelling.
As such, the current plan is to let
characters reach Level 12 or 13 —
much higher than in the original
BALDUR'S GATE.

“This will be a classic dun-
geon crawl,” said Parker. "In
fact, that was the first tentative
name for the game. The main

focus will be going after cool items and spells
and leveling up.”

One cool feature for serious role-players is
that the game will be entirely party-based,;
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you'll be ahle to generate your
whole party of six characters
from scratch at the game's
beginning. Black Isle is making
minor tweaks to the game
engine — such as speed
improvements for character
movement — but in general is
not futzing with it.

"We're basically just generat-
ing content and building tons of
levels id Parker. "We're not
monkeying with Bioware's
engine. We're taking what we
can from their wisdom.” The
game will incorporate the AD&D
2nd Edition rules, rather than the
just-announced 3rd Edition rules,
mainly due to timing.

“Rewriting the rules inside the
game engine would require a
gutting of the engine, and we
don't want to do that," he said.
"The payeff might not be enough
at this point.”

Finally, gamers should know
that there is no overlap with
BALDUR'S GATE at all in ICEWIND
DALE. You won't be able to
umporl your BG characters, nor
will there be any characters from
the earlier game appearing in the
new game. It's a brand-new
experience.

Can ICEWIND DALE compete in
the ever-growing action-RPG
field — especially with DIABLO 2
due to ship about the same time?
With the AD&D license and the
popular BALDUR'S GATE engine,
it has a hetter chance than most.
We'll bring you more on this
game as il gets closer to comple-
tion. — Jeff Green

There are a lot of really great games on this month's list, as evidenced by the high number of editors’
choice awards. Just to balance things out, we included BEATDOWN. Here's our roundup of 10 recent
games and their corresponding review scores from the major gaming mags and Web sites, All scores

use each pub’s own scoring system. = Yellow indicates an editors’ choice game.

cew PC Bamer C6 Strat+ PC Acceleralor  Gamespol Gamecenter
(out of five)  (out of 100%)  (oul of five)  (out of 10) (out of 10) (out of 10)
Bealdown 1 11% " 4 38 " B,
D 13 L] 93% 4 ] 50 9
Dungeon Keeper 2 45 BT 45 1 18 L]
Heavy Gear 2 A5 2% 38 1 8 1 N
Jagged Aliance 2 15 Wt s TR | g
Might & Magie VIl A3 i3t A 8 B3 1
WFS:HghStakes 5 @ ] 3 8 9
Outcast 45 805k 5 : 86 !
PBA Championship Boll 1993 3 A0 35 » 84 1
TA: Kingdoms 4 % 4 5 66 ]

COMPUTER GAMING WORLD - cgw.gamespot.com = NOVEMBER 1888

Nov./Dec.1984
It was 15 years ago
this month that CGW
reviewed F-15 STRIKE EAGLE, a landmark
game for two reasons: First, it was one
of the first attempts at a serious flight
sim on a personal computer; and sec-
ond, it was the virgin game design voy-
age of a young guy named Sid Meier.
Meier would leave flight sims behind far
strategy games, but the mark made by F-
15 would remain for years to come. So
novel was the flight sim concept that our
review actually spelled out the fact that
you could bank, roll, dive, and even do
maneuvers like a Split-S, Oooooh. And
we raved over the fact that there were
both air and ground targets to shoot at,
even though the ground targets were
colored triangles on an endless sea of
green, We've come a long way, baby.

10

Novemher 1989
Christmas came early
in 1989, and what a
Christmas it was. A
number of huge game
franchises got their start that year,
including Activision’s MECHWARRIOR,
Sierra’s HERD'S QUEST, Maxis' SIMCITY,
and New World's KING'S BOUNTY {which
would evolve into HEROES OF MIGHT &
MAGIC). Also released was STARFLIGHT
2, the much-loved space opera that
would spawn the STAR CONTROL series.

COMPUTER

i

November 1984
The first-person
aclion craze kicked
into high gear in the
Fall of "94. We were gaga aver DoOOM II,
and aghast at the first wave of DOOM
rip-offs that every game company and
their cousins were madly cranking out.
Among the first wave of “DOOM Toos”
were pieces of trash like ISLE OF THE
DEAD, OPERATION BODY COUNT, and THE
FORTRESS OF DR. RADIAKI. But there
were some winners in the bunch, like
Interplay’s DESCENT, LucasArts’ DARK
FORCES, and our pick for the best DOOM
Too—HERETIC.
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1999 GenCOn Report
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Battletech game in progress.

i "‘WE A nifty, muli-level
il B Y

Were you getting jiggy with it August 5th-8th? The gaming geeks —
and we include ourselves — sure were.

Over 57,000 attendees, all but three wearing black XXXL t-shirts, broke
records at the four-day GenCon convention in Milwaukee, hosted by
Wizards of the Coast. There were quite a few computer game companies
showing their wares in addition to all of the pen-and-paper games, col-
lectible card games, board games, and miniatures games thal were on dis-
play and being played.

The big non-computer game announcement actually ties in to computer
gaming. Wizards of the Coast and their subsidiary TSR announced that
Dungeons and Dragons 3rd Edition rules were under development, and
will be released at next year's GenCon. This led into two big computer
game announcements.

First, SSI officially announced POOL OF RADIANCE 2 and showed a hrief
clip; it will be a single-player, party-based game. In addition, Interplay and
Bioware announced and showed off NEVERWINTER NIGHTS, Bioware's next
Forgotten Realms game, following their massively successful BALDUR'S
GATE. This game looks like it could be huge (see our sneak preview in this
issue). Both games are Q4 2000 releases and will use 3rd Edition D&D
rules.

Gathering 0f Game Companies

= Sony and Verant, makers of EVERQUEST, officially debuted SOVEREIGN,
a massively multiplayer real-time strategy game. Games can be played
with as few as four players and as many as 500. Verant was also showing
off the EVERQUEST expansion, the RUINS OF KUNARK.

» Hasbro Interactive and Microprose were showing DIPLOMACY, RISK 2,
and MAJESTY. We were intrigued with MAJESTY and went back to play it
several times. It looks like an RTS fantasy game but plays like a god game.

» Activision was running all of their Star Trek games along with
VAMPIRE and SOLDIER OF FORTUNE. VAMPIRE continues to look terrific,
with more levels and characters since it was last shown at E3.

= Sierra was showing BABYLON 5, HOMEWORLD, PHAROAH, and
GABRIEL KNIGHT 3. Jane Jensen, designer of all the GABRIEL KNIGHT
games, told me that GK3 may be the last Sierra adventure game for quite
some time, if not forever. Jane hersell is going to concentrate on writing
novels after GK3 is finished.

» Interplay had PLANESCAPE: TORMENT running along with STAR TREK
NEW WORLDS. NEW WORLDS is a ground-based RTS game with no infantry
— the game is all hovering, armored vehicles in a nice 3D environment. As
this story was going to press, though, word started leaking that the game
was in trouble, and was being pulled back for serious restructuring of the
campaign levels. Don't look for it anytime soon.

= Gathering of Developers had a new build of RUNE using the UNREAL 2
engine, but it's too early to say much about it. They were also showing
DARKSTONE and AGE OF WONDERS, which keeps looking better.

» Westwood was showing NOX and COMMAND AND CONQUER:
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The GOQD...

RE*VOLT One of
those amazingly great
little games that comes
from out of nowhere to
blow us away, and
cause us to once again
miss all of our dead-
lines. This remote-con-
trol car racer is fun and
addictive — and it looks awesome too. One sign it
has taken over: Resident crank Dave Salvator has
been screaming, cursing, and breaking controllers in
his office all week. Face it, Dave: You suck.

PALM PILOT GAMEBOY
EMULATOR According to the PalminfoCenter
Web site (www.palminfocenter.com), a developer
named Maven is hard at work on a Gameboy emula-
tor for the Palm Pilot. This must happen. Someane
give this man some money. We want to play
Pokemon on our Palm Pilots. No, really — we do.

the BAD...

TIBERIAN SUN
MULTIPLAYER
LAMENESS
We're enjoying the
game, in general, after a

few days of playing the

final release, but we've

had nothing but trouble

trying to play a multi-

player game - it crashes constantly and drops play-
ers out without warning. This game was years in the
making. Bugs are inexcusable.

IRON CHEF CANCELLED 0kay, so it
doesn't have anything to do with gaming. But this
competitive cooking show from Japan was one of
the best things on TV, and its appeal to gamers was
widespread. Watching a QUAKE match isn't half as
cool as watching two gourmet chefs compete,
making dishes like tongue ice cream. Bring it back!

and the UGLY...

PIRACY RUNS

RAMPANT

Gaming software piracy

seems ta be getting

worse and worse, with

cracked games appear-

ing on the Internet the

day they ship —or

hefore. Pirates are

announcing the availability of cracked games on
Usenet, and even offering reviews. Understand this:
Pirating games is not funny, cool, or "rebellious.” If
the companies don't make money, they stop making
games. Is that what you really want? Cut it out.




_ o
AVALON Hhes
. — Bring out vour inner dictator —

May your wit be as sharp as vour sword, because Avalon Hill's
Diplomacy has captured the true spirit of the legendary board game.
You'll start as one of the seven pre-WWI superpowers, England,

Vi == France, Germany, Italy, Russia, Turkey, and Austria-Hungary. These
| S — political boundaries will become yvour prey as you negotiate your way to
“ e=x| the top. Beg, threaten, plead and argue vour way past nations where
s friends become pawns and enemies become allies. You'll have to be cunning.
E A Smooth. And deceitful. This is a game that can't be left to chance.

HASEBRO

Interactive | 1511999 Hasbro Interactive. Ine. Al nights reserved www.microprose.com
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TIBERIAN SUN, and that game — now on store shelves —
was drawing a huge crowd of onlookers. Strateqy First had
CLANS and DISCIPLES on display. DISCIPLES is a HEROES OF
MIGHT AND MAGIC wannabe with deeper RPG elements
and some nice spell effects. Cavedog was showing TA:
KINGDOMS, and let it slip that they are working on an
expansion pack for that game that will add a fifth race. New

|
The Next X-Com
World Computing was showing the new HEROES OF MIGHT a
AND MAGIC 3 expansion, minus the sci-fi scenario that got ame s s mal

i
them into so much hot water with fans at E3. ||

Only"’

City on Fire

Gen Con is much more than computer games, of course.
The convention spilled over into several buildings. It was
just flat-out cool to walk around and see everyone passion-
ately gaming their hearts out. There were hundreds of
MAGIC: THE GATHERING variants on display at GenCon,
including a pro wrestling card game and a beer card game.
Pokemon players were in full force, and they're not just
kids. Wizards was also showing a beta version of a new
Magic encyclopedia CD. This includes all the cards, a deck
builder, all the rules from the different editions, and even a
way Lo play over the Internet. You can play with any deck
you want to make and you will get to see the card art while
you play. The only catch is that the players must enforce the
rules — there is no Al

For four days, gamers held Milwaukee captive. Hotels and
restaurants were flooded with folks carrying odd-shaped
dice and tackle boxes full of lead miniatures, There were
also a lot of women who attended Gen Con, which was a
much welcome difference from E3J. Us gaming guys are
always looking for an excuse to break out our best black t-
shirts. —Mark Asher

PIPELINE

: ait! Don't delete that emaill Instead of a “get rich
W'quick" scheme, it might just be an invitation to play
EMAIL X-COM from Hasbro Interactive. Caming this

Qctober, EMAIL X-COM will be priced at $14.95, Better yet,
only one player needs a copy to play email or hotseat games.
Players will be able to down-
load a client that will allow them |
to join games.

The familiar, turn-based, tacti-

Send updates to: cgwpipeline @zd.com
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Sanity

Shadowpact

Shadow Watch

Sid Meter's Civllization 1l
Shogun: Total War
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SimMars
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Star Trek Armada

Star Trek: Hidden Evil
Star Trek Voyager: Elite
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Tachyon: The Fringe
Team Fortress 2
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Maxis
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Ravend Activision
Ripcoed Games
Digital Amall Microsadt
Actisag

Acthision

Sierra Studios
Novalogic
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Wiy
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Red Storm Entertanment
Sierra Studios
Drigin/EA
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SSG/8SH
Dreamforge/ASC Bames
Legend/GT
SeuthPeak

Berkeley Systems

cal combat gameplay takes

place in 25 pre-generated sce-
narios, and yes, you can play as
the aliens — finally! There are
five different settings: urban,

ice, downed UFOs, X-COM

base, and the alien base. The

usual suspects are present,

including squaddies, mutons,

ethereals, chrysalids, snake-

men, sectopods, and sectoids,

- Thisis a streamlined game;
the strategic overlay in the orig-
| inal X-GOM is gone, letting you
| get right down to the man-on-
| alien action, The game's look is
different, too, with everything

taking place on one screen.

‘The 24-bit calor graphics are
clean and crisp, but won't make
you uninstall UNREAL.

I've had a stupid grin plas-
tered on my face while playing
EMAIL X-COM. There's some-
thing cool about getting an X-

COM emalil instead of the usual

dreck. Now if only | could sic
my mutons on those stinking

spammers! =Mark Ashier

m NOVEMBER 1999 = cgw.gamespot.com » COMPUTER GAMING WORLD



Evolution of a species

Engineered to win

For over 20 years Saitek has led the world
in manufacturing cutting-edge game
products. Precision-engineered Saitek
controllers feature state-of-the-art elec-
tronics and software, and are designed
for maximum comfort in game play.
Saitek controllers have been deemed sim-
ply the best by leading critics, and our

”\ IR IS 1 awards prove it: CG Choice, PC Gamer

:._.w@‘? 7 o Editors' Choice, Maximum PC Award,
m*‘" __‘. K Combatsim.com Top Pick, and CNET
‘ 'I'.(LK :; jt Gamecenter.com. Whether you fly, drive,
.!Q, g,r run, punch, or rocket-jump, Saitek con-

trollers give you the winning advantage.

[ERGAMER
ENITORS ‘%ﬁlﬁlﬁ
o~ 14

: ﬁi‘%«-

P




Read.Me

AL f;J

1V h \j [ fl DE
The Latest Dirt From the Gaming llndergrnuml

You want the latest? We sure do. And that's why we've contacted Mr.
Sneaky again. We don't know who he is, but if you see a black helicopter
hevering nearby, that's him. He uses phone taps, bloodhounds, and hand-
wriling analysis to dig up the latest. He steams open letters, hijacks Fed Ex
shipments, and fondles a Ouija board to get the scoop. He even used Kato
Kaelin, but that didn't help much. The guy's spooky and allogether ooky, but
he dishes the real stuff...

Computer game companies are panting over the rights to base a game on
the summer's hottest movie, The Blair Wilch Project (take thal Jar Jar)).
Electronic Arts, Activision, G.0.D., and others are talking with the filmmakers.
There was some initial confusion over who owned the game rights, but appar-
ently Artisan, the film company, didn't bother to secure them when they
bought Blair Witch. Rumor is that G.0.D may have the inside track.

With JAGGED ALLIANCE 2 in stores and apparently a hit, Sirtech has
already starled work on JAGGED ALLIANCE 3, another game switching to 3D.
Impressions, those Caesar and Pharoah fans, are thinking of doing a game
built around vampires.

Rumor is that Microsoft isn't happy with Digital Anvil's CONQUEST, a space
strategy game. Seems that the game just isn't fun, so expect this to be
pushed further back into 2000 as it's retooled. MS and DA are considering
2 = NTEY; some changes, such as allowing players
'J \_( ] to control ships, a la STAR CONTROL.

Microprose is working on X-COM
GENESIS, a return to the turn-based roots of the series... Xatrix, makers of
KINGPIN, is rumored to be going belly-up. Interplay is trying to work out an
agreement to buy them and keep them going as a studio development team,

With the cancellation of A-10, the entire Janes’ Skunkworks team at Origin
is no longer “wanted" at Origin and was whacked to a man,. Er, | mean they
were given the opportunity to “apply” for open jobs around Electronic Arts,
but that would mean relocation. Even star producer Andy Hollis is looking at
opportunities elsewhere in EA. Speaking of cancellations, word is that
Acclaim has cancelled the RPG THRONE OF DARKNESS, and that the devel-
opers, Click Entertainment, are now shopping around for a new publisher.

From the file labeled “B" for bizarre, rumor is that Qrigin is working on
ULTIMA ONLINE 2, which will use the ASCENSION engine. Here's the bizarre
part: EA has recently increased the parental control of their on-line products,
possibly so that UO2 will be able to feature consensual sex. The developers
are rumored to be kicking around ideas about how to animate characters mak-
ing “the beast with two backs! If implemented: Both parties will agree to the
act and then go into a private room to exercise their, um, imaginations.

Heard something? Want to drop a dime on somebody? Contact Mr.
Sneaky at sneaky@zd.com = confidentiality guaranteed.

CGW PROFILE

We Talk to G.0.D.'s Boss

Mike Wilson

1. Are you the Godfather
of G.0.D.?

| actually founded it with
Harry Miller and about
10 other partners... so,
I'm not sure if I'm the
Godfather or Godmather
or Godchild. Harry's
older than me and bald,
50 | think he should be
the dad.

2. Who would be better
at QUAKE? Gilligan or
the Skipper?

Skipper. Looks like he's
spent more time in-a
chair than Gilligan. If you
ask me, though, Lovey
was the true fragmaster
of that group.

3. Is the ultimate game

trying to land a title on

the charts?

Hard to say. The “charts” these days means more and more “dumbing
down.” If we can put out one of the very select few games each year
that makes the charts because it's a great game, like HALF-LIFE,
STARCRAFT, or RAINBOW 6, we're thrilled. We'll never move the volume
that Ford does, but that's because we make a Lexus.

4. G.0.D. and Third Law are doing a KISS game. What's next? A
Backstreet Boys game?
Wait and see, pal, wait and see. Third Law is making a kick ass first-
person shooter based on Todd McFarlane’s KISS PSYCHO CIRCUS uni-
verse. If it weren't based on PSYCHO CIRCUS, it would still be the same
amazing game. Check out the comics if you don't get how this can be
cool... then just wait and see the game. Third Law will show the world
how to do a licensed-property game right. We've seen plenty of exam-
ples of how to do it
wrong.

| Tchotchke of the Month |

Ted Nugent
Gonzo Meat

6. Could Max
Payne whip Lara
Croft?

tong” up in the dictionary. And life has-
n't been the same here since.

Those miserable souls who ate the
biltong will have to live with this equa- He obviously could,
tion for the rest of their sad, tormented hut that's not really
lives: his style... he likes

Biltong

“DID YOU EAT THE BILTONG?!?"

This was the panicked cry heard
throughout the CGVY office on one
recent unforgettable afternoon.

The “biltong™ was brought to our
office by EA as part of a press demo for
TED NUGENT: WILD HUNTING

ADVENTURE. It looked like beef jerky. It
said "original beef” on the package. It
said “once you biltong, you'll never
jerky again." How could we not eat it?
But then something terrible hap-
pened. Ever-curious Copy Editor Holly
Fleming decided to look the word “hil-

Bil + tong = buttocks + tongue. ‘em spunky like

Even worse, the definition also men- that. She's been a
tions the words penis and testicles. So bad, bad, girl and
the bestcase scenario is that we ate could use a good
COw ass. spankin’, though.

From “Cat Scratch Fever” over 20 - Interview by
years ago, to this. Ted Nugent is appar- Mark Asher
ently determined to make us miserable
for the rest of our lives.
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Darkness falls over the city. Not the kind of darkness th
the absence of light, but rather the absence of good. And
prepare to naively celebrate the new millennium, a small mys

: ones is a rookie cop and a 4
w One woman...one mai

UL DUE SATIRIL) SOT(T "SOPI3 SU) MR SOPNS G860 . IuBUNE0) Ju) AV SO0/ JO MOWERRLE 51 S0ELT LEQY]

ase ooy aansesau sop

M| 5003 j0 Syreusacen paagsiliag

| SO BEAL O TU| B

1| e

——

Good cop or ex-cop? The choice is yours as either 7 Explore and interact with anything and
the youthful, hand-to-hand combat super-sieuth, : £,¢ : everything, as you carry out your objectives
Officer D’Arci, or disgruntled, street-smart 6y across 27 mission-based levels, within a
Rope 200 x 200 block cityscape.




Brutal street fighting awaits on the Union City streets,
with intense hand-to-hand martial arts combat,
= vyehicle chases and drive by shootings, and desperate
I automatic gun shootouts in dark alleys.

Part action, part adventure - all potentially
lethal, as you platform your way through five
distinct sections of the city.




Lostha

CINEMATIX"

ou are Locke D'Averam, a once proud warrior-prince
executed for failing to perform a ritual sacrifice. 10,000 years
later, you've been resurrected from the dead by a prominent
warlord to rescue his kidnapped daughter.

You are now part of a very special breed of warrior. You are a
revenant. In order to regain full strength, you'll need to practice
the problem-solving ability necessary to unlock forgotten skills.

And though there may be the whole island of Ahkuilon to
explore, and more than 40 monsters to destroy, there's only one
Locke D'Averam. And however you choose to live as Locke, we
think you'll agree: Life is better the second time around.

3, Immerse yourself in a gripping storyline involving the future of
the entire world of Ur

@ Enjoy explosive spell casting effects unparalleled in any other

CRPG game

Extensive NPC interaction enables you to discover who you

once were

Multiple modes of combat include stealth, hand-to-hand, how

and weapon

. Thousands of 3D animations bring the inhabitants of Ahkuilon,
as well as breathtaking combat moves, to life

. Choose from 4 character classes in multi-play mode

=)

=
o

=

Check out the interactive demo
www.eidos.com

CINEMATIX STUDIOS is a trademark of Cinematix Studios, Inc. © 1999 Cinematix Studios, Inc. REVENANT is a trademark of Eidos Interactive, Ltd,
© 1999 Eidos Interactive, Ltd, EIDOS, EIDOS INTERACTIVE, and the EIDOS INTERACTIVE LOGQO are all registered trademarks of Eidos Interactive, Inc.
and Eidos Interactive, Ltd. @ 1999 Eidos Interactive, Ltd. All rights reserved. All other trademarks are the properties of their perspective owners.



COMING BAC
ING BACK _FROM THE DEAD DOESN'T

Includes
all the tools
you need to

make your '
Lown custom
levels




"Soul Reaver is a deep game possessed
with a myriad of impressive little
touches... 9/10" - VideoGames.com

"3D exploration and adventure at
its finest... Game of the Month."

~Expert Gamer Magazine

"A technical achievement... Soul Reaver o
delivers an epic piece of vampiric
literature.. 93%" - IGNPSX.com "989%" - PS Extreme Magazine

"Soul Reaver's environments are
jaw dropping." - Gaming-Age.com
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~ As Raziel, sfa Nosgoth feeding
on the souls of your enemies

Engage your creator, Kain,
in an epic struggle for dominance

‘ - Dark gothic story

No load times
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Discover why thousands of gamers worldwide are silently sneaking through the

darkness. Journey I:llrough n‘ight. as Garrett, a master thief, cloaked in the
darkness of a sinister medieval realm where shadows are your mﬂy a"y, trust is
not an option, and confrontation can bring very grim results. Thief Gold takes
you beyond the smash stealth hit, Thief: The Dark Project. With three treacherous
new missions and fine-tuned gameplay, Thief Gold delivers breathtaking new

levels of stalking. stea]ing and survival!

Sneak through the gambling

I den in the Thieves Guild.
-

A Beware stepping into the
light of the Sun Room.

A stealthy entrance is necessary
to prevent alerting the quards

G O L D

Thiet Gald = Laoking Glass Studias 1999, Thisf and the Looking Glass logo are trademarks of Looking E I I > O S
Glass Studios. Eidos Interactive is a registered trademark of Eidos, Plc. © 1999 Eidos. The ratings lconis 2 ®
trademark of the Interactive Digital Software Association. Al rights reserved. All ather marks are I N T E R A €C T | V B

property of their respective owners,
www.eidos.com



www.eidosgnmes.com

RATING PENDING

RATED 8Y

CONTENT
ESRB

50 enemies. 33 levels. 25 weapons. 4 time-warped worlds. 2 deadly sidekicks. Everything to feed an appetite for destruction and
So don't get too used to your weapon, your enemy or even your notion of time. Once you do, you're bound to awake in a whole,

lon Storm, Daikatana, Hire Miyamate, Superly Johnsen, and Mikike Ebihara are trademaks of lon Storm, L.P. (¢) 1997-1988 lon Storm, L.P. Eidos ive s a regi ol Eidos, PLC (R) 1999 Eidos. 3dix Imaractiva and th




Suspect everyone.
Trust no one.
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evoke sheer terror among a few ill-fated network friends. Just remember; this is a place stalked not only by creatures but by changc.
new world filled with horrors even more unimaginable than in the one before. W\WW.DAIKATANA.COM

of 3dix Ine. in the LSA and cther solect countries,

i LY
] 2 '.I*'Mw, !




PlayStation

o . ; :
g " 3 Ty

' CanlaraC roft stop an ancient clgré?_:_‘frﬁruﬁ-_‘;i_lslﬁ"g_i_p'g;i_h’e‘ wbrlﬁ -'i_fild-fmadn‘gés'v_l Getxfeady

- _fnr-Tp‘mb Raider: The Last Revel_ali_bn, the epic adventure with everything "you_’.\'ve_ been

. asking _fuf. Seamlessly integrated gameplay and FMV S'Iejt_]yep__cé:s“fqr non-stop action.
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skin.and 3-D texture mapping that.even b TS

to life. Along with di&bo!iﬁil new puzzles aﬁ& at tally new. il Ve'hﬁ)'ry control system
that mak'e_this. the most incredible Tomb Raider evér.' So while Lara may be back in E ' D

Al RO (]

Egypt, expect the Last Revelation to take you to a place you've never been before. tombraider.com



Tribes 2

've heard that you can infer people's tastes from
Ithe things they create; if so, I imagine that some-

one who worked on TRIBES was a huge fan of
Robert Heinlein's Starship Troopers. TRIBES has many of
the elements of Starship Troopers that I wanted to play
after seeing the film: brutal, fast-paced team action in
slick powered
armor; people
with big guns
out in the open
terrain. And its
multiple charac-
ters and cus-
tomization options offer a huge variety of playing styles.
So when I heard that TRIBES 2 was going to he even hig-
ger and better, I had to see for myself.

TRIBES 2
GENRE: Action RELEASE DATE: 012 '00

PUBLISHER: SierralHavas
OEVELOPER: Dynamix

The Great Outdoors

Unlike the games in this month's cover story, TRIBES 2
isn't designed to revolutionize gaming. The development
team, based in Eugene, Oregon, just wants to create a
great game and incorporate features that weren't possi-
ble the first time around. The goal is not to reinvent the
wheel, but to make it bigger and faster.

They've started with an all-new game engine. Although
TRIBES' outdoor engine was good, TRIBES 2 has already
eclipsed it. The ground terrain looks a lot smoother and
more natural, instead of like a series of blocky polygons.
Also, there are more natural shapes on the landscape; the
mountains and hills have been accented with spires, arcs,
and other geological formations,

Fog is a major new landscape feature, adding more to
the game than just atmosphere. The development team
felt that sensor-jamming packs were underutilized in the
first game, so the fog now makes sensor power and visi-
bility more important. Not only does a sensor jammer
completely mask someone in the fog, it also negates the

The Tribes Return to a Bigger;
Badder World BeVALERaAN =R

WHERE IS EVERYONE? That little Tribe fella in the
lower-right cormer will have a hard time finding anyone in this fog.

GET WET Water in TRIBES 2 means new places to hide and new
tactics to learn

. NOVEMBER 1998 » epw.gamespot.com » COMPUTER EAMING WORLD
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power of the sniper laser, since the fog disrupts the laser
beam. Don't think that using the zoom-in mode will let you

see other players early; you'll only see someone when LARGE B 24 ’
they literally jump out at you from the fog. development gﬁt:ﬁ:’?l\;lGHT The
Along with enhancements to the game world, the char- effects like this g o include dramatje

iant i
acters now have a higher polygon count (around 1500, up glant rack sfie.

from TRIBES' 600), and a new set of animations. If you're
feeling good about the way you took someone out, you can
dance like Deion Sanders to taunt your opponent. You'll
also see a greater variety of death animations.

Tribal Thumping

Sure, the technology looks pretty good, but what about
the game itself? There will be a new race, the Bio-Derms,
but the difference between the Bio-Derms and the four
human tribes are mostly cosmetic. There will be more vari-
ety between the worlds this time; the five world types at
the moment are Bio-Derm, Lush, Lava, Desert, and Mud. TRIBES 2's Nels Bruckner also Scott Rudi, designer of TRIBES

Not only do the worlds look different, but the development worked on RED BARDN, BETRAVAL EXTREME, contributed to RED
team is aiming to AT KRONDOR, and FRONT PAGE BARON 11, RED BARON 3D, and THE
have varying SPORTS: FODTBALL ‘95. INCREDIBLE MACHINE 2.

environmental
effects. The lava
world will have
treacherous
patches of lava;
the lush world
will be covered in
fog and trees;
and it'll be hard
to trudge along
the muddy land-
scape.

Water will also
affect gameplay. While there won't be submersible vehi-
cles, going underwater will offer certain tactical advan-
tages. The physics will be different underwater, energy
weapons aren't useful, and it adds another hiding place.

LITTLE BIG GUN The lillie Plasma Pislal from Tribes looks all
growed up.

S THINGS

The team plans to tune the water physics so that you can 1. Rockets that seek out and lock onto targets.

skip discs across it. 2. The ahility to skip discs along the surface of water.
Many of the mission types will be derived from the pre- 3, Bridges that can be destroyed and then rebuilt, and

vious game, combined with a variety of new ones. This destroyed yet again.

time structures will have multiple entrances, reducing the 4. Natural weather effects (rock slides, lightning strikes, etc.).
stalemates that often occurred around TRIBES buildings. 5. The Commander Interface, a la Lieutenant Gorman in Aliens.
Another tweak to CTF will be multiple flags, adding a

COMPUTER GAMING WORLD # cgw.gamespot.com » NOVEMBER 1998
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AINBOW SIX
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Environmental
Audio”

Team Rainbow is back in full force. Rogue
Spear, the sequel to PC Gamer's 1998 Action
Game of the Year, immerses you even deeper in
the explosive action of an elite multinational
strike force.

Rogue Sgear feels so real, you'll be yelling
'Tango Down!' in your sleep for weeks. And
the multiplayer action is to die for. Remember,
when stalking the enemy: Walk softly but strike
like a thunderbolt. You only have one shot to
save the world. .
-

NEW REPLAY FEATURE

NEW MISSION EDITOR

FULL SNIPER SUPPORT
EIGHTEEN NEW MISSIONS
JOYSTICK SUPPORT
TERRORISTS MORE REALISTIC
AND LETHAL THAN EVER



TRIBES 2 PREVIEW

much more strategic angle to the action.

For now, the team is concentrating on the engine and the environment.
Weapons were still on the drawing board; they're brainstorming ideas for
new weapons while giving the originals an overhaul. There will be more
vehicles this time, with three air and four ground, up from the three air-only
vehicles in the previous game. They've also tweaked the interface and the
shell; there will be a built-in HTML viewer, so gamers can check TRIBES info
on the Web without having to leave the game. The server listing will also
have a “buddy list" tracker, so if you have a good gaming groove going with
some players, you can easily find them again. They're also working on
improving the station interface, so that gamers can get in, grab the neces-
sary equipment, and pop back out without much delay. For those who've
seen Aliens, the team plans on implementing a Command Station interface
that allows a commander to view everything his teammates are doing, and
give them even more direct, command-level orders.

After seeing TRIBES 2, it's clear that Dynamix knows how to improve upon
their initial success. The engine already looks great, and I'm excited at the
prospect of playing with the new toys in an even larger world. By next sum-
mer, I'm sure you'll he suiting up to get back into the fray. [{90

“ibes mrame SINGLE TRIBESMAN
ENJOYS SUNSET WALKS
TRIBES EXTREME will have new maps, structures,
RIBES EXTREME Is essentially and gameplay types.
T TRIBES 1.5. The game, which is
supposed to come out in the next =

few weeks, uses the existing TRIBES =
engine and will cost about $10 for
owners of TRIBES. What good is it? It
adds accessibility, enhancements, and
a wide variety of mission types for
TRIBES fans.

TRIBES EXTREME answers some of
the criticism aimed at TRIBES by
including a single-player campaign.
It'll be three chapters with four mis-
sions per chapter. Add to that 12 new
training misslons, and you already
have 24 full missions to play offline. HALS GOT A GUN If you need more
There will ba a new tribe called the players, or more practice, whip up some Al bots for
Grievers, and the campaign throws target practice.
you into the war between the Grievers
and the four original tribes. The devsl-
opment team hopes that the single-
player game and training missions will
give newcomers a fighting chance
online.

The other major improvement deals
with the Al bots. You can either use
them to train in the multiplayer mis-
sions, or use them as pinch-hitters for
team matches. When setting up your
game, you can give each hot a pre-
defined role such as “sniper” or “tur-
ret-repair,” and they'll go through
their routines. Enterprising gamers
can also modify the bot scripts to
make custom bots.

Finally, TRIBES EXTREME will inte-
grate a lot of mods and maps, to
make a complete TRIBES package. One such mod is “Kill the Rabhit,” where the Rabbit is
the player with the flag and you score points by keeping hold of the flag. Or “Freeze,”
where instead of dying, you get frozen. Being frozen locks you into ohserver mode, and
you only become unfrozen when your entire team is frozen, or when someone pulls the
unfreezing switch. The development team put out an open call for mod developers, so
expect a lot of good user-created content on top of the material provided by Dynamix.

o RINGPINT -
» UNREAL TOURN

COMPUTER GAMING WORLD » cgw.gamespot.com = NOUVEMBER 1888 m
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WHERE IS
f EVERYONE? While
o+ Hligse garly shots show a
depopiilatad World, Bioware
1§-Crafting NEVERWINTER
3 NiiHTS from the start as an
o W . onfing, muitiplayer APG.

BioVWare Follows up Baldur's Gate With an Even More Ambitious D&D Game

By P. Stefan “Desslock” Janicki and Mark Asher

ungeons & Dragons, the pen-and-paper role-

playing system that started it all, triumphantly

returned to computer gaming last year with the
release of BioWare's BALDUR'S GATE. While its commer-
cial success virtually ensured that we'll see future

BALDUR'S GATE

titles, BioWare
GENRE: Role-playing + RELEASE DATE: 04 ‘oo and publisher

Interplay

PUBLISHER: Inferplay Productions

Productions have
DEVELDPER: BioWare Corp,

for months been
working on an
even more ambitious D&D game, NEVERWINTER NIGHTS.
Although commandeering the name used by an online-
only D&D game that ran on America Online for years, this
NEVERWINTER NIGHTS is a completely original product that
will emulate tabletop D&D's modular system.
NEVERWINTER NIGHTS will be released as a stand-alone
single- and multiplayer game, but will also come with an
editor to allow players to create their own adventures.
NEVERWINTER NIGHTS will allow players to host multi-
player games themselves, as opposed to relying on an
online service like AOL. Gamers with the aspiration and

hardware could conceivably run their servers persistently,
permitting a few dozen players to perpetually adventure in
a customized gaming-world module, happily devoid of the
monthly charges associated with online games like
EVERQUEST.

Come to Ny Dungeon

NEVERWINTER NIGHTS will also bridge the gap between
computer and tabletop RPGs by allowing one or more play-
ers to serve as a session's Dungeon Master. DMs will be
able to assume control over non-player characters and
creatures, moderate combat, and even the consequences of
a character's death. DMs will also be the only players able
to pause gameplay, which otherwise flows in real-time.

NEVERWINTER NIGHTS will use the upcoming 3rd Edition
D&D rules, which re-establish a few 1st Edition character
classes, remove xenophobic race limitations (and restore
that charismatic mongrel, the half-orc, as an available char-
acter race), and merge D&D's multi-classed and dual-
classed systems into one rebalanced regime.

Players control a single character, who can be conscript-
ed from any of the races and character classes permitted
by the new D&D rules. Evil alignments and chaotic behav-

. Newcomers to D&D should be lured by the game’s accessible inter-
face and attractive graphics, while veterans will be enticed by the inclu-
sion of over 200 spells and monsters, all with traits lifted exclusively

from the core D&D rules..

m NOVEMBER 71999 « cgw.gamespol.com » COMPUTER GAMING WORLD
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ior are available role-playing options, but DMs will be
able to establish whether or not player characters can
harm each other, in order to prevent problem players
from disrupting a game.

While the developers are aiming to create a computer
RPG as open-ended as ils tabletop counterpart, they rec-
ognize that the anonymity of online gaming invites
abuse. To grant gamers some assurance that another
player isn't using an artificially-enhanced character, a
“character vault" will be maintained by the developers.
Characters can be stored within the vault between
adventures and may be removed {reely lo embark upon
quests, but can only be restored to the vault with experi-
ence and valuables that could have reasonably been
accumulated during their absence.

Ideally, the vault will grant stored characters some
legitimacy, even if mischievous hackers find ways to
bypass its security. BioWare hopes there'll be little incen-
tive to do so, since gamers can opt to store characters on
their own computers, and have the freedom to create
modules stocked full of empowering artifacts and godly
experience points.

Have it Your Way

Instead of recycling the BALDUR'S GATE "Infinity”
engine, NEVERWINTER NIGHTS will use the “Omen”
engine BioWare developed for the upcoming MDK2, The
engine retains the isometric, top-down viewpoint of
BALDUR'S GATE, but is fully 3D and allows players to
rotate or magnify the camera's perspective. The engine
is also resolution independent, permitting gamers to
crank up graphical details if they have the hardware.
While the hand-drawn backgrounds of BALDUR'S GATE
will be missed, NEVERWINTER's tile-based system will
allow the developers and creative gamers to create addi-
tional modules.

Newcomers to D&D should be lured by the game's
accessible interface and attractive graphics, while veter-
ans will be enticed by the inclusion of over 200 spells
and monsters, all with traits lifted exclusively from the
core D&D rules. Characters can evolve up to a demi-
godish 20th level, which should appease the gamers who
consider constant character advancement a role-playing
game prerequisite. Characters will he able to wield two
weapons simultaneously, disarm opponents, use targeted
attacks, and engage in hand-to-hand combat — all in
accordance with the new D&D rules.

What's missing? Not much. Characlers won't be able to
swim, which is an experience that shouldn't he readily
available to chainmail-laden adventurers in any event.
The developers are bursting with so much enthusiasm
over their latest project — the game's online discussion
board is jammed daily with fresh commentary - that it's
difficult not to anticipate a truly innovative role-playing
experience from NEVERWINTER NIGHTS. ({917

Neverwinter at GenGon

EVERWINTER NIGHTS was officially announced at the
N GenCon convention in Milwaukee this August (see story in

Read.Me this month), and in between stuffing ourselves
with bratwursts we checked the game out at Interplay's booth.

Although the game is early in its development, the basic

engine is in place. What struck us about BioWare's Omen
engine wasn't how pretly it was (and it was quite striking), but
how smoothly it ran. Panning the camera was effortless, rotating
and zooming in and out without a hiccup. The light-sourcing
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ER NIGHTS

WHO GOES THERE? The candles of the famale warrior cast
light on this forest environment in NEVERWINTER NIGHTS.

GOIN’' DOWNTOWNN NEVERWINTER NIGHTS uses the Omen
engine that BioWare daveloped for MOK2. The top-down viewpoint is fully
30 and allows players to rotate or magnily the camera’s perspective.

. g e i : :

s ——

e

LE MENU The game's radial menu system offers easy access to the
main game controls without covering the screen.

seemed perfect when a character launched magic missile spells
or moved while carrying a torch.

One nifty new effect that the Omen engine incorporates is
motion blur. Think how comic book artists draw action shots with
a sword blurring as it's being swung, and you'll get an idea of
what the motion blur effects look like in NEVERWINTER NIGHTS.
I's a small touch, but it adds 1o the experience.

The interface is also striking. It uses a radial menu, which looks
like a clock dial, and is invisible most of the time, appearing only
when you right-click to interact with something. It's an elegant
solution, leaving the screen 100% free of interface clutter 95%
RGNS
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\ Fight to frae au enlire natl\an wn!h
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Interact dozens of characters.
Treat them well, and they'll
support your cause. Treat them
badly, and they'll stab you in
the back.

Ag rated by Computer Gaming World and I’C Games.

‘heck it out at www.talonsoft.com or call 1-800-211-6504 to pre order

‘opyright © 1099 by Sir-tech Canada Ltd. All rights reserved. Jagged Alliance™ is a registered

rademark of 1259191 Ontario Ine. TalonSoft™ ig a registered trademark of TalonSoft Inc. YOI TE ™ L
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‘Take the blend of strategy, role— -

‘ realistic combat: Thousands of Nonlinear gameplay, blistering da

playing and tactical combat that
made Jagge‘d_ Alliance one of the
best games of all time*. Add
dozens of new Weapons. Over 150

unique characters. Your own '
custom mercenary. Incredgibly ~ L1e Best of Strategy

lines of dlglt)zeg speech. Face and night battles, and advanced
off against-an array.of hungry tactlcal combat
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underground. The result isthe Greate your own mercenary, improve
perfect killing grounds. The only-— -your team’s skills, and explore a
thing missing is YOU.. huge-world.

“Hot strategy pick of 1999”
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PREVIEW

Final
Fantasy Vil

Square Finally Fixes Past Problems and
Brings Back the Love {aYAllalEaaYAN Bz

time it's attempted, it ends up being trite, clichéd, or worse.

Yet, in FINAL FANTASY VIII, SquareSoft is ready to seriously tackle
the theme of love and romance, in addition to the technical problems
that plagued their previous PC effort in the role-playing series.

The heart of every FINAL FANTASY game is the plot, but it's hard to
talk too much about it without spoiling the game. Let's start with the
protagonist: Squall. He's a student in The Garden, a premier military
academy. As the game opens, Squall is attempting to pass an exam that
will let him be part of an elite soldier unit known as SeeD. Once he

enters SeeD, he gets

Love doesn't work. At least, not in computer games. Every

FINAL FANTASY Vil involved in a massive war
GENRE: RPG + RELEASE DATE: 04 ‘99 between the country
PUBLISHER: SquareEA Galbadia and the rest of the
DEVELOPER: BHHHIESD" world. Looming in the back-

ground during all this is a
witch known only as Idea.
As in any other Square game, you can expect a healthy dose of intrigue,
hetrayal, and death of beloved characters.

Deformed No More

The first immediate difference between FFVIII and FFVII is the con-
sistent character design. Gone are the Super-Deformed characters (a
Japanese art style where big heads are placed on little bodies) of
FFVII—now the characters are all rendered more realistically.

Both the battle and magic systems have also been greatly overhauled.
The one key change is the Draw system, which lels you extract spells
and abilities from the enemies you encounter. Once you've “drawn" a
spell from a target, you can either cast it immediately or store it for
later. There are no magic points or spells you can permanently learn;
you're always drawing spells from the enemy.

Also, there is a new twist to the summoning spells (called Guardian

SOLE TRAIN There will he other modes of transportation this time, but some,
like this train, you can't directly control.

Forces)—experience. Each of your Guardian Forces
gains XP and will earn the right to learn abilities.
Some abilities strengthen the existing attack, oth-
ers open up new attack methods. SquareSoft
wants to create a sense of growth for your
Guardians, as well as a bit of customization. Unlike
FFVII, you don't get Guardians by grabbing materi-
al or whatnot; you either earn them in the course
of the story, or you have to defeat the Guardian in
order for it to serve you.

Another alteration to the hattle system is a fight-
ing-game influence. Some of the battles in FFVII
felt like they were on autopilot, as you always
used the same options over and over again. Now,
you can enhance your attacks with proper timing.
For example, if you tap the special attack key just
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- ordinate tank battles during
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as Squall swings his Gunblade, he'll fire
it in addition to swinging it. One of the
characters, a martial arts expert named
Zell, has several fighting-game-style
combination moves that he can pull off in
battle.

A few things remain the same from
FFVII. The save-game scheme is the same
(within specific dungeons and areas,
there are save points, but out in the over-
world, you can save anywhere), and the
control interface is still geared primarily
toward the gamepad crowd. For vehicles, you'll ride a
Chocobo for a hit, but you'll also get to drive a rental car and
an aircraft called the RagnaRok.

FROM HELL THEY
CAME The FIAL F

have always had un

Flash to the Past

The development team has learned their lesson from the
FFVII port, and has either corrected, or worked around its
technical flaws. Graphics-wise, they have more rigorous test-
ing methods, and they're better at using Direct3D then they
were last year. Also, while they can't re-render all the 2D
backgrounds (this would create a huge delay), they're using

FIGHT FOR YOUR RIGHT FrIIl's more realistic charac-
ter designs stay consistent hetween movies, exploration, and combat.

) e

special filters to make sure they don't look as fuzzy or DRAW ME A RAINBOW The new Draw system will deter-
washed out as in FFVIIL. Musically, they are still probably ine
going with the software synthesizer route, but they are look-

ing toward using the emerging Downloadable Samples (DLS)

idea, since many new PCI sound cards support DLS.

The most visible improvements are the movies. They were
formerly washed-out, stretched AVIs that lost their epic feel,
now they're using a new movie format that preserves, and
even enhances, the look of the original movies. Depending on
your PC, the movies will play in either high- or low-resolu-
tion, but the difference between the two is hardly noticeable,

Al press time, the core game was complete and playable;
all it lacked were the movies and some text. The team
hopes to go beta fairly soon and begin pounding out the
bugs, for an anticipated release near the end of the year.
Scquare looks like it has addressed the technical problems
that plagued their previous PC release, allowing gamers
who like a good story, and can appreciate console-style
gameplay, to finally see what the FINAL FANTASY fuss is all
about. ({977
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Today's

game opponents are

tougher to beat. So we're issuing you an unrivaled weapon.
The new Viper Il graphics card is equipped with 4X AGP
power and a transformation and lighting engine for the
most realistic images ever. Better yet, Viper Il now features N “Wreak Havoc with the| mmatew Weapon
53TC texture compression, which hurls up to 15 million i’ > . W L

‘ﬁ,u - ,“;,mwum-.u b

e p,‘?}".ﬁ-m--nnﬂww =

triangles at your monitor every second for the most intense |l " v O
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Unless, of course, you'd prefer to make them otherwise. s
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ROCK's most impres-
sive ambition is the

PREVIEW

Do It All in This Incredibly Ambitious Shooter

by Thierry Nguyen

espite its name, SingleTrac

isn't content with only one

genre. Heck, they're planning
to combine three genres into a sin-
gle game, Normally, this is where I'd
say “good luck" while rolling my eyes,
but after a demonstration of their next
game, ROCK, [ really do wish

SingleTrac luck.

unprecedented free-
dom it will give gamers, allowing them to
go easily from piloting a spacecraft, to manning a huge
Mech-like assault robot, to running and gunning in a stan-
dard first-person shooter style. This game could set a new
standard in FP8 action gaming, especially in the multiplay-
er arena.

Pick Your Poison

ROCK takes place in a post-apocalyptic future, with evil
corporations, ragtag forces, evil mutants, yadda yadda
yadda, blah blah blah. Okay, so it's pretty obvious
SingleTrac isn't breaking new ground in the story-telling
department, but we haven't exactly reached a point where
people expect The Gulag Archipelago when they install
the latest shooter. Besides, it's not the story that has the
potential to hook gamers, it's the gameplay. Imagine a
game where you can jump into a starfighter, dogfight your
way to a Martian plain, hop out, toss a grenade in a Mech
to kill the pilot so you can claim the assault robot for your-

self, rampage across a

[ N \V2IZ0ne in your new
GENRE: Action + RELEASE DATE: 0300 We:ﬁ’o’_‘s P‘a“‘”m-;“d
PUBLISHER: B Interactive Software Anally Jump out &

e — enter a building, killing
DEVELOPER: SingleTrac - some guards before you
CONTACT: www.singletrac.com

plant explosives to level
it — all of this without
any load screens to stall the action.

While players are encouraged to take part in all the fly-
ing, meching, shooting fun, there will be three distinct
sides with an emphasis on one of the three game types.
The shooters among you will want to be playing as part of
the ragtag Grunj Alliance, since soldiering is their forte.
Those who prefer mechanized mayhem Mechwarrior-style
will want to be a member of the meticulously-classy
Imperial Directorate, who love their Robotic Assault
Vehicles (RAVes). Finally, if you're just really sneaky and
you love Top Gun, then you're a candidate for the
DarkShyne Technocracy, a mutant race who like stealth
and air power.

Each organization has a 10-mission single-player cam-
paign where you'll have command of up to eight Al squad-
mates. These squadmates all have defined roles (i.e.,
sniper, RAVe pilot, aviator, demolitions), and better yet,

REVIEWING THE TROOPS Each laction in the game sports a different look: The
CGorporate shock troops run heavy on the chrome, the Grunj rebels wear whatever they can gel their hands
on, and the stealthy DarkShyne dress so as not to be noliced,

they all gain experience from mission to mission. Take the
same team with you from mission to mission, and it will
grow increasingly deadly. This ragtag band will also have
a total of 19 units (RAVes and spacecraft) to choose from.
In fact, the Al even divides itsell up into commanders and
soldiers. For example, an Al commander can pilot a RAVe
and be in charge of the three footsoldiers tasked with
escorting 1t.

PLAYING FIELD The game environments in ROCK will he
enormous. Not only will this platform accommodate both foot soldiers and
RAVes, there's a tun of airspace for the spacecraft to fight in. There's even
a tunnel that goes into the asteroid over by the neon sign.

: o
'
i

4 o+
7 s
Lir?

HIVE ALIVE Under attack from a swarm of stinger missiles, the red

team scrambles lo man some anti-air turrels,
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Sometimes to find inner peace,
You must wage outer war.

Yaur father raught
you a lot before he

was killed. But he never
taught you to be a hero.
Your homeland remains
divided by evil = and inside
this blade is the power o

" reunite it. Now you have to
decide. Do you want to try to
master its power? To unlock its
true magic? To drive away the

mayhem that’s replaced your family? ‘
r

Or do you want to walk away from it

all—and try to forget everything that’s

happened? Your father never taught you

to be a hero. But from now on you'll have to "-
learn things on your own. !

THE LEGENILOS

HLAos 9 MASTERS

_
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ITS A SPACE COMBAT SIM... Skilled pilots will be
needed to take out enemy air support whenever you launch an assault.

IT’S A MECH SIM... One man is no match for a lumberin
RAVe assault vehicle, but a team of infantry can pop the hatch, take out

the crew, and claim the giant robot for themselves.

AND IT'S A SHOOTER, TOO Single-player missions are
focused on achieving specilic goals, like taking out this power core,

The missions range from a simple base assault to a
grand battle between two massive carriers. How
SingleTrac 1s able to make an engine that renders space-
craft dogfights, mechanized slugfests, foot soldier
shootouts, and epic space carriers all at once is beyond
me. Without getting into acronym-laden technobabble,
let's just say it all works. The environment is quite
detailed and accurate; carriers have functional (and
usable) launch bays, turret stations, and barracks, while
every building on the landscape can be demolished under
enough firepower (no more hiding in buildings). All of this
will be happening on a backdrop that ranges from the
asteroid belt between Mars and Jupiter to the planet sur-
faces themselves.

Gommunal Catastrophe

Teamplay is even more important than in other games.
Let's say you have a team of five. Within a single dropship,
you can be the pilot, two teammates can be turret gun-
ners, and the last two are the payload - fired out of the
dropship in a special torpedo they can guide themselves,
plunging into a breach point to invade the enemy. Also,
dilferent player types will have different items; with the
distinct player types and the various spacecraft and
RAVes, balance will be a very important thing.

All the campaign missions can be played co-operatively;
other multiplayer plans include free-for-alls and a
"Hunted" scenario, where one team must survive while
Lhe other tries to assassinate a specific target on the
opposing team,

One balance-detail we immediately liked was demoli-
tions. A demolition expert can lay down an explosive
charge that can take down buildings. If you're the victim
of the attempted sabotage, and you have the right equip-
ment, you can defuse the homb. Just break out the wire
clippers, point your crosshair at the wire you want to cut,
and pray. Cut the wrong wire the first time, and the timer
speed doubles. Cut another wrong wire, and, well, consid-
er enlisting elsewhere, Il that wasn't enough pressure, the
concussive force of a nearby blast can knock off your wire-
clipping aim.

SingleTrac is also giving the gamers all the tools needed
for creating cut scenes and missions. Enterprising design-
ers can make entirely new maps and mission objectives,
while aspiring film directors can create their own cut
scenes, complete with voices.

SingleTrac is embarking on what could be called a
kitchen-sink game. Normally, I'd be on the apprehensive
side, but when I got to actually see the whole act of flying,
bailing oul, slealing a RAVe, wreaking havoc, then getting
hack on foot to blow up a building, I lost all apprehension.
It's still a long way off, but ROCK looks like it can do it all
without losing the focus on gameplay. ({97

5 THINGS
Five Nasty Tricks to Pull in ROCK

1. Crush your friends under your RAVe's foot.
2. Level an enemy huilding while they're still in it,

and watch their bodies fly from the wreckage.

3. Wait for someone to try to defuse a bomb, and

drop a small grenade nearhy to disrupt his concentration.

4. Snipe the pilot of a troop transport just to see

the passengers try to bail out before it crashes.

5. Use the DarkShyne Scout to laser-designate a player
(instead of a huilding) for a heavy ordinance Banshes strike.
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Microsoft” SideWinder' Force Feedback Wheel and iche Feedback Joystick bring the bone-shaking

ForceFeedback to PC games. Experte;_nce the kick of the afterburners as you punch



Do UNTO YOUR
OPPONENTS BEFORE
THEY DO UNTO YOU.

Terrorile
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Hutsliate

Microsoft® SideWinder®Dual Strike help§ you humiliate and degrade opponents in tons of action & adventure
games. The rotating perspective' control allows you to look, aim and fire faster. And with a D-pad, programmable

buttons and two trigders, terrorizing is effortless.

© 1993 Microsoft Corporation. All rights reserved. Microsoft and SideWinder are either registered trademark or trademarks of Microsolt
Corporation in the U.S. and/or other countries.



PREVIEW

Firaxis Recreates the Bloodiest
Day of the American Civil \War

Ithough American forces sustained grievous casual- ly open battlefield, Antietam had very unigue terrain, which
Aties at Omaha Beach, Iwo Jima, and the Ardennes we mapped meticulously - from the creeks and bridges to the
during WWII, it was some 80 years prior — at the Battle cornfields and infamous sunken road.” Other enhancements
of Antietam — that the nation suffered its greatest losses for a include new unit classifications, and detailed uniforms for
single day of combat, 11,000 men. Now Firaxis Games, with every regiment that took part at the battle.
the aid of The interface has also been upgraded. The command bars
FIRE! The red streaks and numerical fire indicators newly created have been reworked with fire effectiveness indicators, which
show how much fire power you're directing at the enemy. EEEIERYGIOELY will show players how their units are performing in battle.
; Games, plans ANTIETAM! will also
: on portraying feature a beefed-up
the epic battle GENRE: Wargame + RELEASE DATE: Q4 ‘09 Al as well as added
of the Republic PUBLISHER: Firaxis Games realisim effects. For
using a refined DEVELOPER: Breakaway Games instance, artillery will
version of their now be able to fire
popular SID into tree lines or at units on the move, and can be ordered to
MEIER'S hold fire until the enemy is within canister range.
GETTYSBURG! ANTIETAM! will include the previously unpublished manu-
game engine script of Ezra Carman, commancder of the 13th New Jersey
and a little Volunteer infantry, which vividly recounts every aspect of the
help from the battle as seen through the eyes of a Civil War veteran. With his
: & clead. help, Firaxis was able to establish the exact location of each
CITIZEN SOLDIER Unlike GETTYSBURGL According to ind_ividual unit and the circumstances leading up to the fateful
gach unit will be dressed in historically accurale garb. Joe Balkoski, Union attack along the sunken road.
; 2 noted Civil Finally, players will be able to re-fight the entire battle, or
War historian play any of the 20-plus scenarios in the game, which will
and historical include several full and half-day battles as well as a wide vari-
consultant on ety of historical variants. ANTIETAM! will also ship with a ran-
ANTIETAM!, all dom scenario generator that will select one of four types of
sorts of subtle engagement based partially on the player's track record.
improvements So, while it's still a couple of months off, ANTIETAM! is shap-
have been ing up to become a fine wargame, and a fitting testament to
incorporated the bloodiest battle America has ever fought. ({907

into the game
that will great-

SET IN STONE The inlerlace has been ly affect the 5 THINGS

improved with a stone wall across the bottom and sim- Wf:;fllhf; ballue
plified command bars on the left. will be fought. .
i teet ____ EEeeeetal You Should Know About Antietam!
‘fl the terrain in
ANTIETAM! is 1. ANTIETAM! is being developed by Breakaway Games in association
very different with Firaxis, the same folks who created BETTYSBURG!
from the type 2. This game won't require GETTYSBURG! to play it.
depicted in 3. Joe Balkoski, author of “Beyond the Beachhead"” and designer of
GETTYSBURG!" LEE vs. BRANT, s serving as a historical consultant.
he says. 4. Unlike GETTYSBURE!, players will be able to re-fight the entire
"While Battle of Antietam from start to finish.

Gettyshurg 5. ANTIETAM! will only be sold on Firaxis' Web site: www.firaxis.com.
was a relative-
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To Get Access To
Milrtary Intelligence
Like We Do, You'd
Have To Be A Spy.

Jane’s games give you the real insider's experience hecause our information comes straight from the inside.
Inside the Pentagon. Inside military bases. And inside the most respected military authority for over 100 years,
the Jane’s Information Group. That means you experience every detail of real military scenarios, with the most
authentic hardware at your disposal. In fact sincé 1995, Jane’s has won more awards for simulation games than

anyone else. So check out our newest military siTlaﬂun, USAF. And find out how it feels to master eight of the

hottest planes in the U.S. Air| Force — without doing anything illegal,

COMBAT SIMULATIONS

Games for the military mind.

© 1999 Electronic Arls, All rights reserved.Jane's is a of Jane's Group Ltd.
Reference work from Jane's Library © 1999 Jane's Information Group Ltd. Jane's Combat Simulations is an Electranic Arts™ beand.
The terms USAF and U.S. Air Foree do not imply Air Farce andorsamant of the product.




COMBAT SIMULATIONS

Games for the military mind.

www.janes.ea.com

EIGHT PLANES, ONE PILOT. ONE DESTINY. Experience the life
of a real fighter pilot as you fly the hottest planes in the U.S.
Air Force. Track your progress through actual missions from
Vietnam to Desert Storm — and future campaigns over Germany
and the U.S. as you rise through the ranks. Then you can rank
yourself against the best on the “Kill & Compare” board on the

Jane’s Combat Simulations web site. Using official USAF Red
Flag training curriculum, it's the closest you'll get to actually
flying for the U.S. Air Force.

The planes are ready. And waiting for the
one who can master them all — you.

Y.

W

FLY THROUGH ULTRA-DETAILED TERRAIN.
The Grand Canyon, Vietnam, Germany and lIraq, all
rendered using precise stereoscopic satellite data.



TAKE THE CONTROLS OF B USAF JETS. From
Vietnam-era jets like the F-4 Phantom, to tomor-
row's F-22, you'll fly the world's greatest aircraft.

©1999 Electranic Arts. All rights reserved. Jang's is a registered trademark of Jane's Information Group Ltd. Releronce work from Jane's Library © 1999 Jane's Information Group Lid,
Janu's Combat Slmulations is an Electronic Arts™ brand, The terms USAF and U.S, Air Force do not imply Alr Force endorsement of the product.
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\ Ulimate highech weaponry includes Frightening 3-D raalism gives you on allcoreal Intriguing character generation lets you
fully configurable, detailed equipment firskparson perspactive. In facl, the envionment  choose from three distinct personalities, each
for emozing gomeploy.depth and aclien. is s0 fruedolife, your enemies are even sensiive  with their own special weapons and abilities.
\ 4 1o light and sound.

You'wake aboard the Von Braun with a mind-altering
wander the dark, eerie decks of the derelict spacecr
feedlng u;:fﬁn the flesh of your former comrades,

implant in your brain and no memaory of recent evenfs. As you
ft, you discover an alien material is slowly taking over the ship
aving zombies and corpses in its wake. Behind the engulfing

terror, you sense the presence of the evil cyberbeirig, SHODAN. She is seductive and sinister. And she pulls all

_the strings in the most chilling role playing game ever. Enter Shodan'’s terrifying world to dis-
cover her ultimaie plan — or die trying. For all the gory details, visit www.lglass.com




hird wire. Call the
I ball. Bolter, bolter, bolter! Utter these

phrases to flight sim enthusiasts and you just
might see them drool. After all, these words mean only
one thing... Carrier Ops. The same team that produced last
year's highly acclaimed JANE'S F-15 has now developed an
in-depth naval aviation simulation. This holiday season,
you'll get a chance to fly the plane that will be the corner-
stone of the Navy’s defense policy well into the 21st centu-
ry: the F/A-18E Superhornet.

Producer Greg Kreafle's team has had over a year to
incorporate all of F-15's strengths while trying to eliminate
its weaknesses. “Think of it as F-15 Plus," Kreafle says. “In
F-15, we have pilots flying realistically in a non-accelerated
time mode for a

JANE'S F/A-18 half hour to an
GENRE: Simulation « RELEASE DATE: 04 '99 h_m!tr. J_USIF to get
PUBLISHER: Electranic Ars Lo their lirst way

) point. Well, that
DEVELOPER: Electronic Arts, Huni Valley wasn't any fun.

With F/A-18, fly-
ing them off the carrier means they'll be closer to the
action." He adds, "The key word is accessibility. We've
applied that to every part of the game.”

Indeed, the real F/A-18E is a far more user-friendly air-
craft than the F-15, so accurate plane modeling alone
makes the sim accessible to a wider audience. For exam-
ple, the avionics are greatly simplified, making it easier to
operate the weapon systems. As Krealle says, "Il has a
simpler interface because the state of the art has advanced
over the past 25 years since the F-15 was designed, so we
get all the benefit of that by trying to recreate it as realisLi-
cally as possible.”

Many simulations, F-15 included, offer a casual flight
model as well as an authentic one. With the Superhornet,
there's no need: The real aircraft is that much easier to fly.
The plane has greater “dogfighting” capabilities than the

S THINGS

You Should Know
Ahout Jane’s F/A-18

1. The hefty Jane’s manual is hack, and it will e easier ta

read. Look for over 400 pages!

2. Over 2.5 million square kilometers will he' modeled, hased
on U.5.6.5. data,

3. Fly one giant campaign, or jump into the action at three
separate phases.

4. The Superhornet is no speed 'demon. The F-15 is actually
faster, but the F/A-18 is more maneuverable.

5. The cancellation of JANE'S A-10 has no hearing whatsoever
on JANE'S F/A-18.

e's F/A-18

Jane's GGettin' Serious... About
Being Easy

By Gordon Berg

F-15, and it also has some built-in constraints to ensure the
pilot won't lose control. “You can't over-G the airplane,”
explains Kreafle. "You'd be lucky to pull 7-1/2 Gs, Beyond
that, the system relingquishes control authority. You can't
depart flight with it, either.” That's true. In the beta I test-
ed, I was unable to put the plane into a spin, managing
only a brief stall that quickly corrected itself.

As far as the campaign goes, there is much greater
emphasis on player immersion. The missions you fly are
interspersed with video clips about 15 seconds in length,
which indicate your progress via positive or negative feed-
back. The end result is a story that unfolds to truly involve
the player in the action.

Yes, the number of F-18 simulations in the marketplace
are starting to rival those of the F-22, bul we're talking
classic Jane's stuff here. I, for one, can't wait. ({47

Eject, Eject! A MiG driver is left flying by the seat of his pants as
his ride corkscraws o the sea.

oy - s

BOLTER You'll soon get your chance to land the Navy's hest jet on a

target the size of a foothall field.
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PREPARE.

NEW WSSRLD COMPUTING'

e

CD-ROM ™
© 1888 The 300 Company. All Rights Resarved. Crusaders of Might and Magic, Might and Magic, New World Computing, 300, and i

their respective logos, are tradematks and/or service marks of The 300 Company in the U.S. and other countries. PlayStation and the

PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. All other trademarks belong 1o their respective
owners. New World Computing is a division of The 300 Company.

or MIGHT anp MAGIC*
The action is fierce. The world is Might and Magic?

Comlng soon to your PC

www.mightandmagic.com
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\olition Puts Even More Gloss on Their Polished
Space Sim Franchise [sYRIuERaANCTYER

sim to come around in a long time. It was [

T extremely well polished and had great
production designs, but ultimately it felt deriv-
ative. Once I got a version of FREESPACE 2 and
saw what the designers were up to, I was delight-
ed to find much that may set the sequel aparl [rom
the pack.

The plot this time 1s the return of the Shivans during a period of, oh, let's
say “civil unrest." While the Terrans and the Vasudans allied in the previous
game, some rogue
Terrans decide to back-
track and go back to war
with the Vasudans. In the
first few missions, the
gamer is expected to
wonder about the morals
behind his missions.
Volition is going for a
deeper story this time
around, rather than the
straightforward "hig bad
aliens invade, mayhem
ensues” plot,

At first, the graphics
look the same. Things
soon change when you
run into one of the games'
features, the nebulae.

Like nebulae in just
about every other game, they'll
mess around with your electrical
system and make targeting enemy
spacecralft difficult. Fortunately, in
order to counter these nebulae
effects, you can either call upon a
special AWAC-style ship, or use

are to keep a radar
lock on enemies.

Speaking of the ships, the other
hiq imnrowem.:.-nt is the capital ship

g ships have been

icantly, so that it's

ne"nriy impossible for a little fighter
Lo take one out. Also, these capital
ships have much more powerful
weaponry — typically a few anti-
fighter turrets backed up by one
huge energy cannon. The develop-
ment team wanted to make the
prospect of destroying a capital
ship a challenging thing, rather
than the “line up torpedo and fire”
from the previous game.

FREESPACE 2 looks like it will
have the story, the spatial effects,

he first FREESPACE was the best space

PUBLISHER: Inleml [
DEVELOPER: Volition

AND THEN HE SMOTE THEM The capital
ships have much more impressive weaponry - such as a beam
that outright annihilates enemy cruisers.

oD

GOING INTO THE GREEN The
Shivans will have everl more menacing ships than
this. The nebulae doesn't really help when dog-
fighting, either.

INTERGAI.ACTIC TUNE-UP The
Volition team is working on both overhauling ships
from FREESPAGE and aflding new ones,

-UASUDAN MEDIUM FIBHTER-

and the ship design to set it further apart from the original game and the
rest of the space sim pack. If Volition puts a spit shine on FREESPACE 2,
gamers may just see the creation of another viable space sim franchise,
giving LucasArts and Origin some competition. ({97
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Sklll Camouflage

!
Personal Detail:
/Recruited by Pro_-]ect'
Nemesis in 1998, Karl is!
the son of a Germanf /
Diplomat’living m"'
London. Karl joined the Y
army and then moved \</
into the SAS in' 1993. He
was, transferred td a / A\
5pec1al attachment unit ;¢
and seconded’to a SEAL!
unit out of Kinmore '\
,Field in 1997 Karls entry

‘‘Anto Project Nemesis was

a result of his never

ending quest for

adventure; he

volunteered for

assignment to the
roject..’,

Proj e

At

Doﬁr_uload the. demo:
‘erdos.com



<TEAM ALLIGATOR?=>

THE SQUAD-BASED ASSAULT HELICOPTER
ACTION-SIM FOR THE 21ST CENTURY!

Command 16 choppers in e it
squad-based combat in war-torm R
Eastern Europe. ) '

Experience the ultimate combination of
combat action and ultra realistic
real-time simulation.

Climb into the cockpit of the deadliest

assault helicopter in history
- the Russian KA-52 Alligator.

© 1098 Simis Lid. Designed and Doveloped by Simis Limited. All rights d Publshed and Dismbuind by OT | ety RIS i I c!

mis L Lesig Il Y 1B i A ¥ 2

inferactivo Software Gorp. “Toam Aligalor® is a tradenark of GT Inferactive Software (Europe) Limited, GT s  trada- | S IMI S CD g’;{ﬂ“ﬂﬂmﬂ
| mark and tho GT logo is a mgistorad trademark of GT ivo Software Corp. All other Irademarks are tha proper- = 3% gl RO M: oltware

tigs of thair respoctive ownors., www. gigames. com
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Our Prayers Are Answered. Autoduel Has
SiEisal by George Jones

Loose Gallllllll

robed editor sits in his office in the lotus LLOOSE CANNON |

Aposltmn. hands outstretched before a ham- GENAE: ion/Adventure
boo altar, upon which is laid a sacred 5.25"

floppy disk. The editor softly chants the name on this

floppy, with the hope that in the same way dolphins

hear Acqua Man's desperate pleas for companionship,

some game designer will sense the editor's need and redesign a classic role-

playing driving game.

Autoduel... Autoduel... Autoduel... Auto—

It's finally happened. Someone has picked up the vibe. That person — Tony
Zurovec of CRUSADER; NO REMORSE fame — [reely admits that his upcoming title,
LOOSE CANNON, is a spiritual successor of sorts to AUTODUEL, the computer ver-
sion of the CAR WARS pen-and-paper RPG released by Origin in the 80s.

With LOOSE CANNON, Zurovec is shooting for that elusive balance between
story, driving, and on-foot missions.
In this way, the game appears to be
a cross between AUTODUEL, METAL
GEAR SOLID, and THIEF than to pre-
vious games in this genre, such as
INTERSTATE 82 or REDLINE.

You begin LOOSE CANNON as a
bounty hunter in a west coast city,
and over the course of the story you O 9 o Ll
make your way through the midwest 1) ¢ bl y " Name: Matt Lansing
to the east coast. Law and order has ? B - == Loy o
broken down across the nation due B i = .,
to a serious economic downturn. F g [ M b Call Slgn Savage
Lacking the funds to buy essential £ : el | ; g ’
items like guns, the police call on . L W Sklll. Extreme Strength
freelancers to bring violent ends to
criminal acts. HEY, DDI.LFACE Interacting with other

To earn money to improve your ch:"_“tleﬁl W't hl?' an important part of gameplay, . Personal Details:" Z
car, you cruise the city streets, pebdb s Bl st -
Periodically, the boys in blue will AR MatF served in the US
request your help over the radio. I g (v o ; Marines for 8 Years,
Accept their offer, and you'll experi- < i us 1 gl 50 : 1" :
ence the glory of LOOSE CANNON's i TR St ' mOStly e lice” actions
combat engine, which offers realistic [l 0 O S oo around the world. He was
driving physics and emphasizes ey Wy S L retired from the service

speed and cool weapons. e f ; §
You'll also encounter combat when [ ' { B S5 in 1395, after he broke hLS

you're asked to courier packages B L A A spj_ne in a hEJiCOptEL‘ { e i
between the major cities. Since the ; . £ 2 § " - ’
countryside has no protection what- ON THE ROAD You'll be traveling cross- » crash in the Middle East. A

soever, piracy reigns on these roads. country in LOOSE CANNON, frum big west coast i He spent the next three

JUST SAY NO|No time for a (hree-martini
lunch; you've got to be on call for the cops. They
could call on your serviges al any lime,

At your disposal is an arsenal that cities to midwest farmlands. Plenty of time to :
viotld make any T A-comuiter recite beat poetry, '\ years paralyzed from the

drool: guns, rocket-launchers, and S Paisindrg ; “! neck down. PIOjECt » ,"

rear-mounted flame-throwers. ; ‘

You eventually tap into a more ] { j =y Nemesis offered Matt the y
detailed story with missions that will [ ESEHs | : . : pOSSibility of a surgical .
challenge you in different ways. In a fiize3 % ' ; ' . - : -
mission that requires you to infiltrate S i : , solution to his Chr(?mc
an enemy base, for instance, you will [ | f -~ disability; Matt A0
have to sneak around an encamp- & .
ment, blowing away Lhe tires on the volunteered fOII' the team
enemy cars. This way, when you make your way into the base, steal the technol- immediately. 7 |
ogy you need, and make your escape, the bad guys won't be able to follow.

Zurovec firmly believes that paying closer attention to detail and developing a
more interesting story, when combined with more open gameplay, will make Download f;he demo

LOOSE CANNON succeed where similar titles have failed. (X977
eidos.com
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Operates on U
TWD QUARTERS ONLY. . . — TWOQUARTERS ONLY A
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j v fosaeeive package. : : to receive package.

USE 2 QUARTERS
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ACTiVision.
3 www.aclivision.com
www.idsoftware.com
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abe Ruth’s power single-handedly changed basehall. Janis
Joplin’s banshee wail tipped the emotional balance of rock. And
Johs’ and Wozniack’s gamhle on the Apple took computing from a
technological priesthood and put it into the hands of the people.
Trailblazers like these reshaped the world in their image. They
“thought different,” and forced those who followed to do the same.
And that’s how we feel ahout the following five games. Whether
through pioneering graphics technology, innovative new design con-
cepts, or redefining what can he considered a game at all, these

s
' five will leave ripples that will be felt throughout the industry
: ' : for years to come.

Chris Roberts Sets His Sights on the Big One by George

onsider Texas, a state so enamored with the enormous
that even Austin, a city very low on the Texas-ometer,

buys into the big. Wanting a bigger airport, this city
chose not to simply expand their current facilities, but to
build an entirely new airport five miles down the road.

This bigger-is-better mentality must be part of what keeps Chris Roberts in Austin. After all, it's
a good fit—his favorite games are enormously large, epic, big-splash titles with high production val-
ues, envelope-pushing technologies, and a massive sense of scale. Games like FREELANCER.

In FREELANCER, Roberts is setting his sites on the holy grail of computer games: A game with
unparalleled visual and cinematic style that is totally and completely open-ended, but also features a
compelling central story. And, oh yeah, it should also be fun and accessible L0 Lthe masses.

A FLYING START
FREELANCER's tone and visual
i power are illustrated simply and
CONCENTRATED ATTACK FREELANCER shucks the joy- powerfully. The very first scene
stick in favor of a moUse-drive mode of play that emphasizes the fun Roberls showed us—an overhead
JRia=conbat. view of a bustling space port—
emphasized the fact that, although
this space sim uses plot and game-
play elements that have existed
since ELITE, Digital Anvil's take on
the genre will he something special.
The spaceport, from which you
assign yourself missions, outfit your
ship with new weapons, trade
goods, and peel away layers of the
story, resembles nothing you've
ever seel...in a computer game, at
least. The sun sets and rises, ships

“ MOUEMBED 109098 & canw nameesnnt ecom = FOMPUTER BAMINGE WORLD



fly between skyscrapers or landing platforms, and the
cities themselves are very stylistically and dramatically
represented. More reminiscent of Star Wars than even
the LucasArts' Star Wars games, this one scene con-
veys the scope of what Roberts is trying to accomplish
here—a detailed, dynamic, living world.
You begin play as a lowly mercenary,
indentured to the House Liberty, the all-
American good-guy clan in the game.
Getting hooked up with this clan at the
start means that you'll have plenty of
protection in your early missions, at least
until the plot gives you the chance to join
up with other houses. As part of your
indentured servitude, House Liberty sup-
plies you with your first spacecraft—the
futuristic equivalent of a 1979 Pinto. It
gets the job done, but you're going to be
very excited to earn enough money to
put yourself into something a bit fancier.

NOwW THAT'S FANCY

FREELANCER's sense of grandeur is
reinforced the moment you fly through
the massive metallic accelerator that
boosts you out of planetary space into an
outer space so colorful and dramatic, it
looks like it was photographed by the
Hubble telescope.

Digital Anvil's version of space incorpo-

| SINIPLY MASSIVE
-+ Exploring space in FREELANCER *
-~ makes you feel very, very smalk. |

WE'RE
APPROACH-
ING OUR
FINAL
DESTINATION
Space never felt so
roomy...or [ooked
so..stellarl

I'VE SEEN
BETTER DAYS
Once you've made a
name for yourself, more
shady characters start
popping up. Digital Anvil
is considering letting
you answer questions by
maoving your mouse up-
and-down for yes, or
right-to-left for no.

COMPUTER GAMING WORLD » cgpw.gamespot.com = NOVEMBER 1888
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DOWNTOWN..WHERE THE ACTION IS

Every port of call in FREELANCER fealures unique, detailed scenery that would
make Las Vepas jealous.

o

rates a sense of scale and attention to detail that will most
likely set a new standard for virtual worlds. At one point,
we flew around and through an enormous research station
that seemed about 100 times the size of our ship. We also
flew through a gorgeous, purplish gassy, lightening-
strewn nebula that created a particularly eerie effect.
And in a scene that illustrated the amount of detail
being put into the game, we flew past a fully opera-
tional ore-mining unit. As we flew up close, you could
see the ship doing its ore-crunching—the large pincer
hands breaking off chunks of ore, which were then
sucked into the craw of the ship.

Eventually your lovely little sight-seeing excursion is
going to get interrupted by space pirates or a rival
house. Then you'll see another part of FREELANCER,
one that takes a sharp turn from normal space combat.
Roberts and company are throwing out the joystick as a
controller and focusing on making the game playable
with a unigue mouse-and-keyboard interface. This fits
in squarely with the FREELANCER design team's mis-
sion of focusing on the purely fun parts of space com-
bat, which means avoiding the constant 180-degree
turning battles so common in space sims, where you
line up a bogey, pass them after nar-
rowly avoiding a head-on collision,
and repeat.

FREELANCER completely avoids this

_ CHRIS ROBERTS

“Sure, the latest 3D shooters look pretty, but
what new gameplay do they offer? Where are
they taking the genre beyond having prettier

rooms and more detailed characters? Too many of the game publishers
seem to be going with safe bets: the latest sequel; a sports game with
the latest team stats; an RTS game with a few different kinds of units;
or another first-person shooter that differs only in its look. I've been
far more impressed with the game design that's heen going on in the
console market. Games like METAL GEAR SOLID and ZELDA 84 have really
hlown me away by their design and the way the technical gee-whiz
factors are used to enhance gameplay. There have been a few excep-

tions in the PC biz: GRIM FANDANGD and HALF-LIFE stood out last year”

GAMEOGRAPHY
Tmas ai i

by placing the fundamental ship maneuvering and navi-
gation under the control of your Neuronet. You move
your mouse around to target and fire on enemy ships,
select your weapons, and fine-tune your position and
velocity, Holding down the Shift key allows you to
freelook with your mouse and fire on anything you see.
Holding down the Control key allows you to take over
the controls and maneuver your ship in any direction.

The wildcard in all this is the Neuronet—part inter-
face manager, part onboard computer, and part pilot. It
serves as your navigational aid, allowing you to plot
coordinates for travel and check on your cargo. More
crucially, it performs critical maneuvers during combat
and can be upgraded with a variety of increasingly
effective tactics to make it more combat-ready.

Space fights consist of you blasting away with your
mouse and ordering your ship into various maneuvers
via the Neuronet. Want to get on a bogie's tail and blast
him into dust? Select the Trail command, which will
order your ship to attempt to get on the bogie's six.
Getting pounded? Order your ship to Evade, and,
depending on the quality of your Neuronet, you will
alleviate the pain.

Most interesting about this new take on ship-to-ship
combat is the almost DIABLO-style element of play
FREELANCER sets up. As you gain more money, pres-
tige, and power, you'll be able to power-up your
Neuronet with new or upgraded maneuvers. Or buy
entirely new Neuronets that are more advanced.
Maybe you'll even discover amazingly sophisticated
upgrades left behind by the ancient space-faring race
who inhabited the area before you. You'll also be able
to trade these maneuvers to your friends in the multi-
player game.

IMIASSIVELY MULTIPLAYER

FREELANCER's multiplayer game, which will be sold
separately from the main game, will be a massively
multiplayer universe where thousands of players will be
able to fly around and interact with each other in a vari-
ety of capacities. Digital Anvil envisions a dynamic,
socially-oriented game thal fealures the single-player
game's politics and clans as a backdrop. This multiplay-
er game will also permit you to be allied with one of the
main houses in the game, or to go it alone,

Digital Anvil is committed to maintaining a meta story
that will keep the game more focused. At one point, you
might log in and hear aboul a big war between the
Kusari and House Liberty. This could mean several dif-
ferent things to you; you might want to join in the war
effort as a paid mercenary. Or you might deduce that
war around certain planets means that certain goods
might command top dollar on that planet, and you'll
hire some of your friends to escort you on a money-mak-
ing trade mission.

Perhaps the coolesl potential feature in multiplayer is
the ability to own your own base. The game will feature
a finite number of bases thatl can be taken over and
controlled by human factions.

The most unfortunate aspect of FREELANCER is the
fact that we'll have to
wait until late 2001 to
play it. 97

CHRIS ROBERT'S

Genre: Actlon
Release Date: (14 ‘01

Publisher: Microsoft
Developer: Digital Anvil
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“| have a Flashcom DSL connection and this is
surely the future for Internet connectivity.
Anyone anyplace that can get this technology
into their home or office is foolish not to order

' w it today! It's fabulous!*
JOHN C. DVORAK
PC MAGAZINE

from Flashcom, once you're setup you're always on, so there’s no wait to connect,
no busy signals, and no dropped calls. Plus it works on the same line as your phone
so you don't have to pay for a deditted line, and you can talk while you surf.

VAILABLE. CHECK WWW.FLASHCOM.COM
ILABILITY IN YOUR AREA.
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* Connection speeds depend upon regional network equipment installed inyourarea. tHe osL speEciaLISTS




SID MEIER’S..

THE MASTERPIECE.

“The best strateqy game ever made.”—-PC Gamer

* * * * *—Computer Gaming World

(5 out of 5)

“980/0" (Highest review score ever awarded) —PC Gamer

“Meier has again set the gold standard for strategy.”—Newsweek

X X X X X —Cnet Gamecenter

(5 out of &)
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2260AD. Alpha Centau
7y their world. Their br
% two ruthless factions,
Now the Planet's futu
alien faction? Or form
a new human faction? With new t
ability to create your own, Alien C
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ENCORE.

ri’s original inhabitants have come to reclaim
utal battle for supremacy splits them into
with the Earth humans caught in the middle.
re is in your hands. Will you rule a heartless,
sinister alliances with the creatures as head of
echnologies, 7 new factions — and the
rossfire brings classic Sid Meier game-

FIRAXIS

play into a limitless new world. Do you have what it takes to survive? .....

THE OFFICIAL E
SID MEITER’S

DOWNLOAD THE DEMO

XPANSION PACK FOR
ALPHA CENTAURT

AT WWW.ALIENCROSSFIRE.COM

3| ©1959 Blectronic Arts. Electronic Arts and Allen Crossiire ane trademarks or registered rademarks of Electionic Ants in the U5, andior ofer couniries., ANl rights reserved. Alpha Centaurl and Firaxis Games are rademarks of Firaxis Games, Inc.




spectacular enough. Colored

glass windows; computer displays

curved surfaces and seamless textures
eradicate any semblance of the Lego-
style architecture we’ve grown accus-

And then you step outside...

..where smooth, rolling green hills dominate the landscape,
interspersed with cliff-walled canyons in the nadirs of water-
sheds. Trees sway in the breeze. A waterfall plunges into a
sparkling river. You can't make out a straight line anywhere,
and the lush scenery seems to go on for miles.

HALO challenges the current conception of how bheautiful a
computer game can be. It could, in fact, redefine your con-
ception of computer games. Why? Because thus third-person-
perspective action game features the finest 3D-game engine,
character animation, and physics modeling we've ever seen.
Such technology in the hands of a company long known for
making fewer games at higher-than-normal cuality levels is
practically unfair,

WANT A JOINT?
Not satisfied with simply stunning terrain, Jason Jones —
creator of MARATHON and MYTH and the visionary and lead
programimer for HALO — also aims to revolutionize the arl of

ALO’s indoor environments are
lighting pours in through stained

reflect off polished floors. The building’s

tomed to in 90-degree-heavy 3D games.

RAT PATROL Hop
Jjeep with friends and

character animation and physics modeling. Even at this early
state in the game’s development, his effort shines. Not only
do vehicles and characters reflect light and cast dynamic
shadows, they actually appear iridescent. Even maore impres-
sive is the life-like way in which the models move,

In almost every game you've played before, the character
anumations are pre-canned — they're ammated before you
ever play the game. What you see when you walk forward or
jump is actually a series of slightly different models, rapidly
painted one after another, much like a three-dimensional flip
hook. Not so in HALO; Jones found a way to implement
mverse kinematics, a lechnique for modeling human motion,
in real time. Game models actually have a skeleton inside
them with properties governing the movement of each joint.
If your character is riding in a jeep and the driver hits the
brakes, the inertia jolts his skeleton forward in the seat, mov-
ing the character right along with it. At the same time, his
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POSTEARD MATERIAL fon
t:soistracted looking at the groovy =~
jery that you get yourself smoked.

arm could be reacting naturally to the recoil of his pistol, and
his head could be turning to track an enemy. This kind of
dynamic, fluid movement and attention to detail is unherald-
ed on many levels. The effects are mind-blowing.

And then there are the vehicles themselves, Driving
around in the game's jeep could practically qualify as a game
in itself, due to the extremely-detailed physics model (think
GRAND PRIX LEGENDS off-road). The vehicles' tires kick up
pebbles and dust that change color depending on the terrain
you're driving over. Bungie also displayed an iridescent fly-
ing vehicle and hover tank that were equally impressive,

As one final demonstration of the engine's power, Jones
zoomed the map way out so that the marine appeared as just
a speck in the distance. Then he smoothly zoomed in, close
enough that I could read an indicator on the side of the sol-
dier's rifle that showed how much ammo remained.

The standard soldier's weapons are a pistol with a built-in

The Clesest Thing
to the Real Thing

by Jesse Hiatt

laser for painting targets, an assault rifle with an attached
grenade launcher, and a machete for desperate situations.
We also saw a cool zooming sniper rifle, a rocket launcher
thal leaves realistic smoke trails behind it that dissipate into
the wind, a surface-to-air missile, a spear gun, and a funky-
looking defoliator weapon. The aliens pretty much have an
equivalent weapon for each purpose, but they shoot blue
energy beams instead of familiar, earthly ordinance.

RING AROUND THE WORLD

Bungie's game design process is three-fold. First they fin-
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COVERI STDRYASIGAMES

ish their engine, then they play the hell out of
the multiplayer game, and finally they move
on to the single-player experience. Since the
game recently began moving into phase two,
much of the game's story has yet to be real-
ized. But to be perfectly honest, the HALO
engine is so amazing that Bungie could let us
just run around the map banging two rocks

together, and that would still entertain us for > N ) ety p | IN YER FACE OR

a while. , To R - VAU FAR AWAY Character
The setup for the game goes something . 2iitih i models scale from 200-2000

like this. A space-faring transport vessel car- LR e polygons depending on how far

rying about 1,800 humans, 800 of them 3y ey, B J ' away they are from the viewer.
marines, crash lands on a huge ring-world 2 Note menacing mini-gun.
that orhits a distant star. A theoretically fea- i
sible science-fiction construct, a ring-world is
a thin ring of planetary mass thousands of
miles across, with an inner surface coated with
desirable life-supporting essences like an atmosphere, dirt, trees, and water. Because of the
ring-world's unicue halo orbit at the Lagrange Point between a gas giant and one of its moons,
this freakish world actually spins in place, with the resultant inertia creating an effect similar to
gravity (remember the space station in 20017?).

An impressive artifact of tremendous significance, the ring appears to have heen mysterious-
ly abandoned by the time your ship crash lands on the surface. But much like a leftover slice of

pizza at the CGW offices, this kind of phenomenon ;;_ IIG.G NTRAP-
fails to go unnoticed for long. TION This is the Covenant's

FROM NAPKIN TO An alien race called the Covenant soon pops up. neat-o purple flying unit. Luckily

HAPPENIN’ There are a lot of steps Technologically superior to humans, these you will be able to commandeer
;:gd(;h;:g'&%: !Iha humanoids show up in great numbers to pilfer any vehicle (by force of course).
artist's concept what they can from the ring. As you might guess,
and the final. tex- a full-scale war erupts hetween the humans and
tured 30 mml!gl_ the Covenant.

Since the humans are ill-equipped to face the Covenant head on, their only
hope is to use querrilla tactics. Given this fact, at times you'll be able to use all of
Lhe aliens’ weapons and vehicles against them. The other big problem you'll face
in the early parts of the game is that all your mates and gear got spread out all
over the ringworld in the chaos preceding the crash.

STEVE JOBS LOVES HALO

' HALO makes quite an impression the first time around, but it isn't exactly a sur-
prise that something so revolutionary would come from Bungie. After all, these
quys are known for being different. They do their own publishing; they have
always supported the Mac platform (HALO is no
exception — Steve Jobs unveiled the game in his
keynote speech at the recent MacWorld Expo); and
they tend to make fewer and more innovative
games than the rest of the pack.

Although only in the nascent stages of develop-
ment, it is readily apparent that HALO is a very big
deal. With a solid record of setting high standards for
their games, it is unlikely that Bungie will screw Lhis
one up. Which is why, of the five games we've
selected, we feel HALO has the surest shot at chang-
ing gaming. It just looks too damn good. ({7

Genre: Action
Release Date: (J4 2000

Publisher: Bunnie
Developer: Bungie

BUNGIE'S
GAMEOGRAPHY

i

VINDIAURNHE:
LASYINaLs UF BizIE

“There is a common saying among programmers, ‘Don't try and rein- f}ﬂfj}f;ft}jj hiy
vent the wheel! Well, we try and reinvent the wheel because hey, the
guy who invented the wheel was really psyched. We typically throw away MRRATAON
all our code when we start a new project. | am much more likely to start
from scratch. If you don't understand what you're doing at the most basic VIAHRTHDNECH
level, you'll never be able to innovate. DUHANUALE

“Ever since QUAKE came out, similar first-person shooters were all over MARATHI U_;_‘}: 1317 “ 111)

the place. You could hardly tell them apart. You won't be ahle to mistake
HaLo for anything else. The reason that we do this is because just like
users get bored of recycled ideas, we get bored the same way. We didn't
want to do another first-person shooter or another real-time strategy

game. We're also not really hig on analyzing the market or saying game
¥ Is really cool. We do what we think is cool because we love it”
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Creating God In
Your Own Image
by Robert Coffey

eter Molyneux wants you to know something. He wants you to know
that no matter what you've heard, BLACK & WHITE is not another

“god game.” BLACK & WHITE is a role-playing game.

1L 8 =
o It just so happens that the role you're playing is God. So what is BLACK & WHITE? It is, as Molyneux insists, a
The truth is, no one can cram all that is BLACK & WHITE role-playing game. But it also happens to be 1) a god game;
into one neat, limiting genre specification. The ambition 2) an experiment in artificial life; 3) a strategy game; 4) the
that is the soul of this game is far too unwieldy and world’s most surreal online-chat program; and 5) an experi-
immense to be confined by some arbitrary term; stuffed into ence that evolves into an expression of who you are. If
1 a routine, user-friendly definition, BLACK & WHITE can't BLACK & WHITE can be summed up as one thing, it is in the
| help but resist, bursting loose from whatever elaborately- way creator Peter Molyneux sees it: "BLACK & WHITE is the
{ fashioned pigeon holes we game journalisls can construct, closest I have ever come to what was in my imagination.”
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BIG BAD WOLF Huge and menacing, an

'OU'RE ALL A BUNCH OF evil wolf creature stalks the countryside.

IN THE EEGINNING

The game opens with an idyllic
world, a tiny island practically
glowing with lush vegetation.
Your goal is simple: Get the
whole world to believe in you and
worship you as their god. You the
player are manifested as an ele-
gantly simple, all-powerful hand
hovering above the earth. Not
wanting to break the illusion of
the gameworld with buttons,
tabs, and menu screens, the
designers have made the hand
the entirety of your interface.
You'll grab spells from your
citadel and cast them with a
wave, and you'll move through
the world by "grabbing” parts of
the landscape and “pulling” the world until your destination reaches you.

While you cannot interact directly with the primitive tribes peppering the
landscape, you can influence their lives indirectly. Spells allow you to rain
cdown literal manna from heaven to feed starving tribes or to rip their fragile
villages with vicious ribbons of lightning. Either approach will convince the
tribesmen that there is something greater out there, and they will begin to
worship you, either out of fear or out of adoration, and therein lies the heart of
the game. Do you model yourself after Kali, the Indian black goddess who ate
her own children, or the more benevolent, Christian New Testament God?

It's the sort of decision games have rarely addressed. Just as every moral
choice you make in your life shapes and molds your existence, so will it in
BLACK & WHITE. Live a life of callous evil and the gameworld becomes a
blighted environment, scarred with volcanic fissures, while your place of
power becomes an increasingly forbidding place. Nurture and care for

your worshippers and the world flourishes, your palace growing to
- resemble a fairytale ideal.

CHILD OF GOD
The most obvious expression of your morality comes in the
= form of your creature, the only

living being over which you can

ANIMALS!!!

TIGER, TIGER, BURN-

exert any direct control. After
you've successfully won
over your first village and
have started to amass
some power, you'll dis-
cover three non-human
entities: a passive cow, a
neutral ape, or an
aggressive tiger. After
choosing one of these
creatures, it is your
responsibility to teach
it. An enormous bun-
dle of unchecked id,
your creature is entirely
dependent upon your
direction to learn how

LN

=

CLANSMEN /i of i villages and
potential worshippe ' l‘ gned around
specific tribal themgs shofifasNative

Americans, Aztecs, fir [JaBs

ING BRIGHT This series of
shots shows the range every crealure
can display simply in terms of its good
or evil nature. The first tiger is fero-
ciously evil, the second is more bal-
anced, while the last tiger is a shim-
mering example of beatific purity.
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to live in the world. Reward and
punishinent are the tools you'll use
to shape your developing avatar; for
example, should your hungry crea-
ture consume a villager, you can
smack it to let it know your displea-
sure. That won't be the end of it,
however, because you'll need to tick-
le its belly and pet it when it later
picks up a villager, considers eating
it, then lets your worshipper free. Of
course, you could do the opposite,
training your creature Lo eal every-
one it sees. As the creature balances
its desires with what you teach it, a
personality begins to emerge.

The creature is a marvel of Al pro-
gramming, learning not only through
the application of your firm hand but
by observation as well. It watches
you, learning to use your favorite
spells. As the creature adopts your
beliefs, it becomes capable of acting
in your stead. Capable of making its
own observations, your creature can
travel to a new village, realize the

people are starving, then start cast-
ing food spells. Moreover, your crea-
ture may then entertain the popu-
lace, playing with them or teaching
them to dance, all without direction
from you. Even more remarkably,
the creature is able to form opinions
based on your tutelage — you can
teach him not to destroy life by
sparing fisherman when faced with
hostile tribes but by actively seek-
ing out the leaders.

Just as your philosophy is painted
across the landscape, so is it
reflected in your creature. Evil crea-
tures take on menacing forms, all
tooth and claw, literally smoldering
with malice. Good creatures glow
with saintly goodness. With crea-
tures growing fat or skinny, weak or
strong, no two creatures should
look the same, especially consider-
ing a damage system that models
every every cut and gash, leaving a

scar that lasts the lifetime of your
creature.

THE HIGH ROAD OR
THE LOW ROAD?

While the struggle between good
and evil molds your creature and
shapes the world, so does it direct
gameplay. The game constantly
confronts you with decisions as
well as gauging your behavior
across 11 sliding scales, rat-
ing you in terms of adventur-
ousness, aggressiveness,
curiosity, and more. For
example, a more henevolent
deity may be faced with the
task of rescuing a villager
whao's become lost, while a
more punishing god will have
opportunities to seize things
by force.

Players will have the
chance to share their experi-
ences in some of the most
original online play
devised. Budding
deities can compete
in a more traditional
strategy game, pit-
ting their spell set

each other. What is
interesting here is

ture from vour saved
game online; any-

it will be carried
back to your
ongoing solo
campaign.

Even
more
remarkable is Molyneux's
plan for BLACK & WHITE's
online community, where
players will be able to take
their creatures online to
interact with each other in a
primarily non-combative setting.
The creatures will learn from each
other — they could pick up bad
habits, or they might learn a new,
special attack. Again, this new
knowledge will be carried back to
the single-player game where you'll
have to deal with their slightly-
altered personality.

BLACK & WHITE should simply be
like no other game, ever. Yes, it's
graphically gorgeous, but it's the
free-flowing, individualized play
that is most tantalizing. IL's an
awful lot of ambition to shoehorn
onto one CD-ROM, but if anyone
can do it, Molyneux and Lionhead
Studios can. ({917

and creatures against

that you use the crea-

thing that happens to

PETER MOLYNEUX

“After | had started the design of BLACK &
WHITE, we all got together and thought
ahout the things we would need to create
this game. We looked at each other and
thought that we could never achieve
those goals. But the number of cool fea-
tures already in BLACK & WHITE show how
high we have managed to push the tech-
nology envelope - the Al, the interface,
the 30 engine, and the sound engine.

Still, 1 absolutely don't consider this to be
the definitive ward on “god games.” All
genres have much more in them yet to he
discovered. While the complexity of the
level of detail in BLACK & WHITE marks a
hig step forward, it still could be
improved upon.

“I hope to foster a huge online commu-~
nity. There will simply be no other experi-
ence like BLACK & WHITE GATHERING,
hecause of the diversity and individuality
of all the creatures. At the moment my

crealure is bordering on the very
evil side, but my excuse for
this is that | have to
ahuse him and the
world around him o
test the game.
In the end, this is
the scarlest project I

have ever undertak-
en in my life.”

MOLYNEUX GAMEOGRAPHY

HOHUROUS
HOWERMONGER
AR EAREE]
N WNDIEATE

AR EARHE 2
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Genre: Strategy
Release Date: (12 ‘00

Publisher: Electronic Arts
Developer: Lionhead Studios
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"The object of war is not to die
for your country but to make the
other bastard die for his."

--General George (. Patton

Inflict some freedom at www-ripcordgames.com




hat is the appeal of the Skinner
box that is the home? Security,

tranquility, the sense of whole-
ness that can only come by surrounding

yourself with those you love? Nah.

[ think it's more along the lines of an old Steve Martin routine in which
he entertained thoughts of raising a child and teaching said offspring all
the wrong words for everything, He relished the thought of a child rais-
ing his hand the first day of school and asking, “May I moo dog-face to
the hanana patch?" This is the appeal of THE SIMS, the ultimate expres-

sion of the entire SIM franchise, a game where you can run amok with
the lives of people, without running the risk of jail for child abuse
through enforced idioglossia. Maxis, the company that practically creat-
ed the so-called "software toy" genre with SIMCITY, is now preparing to

deliver the ultimate toy — human lives.

BIRTH OF AN ARTIFICIAL NATION

Seven years ago, Maxis founder Will Wright was toying
with an architectural sim, a nice litlle program that would
let people create their own virtual dream homes. But
other products (most notably SIMCITY 2000) distracted
Wright and the rest of his team until about two and a half
years ago. When production once again resumed on what
Maxis had heen calling SIM DOLLHOUSE it was with one

BURNING DOWN THE
HOUSE Random events like burglaries
and fires will add more life events for your
Sims to deal with.

- g

significant change

- the focus of the

game had moved from the aluminum siding of the homes
to the lives of the dolls within.

Anyone who's played any of the SIMCITY games knows
just how pesky the virtual people inhabiting those digital
metropolises can be; whether moaning about taxes or
whining [or a sports stadium, the “Sims” were a difficult

BETTER HOMES & GARDENS

A simple, intuitive interface makes home creation a
snap, with floor design, door and window placement,
and surface textures readily applied with the click of
a mouse.

EVERYTHING BUT A PINATA

A variety of recreational objects will facilitate social
intercourse and help you entertain your friends.
You'll even be able to select the music you play on

the stereo.
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bunch to manage. Happily, they remain just as challeng-
ing in THE SIMS, thriving only when players tend to the
minutest details of their lives. One of the most remarkable
things about the game is how the design team has dis-
Lilled gameplay to three basic functions - building, buy-
ing, and living - and yet managed Lo pack so much of the
real world into those seemingly limiting specifications.
Every game starts with the creation of a new, single

Sim, and deciding his or her sex, skin, and basic appear-

SIRAVES

THOUGHT
BALLOONS While speech
is expressed as ahstract hut emo-
tion-charged sound, handy icons
will let you know what characters
are discussing, letting you steer
those with similar interests toward
each other.

4
(4

LIVING IN THE
MATERIAL
WORLD

Every object in THE SIMS
is programmed with
behaviors, mood modi-
fiers, and even anima-
tions for your Sims.
Eventually, players will be
able to add their own
objects to the game.
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ance before dividing points among basic character quali-
ties: neatness, outgoing-ness, activity level, playfulness,
and how nice you are. After that you dive right into the
building portion of the game. Since you start with a set
amount of money, you can either immediately purchase a
model home or create your own. Designing your own
home is a remarkably intuitive process, using a simple
click-and-drag interface to plop down floors, walls, win-
dows, doors, and anything else you feel your home needs.
Gamers will have to resist the temptation to blow all their
money on the biggest house they can afford right off the
bat, since they'll have to furnish it as well; forget to set
aside enough money for a toilet and
shower and life will get very
Appalachian very fast.

You CAn Buy HAPPINESS

Keeping your Sims content is the pri-
mary challenge. While big rooms and
lots of windows will make them happy,
the chief purveyor of pleasure comes in
the form of material goods. Comfy
chairs, aguariums, stereo equipment,
hot tubs, and state-of-the-art kitchens
are just a smattering of the objects tha

PLUMEBING
THE DEPTHS
OF HUMAN
EXISTENCE
Bathing and keeping
your foilets in working
order may sound frivial,
but ignore them and
your Sims will suffer the
same way an unwashed,
hladder-hloated you
would.
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fill up your Sims’ living space.

All the objects are programmed
with attributes affecting both your
Sims' mood and their behavior; this
means that as you accumulate more
stuff, you also accuire more options
in terms of things to do.
Entertainment objects facilitate
social interaction, giving visitors
something to do when they drop by,
while quality-of-life improvements
such as plants just make your Sims
happier. Of course, you'll have to
maintain all these things - fail to
water your plants and they'll die,
bumming out your Sim. This amount
of micro-management could be
daunting, so you'll be able to hire
gardeners to care for your lawn,
while maids will tidy up the house.

Beyond this, objects can also affect
who your Sim is: purchase an easel
and your Sim will start painting,
improving their creativity and open-
ing up new life paths, primarily in
terms of employment advancement.
As Will Wright explains, The gist of
this “behavioral architecture” is that
the intelligence is a function not only
of the people in the houses, but also
of the environment you've provided
for them.

That's right, you'll have to get a
joh. The game will include 10 career
tracks, each with 10 jobs that will
take budding actors from a meager
waiter job to superstardom, or guide
enlisted army personnel to a high-
profile life as an astronaut.

LIFE OF THE PARTY

The living part of the game is prob-
ably the most important — it's
undoubtedly the most fascinating,
especially when it comes to Sims
interacting with their neighbors.
Other people will eventually drop by,
and it's your job to forge relation-
ships with them all. Ideally, you'd
like warm relationships, since you'll
need to make friends and influence
people in order to reach the higher
career tracks — not to mention start a
family. It would be easier if you could
control the neighbors, but even
though they're from families you've
created in other parts of the neigh-
borhood, you can't control them once
they leave their own home.

While parties, hot tub get-togeth-
ers, and conversations ahout aliens
and other common interests will help

you get and keep your friends, you'll really have to work to
get a spouse. You'll have to woo someone with backrubs,
compliments, hugs, and kisses before you pop the question.
Just as in life, one miscue could foul the whole deal up.
Once you do wed, you'll then gain direct control of your
new partner and can start a family, growing to a maximum
of eight - perfect for a very Brady Christmas.

“This game started out more focused on
the architectural aspects, but | realized
that | needed ta stimulate people in the
house to really evaluate the designs that
the player constructed. So at that point,
Jamie Doornhas and | spent about a year
and a half getting the Sims to act intelli-
gently. When they starled living plausible
lives in this world, the whole direction of
the project shifted more in their direction.

“Far me THE SIMS represents the most
personal of the Sim games. I like to put my
house and my family inta it and play my
life. So in this sense it's a kind of strange,
surreal mirror. At this point I've invested
as much time on it as all of my work on
the SIMCITY series.”

A BEAUTIFUL DAY IN THE
NEIGHEORHOOD Al of your
simmed families are represented In this main
menu screen, letting you simply click on a home
to start managing that household.

FAMILY ALBUM

Farly playtesters are responsible
for the creation of one of THE
SIMS' coolest features — a built-in
screen capture utility that lets you
string together and annotate a
series of shots. What Maxis dis-
covered when people played the
game was that they instinctively
constructed stories around the
squabbles, job promotions, and
untimely deaths of their pet peo-
ple. These photo albums can be
saved In a very Lidy web page [or-
mat and posted online, allowing
people to share the stories of their
virtual families.

Even better, the families in your
neighborhoods are saved in a web
page format as well. This means
that the SIMS' community can go
beyond the scrapbooks to actual
hands-on experimentation with
the populace of other players'
communities by downloading the
families directly into their games,
and letting them interact with the
families already there.

In an odd way, THE SIMS shares
the same enormous potential for
self-expression that BLACK &
WHITE does, allowing players to
play the game the way they want,
with results that can't be tidily
predicted, Maxis is embracing the
game's potential for delightful
unpredictability, with no better
example of this than the proposed
Genetic Face Generator. This gen-
erator would be used to create the
faces of 8im kids, blending the
features of their parents to create
a unique individual. When you
consider that people can use their
own faces and/or any 3D skin for
their game characters, the possi-
bilities are infinite. In fact, virtual-
ly every aspect of the game can be
customized: skins, faces, objects,
surface tiles, careers — you name
it. While Maxis will release new
items and careers after the game
ships, we expect the user-created
material to be the most inventive.

THE SIMS is pretty much a sim-
ple stroke of genius, the sort of
idea that makes you slap yourself
on the forehead and ask, “Why
didn't anyone think of this
before?" What's not to love about
toying with the infinite possibili-

ties inherent in the lives of people? With such an imme-
diately understandable
premise, THE SIMS seems
destined to have an even
broader appeal and mar-
ketability than the rest of
the SIM franchise. (97

Genre: Strateoy
Release Date: 01 2000

Publisher: Flectronic Arts
Developer: Maxis
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on Gilbert has a story to

tell us. It is an epic story of

heroes and villains, of good

and evil. It is a story of a town in

‘ 5 trouble, of a mighty warrior who

]I comes to save the day.

| If anyone else were telling this story, we know what

| would happen next. We've all heard it many times before.
: Too many times. But this is a story by Ron Gilbert, a man

who has created some of the funniest and best-loved

Hnn Gilhert Retu "MS 'I:DI" an computer games ever. So what happens next, in his story,

is this: the warrior arrives in town, trips aver a drainage

- 2 e ditch, impales himself on his own sword, and dies. Now
Ep“:, cumlc HPG by Je{f GI een they need a new hero.

This is ahout all we're going to spill of the plot of GOOD
AND EVIL, Ron Gilbert's new RPG/adventure, because to
tell more would spoil things. All you really need to know is that one of gaming's
best designers has something new up his sleeve, and if everything goes his way,
it's going to change the way we think about role-playing games.

FATHER OF SCUMM
Gilbert's goals are high, but fortunately for him, he has a career-long
habit of setting new standards whenever he invents a game.
At LucasArts in the mid-'80s, he created hilarious comic
masterpieces like MANIAC MANSION and MONKEY
ISLAND 1 AND 2, and in the process essentially invent-
ed the point-and-click adventure (with his legendary
SCUMM engine) as well as the cut-scene. Later, as
cofounder of Humongous Entertainment, Gilbert
completely redefined kids' games with the mega-
popular PUTT-PUTT, FREDDI FISH, and PAJAMA
SAM franchises, which offer brilliantly scaled-
down adventure games for young kids. Most
recently, Gilbert helped start up Humongous’
Cavedog subdivision, whose first title was the
wildly popular TOTAL ANNIHILATION.

Now Gilbert is again working on what his
many fans have craved for years—a new
comic story to savor. But it's not an adventure

game, it's a role-playing game with a classic
fantasy selling, with a plot and environments
that will veer wildly as Gilbert unravels his
involving story.

And it is his story, not yours. There is no pre-

tending that you are the main character. “You're

just not,"” says Gilbert. “He has a personality, and it's
not your personality. But the choices you make are
going to help shape him, and shape the experience of
the game."
The focus on a specific character, with a distinct per-
sonality, 1s rooted In
Gilbert's belief that story
evolves from character
and not the other way
around. "In a lot of the
RPGs, it doesn't seem to
matter which character 1
pick—they all say the
same thing. I look at the
character on screen, and
I look at the dialog, and I
think, ‘why would this
person ever say this?'

LOONY UNE
be expecled frofy a game
Gilbert, GOOD AND EVIL will
populated hfan assortment
ridiculous characlers.




A WHOLE NEW WORLD For B00D AND EVIL's look, Gilbert is|
striving to create a 30 world that is appropriate both for the game’s comic sep-
sibility and its role-playing underpinnings.

Ilook at the dia-
log, and I think,
‘why would this
person ever say this?' Characters just become ‘the thief' or

‘the archer' but don’t have real personalities.”

I’'Mm FUnny How?

As you'd expect from the MONKEY ISLAND creator,
GOOD AND EVIL is going to use lots of humor—much
of it directed at role-playing conventions. Characters
will talk amongst themselves about “leveling up,”
for example, while the plentiful dialog and ridiculous
characters, like an evil crow, will retain Gilbert's
absurdist bent. But alongside the humor is going to
be a serious role-playing game. As he put it, “If [
just do a funny story but it's not a good RPG....I'm
dead. So all the things you're used to seeing, they're
there. They're all taken very seriously.”

Largely inspired by LEGEND OF ZELDA, Gilbert is
designing a large, fully-3D world to be played in
third-person perspective; it will be open enough for
gamers Lo explore on Lheir own, in a non-linear fash-
ion, while simultaneously keeping things story-
hased. Depending on the choices you make, and on
how much you choose to explore, gamers will have
different experiences while still receiving the same
major plot points.

“To me, the perfect game is like you kinda get through it
and are done in a few hours,but then you can go back and
play it over and over and always pull something new out of
it. To me, that's a lot more interesting than slogging
through 150 hours of gameplay just to get to the end of a
story. The ultimate goal is o Lell a cohesive story while still

“To me, one of the most
important things in the world
Is stories. Telling a story with-
in a game is kind of a lost art.
A lot of times, Act 1 is in the
manual, and then you get to
the action. I'm saying, let's
just do all three acts in the
game itself. When you hoot up
a game, you shouldn't have to
know anything - no more than
you know when you walk into
a movie for the first time.”

providing enough randomness and diversity to keep
gamers coming back for more—unlike the finality of most
adventures and RPGs."

The game will be combat-intensive, and you will die if
you fail, unlike in Gilbert's previous games. It's going to be
a relatively simple system, not dependent on the learning of
fancy combo moves; it will be dependent largely on how
well your character was equipped and skilled before going
into battle.

THE END
GOOD AND EVIL is still a good

year away, and a lot may
change, including the title. But
we confidently included it here
because of Gilbert's incredible
Midas touch, which makes
anything he creates a must-
play experience. We'll let him
have the last word.

“Why did I make this
game? There are things
about adventure games that I
really love, and I wanted Lo

pul those things into another type of game. What 1 hope
this will do is completely raise the bar as to what story and
dialog have to be in a role-playing game. My big fantasy
dream is that once you've
played an RPG with a great
story and well-written dialog,
you'll never want to go
hack again." ({917

Genre: RPG

Release Date: 08 2000
Publisher: G1 Interactive
Developer: Cavedog

| GILBERT'S GAMEOGRAPHY |
NOBUNIS#E)
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"...the ghouls overwhelmed the hero, clubbin
him with,fheir own severed limbs before feasti
on his guts. And that was right about the time
we knew we couldn't wait to play Kocturne. Thi
game will be causing some hellacious nightmare
later this year." ’

= Computer Gaming World
"It is unforgettable, astonishing, and teeming -
with riveting visual realism. Yet behind the y
rich lighting and gossamer fog is a timeless = |
sepse of adventure. This is gaming at its best.”

- Adrenaliné Vault

It is 1933, and in the thadowed world around you thered
exists an ungodly evil: werevolves, vampires, ghouls
and flesh-onting wombies that wait Juut outuide thoe
light's unlocked door to feed upon innocence. Thele
also exist guardians of the good and just, tiveless
vigilantes capable of tracking down this evil and
turning it upon itselsr. You are one of them. And you
hunt, as your vile quarry does, by night.
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This game contains strong scenes ¢
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Feel What 1t 1s To Re Immortal.

“Rest of £’ "B of £} “BPE of Sfot”

— Adrenaline Vault, Game Spy, ~ E8 not = IGN.com, All Games Network,

Gameprix.com Voodoo Extreme
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Live as a vampire, feeding on Build your ewn thrilling Enter the World of Darkness” and Survive over B0O years —
human prey while struggling online adventure with a unigue encounter vampires of different from medieval Prague to a modern
to maintain your humanity. storytelling system. clans, plus other horrors. gothic New York.

l www,activision.com

kil it sefhuare ACII v iSION g
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BLASTS FROM

THE PAST

By Chris Lombardi and the CGW Staff

ate to break it to you

like this, but good

games don’t go to
heaven when they die. nope,
there’s no eternal bliss for the greats of gaming's
classic age, no angelic host of perfect and eternal
players; there's just a sort of fading purgatory of
fond memories in the minds of aging gamers.

It's a damn shame. Although most games from
days gone by deserve their increasing obscurily,
there are a bunch of gems in the rubbish pile that,
with a bit of graphics polish and some tweaks to
design, could shine in all their former glory.

Bring back the love, we say! Let the classics live
again! We rummaged through our memories—the
few that have survived the senile dementia-and
came up with this list of oldies but goodies that
we think deserve another chance. We've also
picked some contemporary game designers and
development houses who we think have the stuff
to do right by these classics.

._'__1 | u

AND THE PEOPLE
WHO DESERVE
TO MAKE THEM

ELECTRONIC ARTS, 1986

ACING DESTRUCTION
RSE.'I' was one game in
a series of :
Construction Sets released by
Electronic Arts in their 80s heyday.
We'd love Lo see Lthe concept of do-it-your-
self games make a comeback. But we'd be
happy with the racing game [or starters.
In RACING CONSTRUCTION SET, you huilt
a slot-car racing track from scratch. You
designed the track; placed jumps, mines,
and oil slicks; designed your cars; and
even adjusted the physics of the world.
Then you'd take your slot cars for a spin.
For the remake, we'd pick the hottest
car game group on the planet, the
Electronic Art group responsible for the
latest NEED FOR SPEED. Our demands are
simple: We want a detailed and easy-lo-
use track editor with all the bells—jumps,
loops, banks, and a hag of obstacles to
sprinkle around. We want a car editor that
lets us huild a car from tires to trans, We
want to be able to screw with the physics.
Then, we want to be able to hop into a car
and make a wreck of it. And we want a

movie editor. Tomorrow. That's all.

m et BE R AR L . Lat L L _e 2. L . ABREABNTERS FPAMIIME WIRADIOD
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BLASTS FROM THE

OEUEN ES)
ELECTRONIC ARTS, 1983

SEVEN CITIES OF GOLD was the game that changed

a few of us at CGW from boys to gamers. A tiny

ship. A handful of terrified men. And an entire hemi-
sphere to discover. Il was a great selup and brilliantly exe-
cuted for its time. As cheesy as the graphics were, and as
simplistic as the design was, SEVEN CITIES worked. It
made exploring a map fun. And it was brilliantly
paced. The long periods of peaceful exploration were

)7 punctuated by tense interactions with natives.

This remake is a natural for Ensemble Studios, the
creators of AGE OF EMPIRE.S And they've got a ready-
made name: Age of Exploration. Let us explore a huge,
beautiful map on the same scale of the AOE games. Lel us
establish settlements in the RTS-base building style, but
don't force us Lo micromanage Lthe settlements; give us a
good settlement-management Al There needs to be some

MICROPROSE, 1987
If anyone has approached perfection in a

game design it was Sid Meier with PIRATES!.

Even with its dated graphics, the game still
holds up today. MicroProse made a half-assed
attempt at an update in the
early 90s, but they only
marginally improved
the graphics and
didn't touch the
gameplay. The game
and gamers deserve a
visual revamping, and some
of the weaker game ele-
ments could benefit from recent advances in RTS design.

PIRATES! had it all—action, strategy, adventure game

elements, real time wargaming, history. In the course of
living through the career of a pirate on the Spanish Main,
you fought ship-to-ship cannon battles, clashed swords
with enemy captains, searched for treasure and the mem-
bers of your scattered family, married the daughters of
goverors, and managed the logistics of maintaining a

MILE

ELECTRONIC ARTS, 1983

alk to any wheezing gaming geezer and he'll
T probably drone on and on about M,U.L.E,, a bril-

liant little multiplayer game a decade ahead of
its time. M.U.L.E. was essentially a family board game set
on an undeveloped planet. Players bid on land parcels,
developed those parcels to produce the game's
resources, and then moved those resources around the
game board using their M.U.L.E., a Multiple Use Labor
Element. The design was tight and the opportunities
to screw other players were plentiful.

New World Computing is the perfect choice for a remake.
They've got boardgaming roots and the right sense of
humer. We'd skip the boxed version and single-player game
and go directly to Internet. And while they're in the right
frame of mind, New Wotld can bring back their hilarious
multiplayer board game, NUCLEAR WAR,

fACE @ beEfA
TERRAIN:VILLAGE

competition, too: Rival nations with explorers and conquis-
tadors racing to find the new natural wonders and
resources randomly but realistically spread across the
world. But we don't want the game to turn into yet anoth-
er RTS game. Exploration is the focus. Get it right, quys, or
we'll hammer you mercilessly in the review.

crew. You could even fight real-time
land battles (though they weren't
very good—the only flaw in an other-
wise perfect design), and relive the
historical careers of famous pirates.

For our remake dream-team we'd pick Blizzard as the
main design group, since they're so good at real-time
games and do a great job of creating rich universes
around them. We'd bring in the PRINCE OF PERSIA team to
develop the sword-fighting sequences. We'd have
Ensemble’s Bruce Shelley, gaming's Mr. Peabody, consult
on the historical details and manual. And maybe we could
find something for that Sid guy to do.

INFOCOM, 1984
0 f all the Infocom text adventures that

could be revived, we choose PLANETFALL

hecause it was one of the most popular. But

we don't really care which ones gets remade—THE
LURKING HORROR, TRINITY, MIND FOREVER

3 VOYAGING—all we care ahout is a good
story, great writing, and mature themes.

All they had was text, so the Infocom
authors did text very well. We miss their
writing; boy, do we miss it.

For our Infocom remake we'd team up the two cur-
rent masters of storytelling, Tim Shaefer of
LucasArts and Ron Gilbert of Cavedog. We'll take
the LucasArls artists, too. Throw them in the base-
ment for a year and prepare to hear a tale.

COMPUTER GAMING WORLD » cgw.gamespot.com » NOUVEMEBER 19939 m
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ATARI, 1984

million arcade
games could be
remade, but we

choose MARBLE MADNESS
because it was so original,
and the concept could easily
be expanded. The basic idea
for you youngsters: You
played a marble who rolled
around a weird 3D world full
of traps and puzzles and
“had" marbles that would
bump you off the world and
into oblivion. It was different,
it was challenging, it was fun.

the original.

NE

INTERPLAY, 1988

William Gibson's novel in
their game adaptation. They
captured many of the seminal
scenes, designed clever puzzles,
and did a decent job with

Interp]ay did a great job with

the difficult task of making battles with computer Als interesting.

But the Apple II just couldn't deliver the gritty visuals suggested

by the novel, and the adaptation of Gibson's dialogue for the game
left something to be desired. The game was just far too cartoony.
For the remake, we give the job to Dream[orge, in particular, to the
team that put together the award winning SANITARIUM. They've proven
that they can do dark and moody, and they have a rare gift among game
developers—an ear for dialogue and compelling narrative. Go at it guys. We
want Lo be walking the streets of Chiba by summertime.

4 m The sensation of flight on a magic carpet was so good it could, literally, make

HAMPIONS and THE INDESTRUCTIBLES aren't think SYNDICATE and isometric perspective. We want a
‘ games that need to be remade - they need to be nice character creation and development system that will
finished. We want, no, need a super-hero game, and let us pick and choose super-hero traits and personali-
we need it now! The concept is a no-brainer, a ties. We want a butt-load of cool animations of super-
natural, but no one has ever been able to pull it off. hero powers and environmental effects. We want to
' We're going to give Peter Molyneax another shot play multiplayer over the Net. We want to prance
*at the INDESTRUCTIBLES. But this time, Peter, around in pretty underwear, shouting “Zoiks and
dump the first-person action game idea. Rather, away!" Is that so wrong?

" ELECTHONIC ARTS, 1983

hess and the arcade game. Who'd
a thunk., ARCHON blended this

S 7 unlikely pair into a brilliant
o & o= ":::.R _ ] hybndlof act_lon and strategy. The .
o5 5 '*1 ][ L strategic portion was a very slight variant
,Ii i | | on chess: two rows of characters faced-off
L on an alternating black and white grid.
i But when the characters met on a square,
they dropped into an arcade battle.

For the remake, we'd keep the strategic
game the same—spruced up graphically,
BATTLECHESS-style. But for the character-
on-character battles, we'd use the latest
QUAKE engine to create the 3D bhattle-
fields. The kicker is the online play. We'd
love to see a setup whereby people could

1

il

i i

We give the redesign task to the master of arcade weirdness and fun- play different roles: You'd have your
ness: Shigeru Miyamoto, designer of DONKEY KONG, MARIO BROS., strategians playing the chess game, while
ZELDA, and other classics. We can't wait to see the bizarre maps, charac- twitch gamers fought gladiator duels in a
ters, and traps with which he'd litter the little marble's world, And he'd first-person action mode.
probably figure out a way to turn a lifeless sphere into a character worthy As for design, we're going to keep this
of lunch boxes and a cartoon series. We'd also commission a special one for ourselves. We're currently working
rolling-ball controller from CH Products to completely recreate the feel of on the technology to transfer our cocktail

napkin “design docs" into digital form.

And we've still to convince Thierry
*Scooter” Nguyen to change his major

5 P&Iar}:l..uﬂevl Jgu.ogoe 3 l

snaUter from English to computer science. But

these are minor issues. With Jeff Green as

project director, we're confident we'll have

this one online for Christmas '23.

you puke. And the visual effects of the spells, like the Earthquake spell that could 1ip a
continent in two before your eyes, were stupefying. MAGIC CARPET deserves another

flight through the gaming world with the benefits of 3D acceleration.

A : There are a lot of groups that could take this project on. But having just seen the 3D
BULLFROG. 1994 engine of HALO, we think Bungie deserves the draw. The HALO engine is capable of every-
: thing the MAGIC CARPET engine pulled off and a whole lot more. So finish up HALO real-
quick like, guys, and take us on another MAGIC CARPET ride. 1

m NOUVEMBER 1888 = l:!jw.nam"pot.nnm « COMPUTER GAMING WORLD
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" resistance Is futile."

- PG Accelerator

"A virtally flawless masterpiece"

- Future Gamer

"... will shake up the gaming landscape"
- CNET

" a next-generation game in every sense..."
- The Adrenaline Vault

"The 3D shooter for the next millennium."

- gamesmania.com

" ..l have to tell you, it's pretty damn cool”
- IGN.com
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CGW EDITORS' CHOICE GAMIEES IN RED

@...The cars’' engines sound
Combat: Operation Victory ; authentic - which means they all
LCUL———__—_— h———" N  sound pretty much like power screw-

Force 21

Gulf War drivers - except “Aquacar,” which
T EEEEETE sounds like an electric bong....

Jagged Alliance 2 ' Mark Clarkson, reviewing Re*Volt
MechCommander Gold

Outcast
Re*Volt
RitesofWar 4 we -
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Outstanding The Very Good Warthy of Average Either an Weak Seriously lack- Abysmal The rare
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QOarsman
Can’t..move,.arms..slowing..down, How
many ships do they chink we can ram in
one day? Thac's ic, I'm caking chis up with

game ever made. 3 _
- i the union.

Jmmerse 3pursc|f"in the

Scop! Thiel! My God Ma’ac gives me
the power to serike you down where you
stand! Feel lucky punk?

The Pharaoh’s palace is hilled wich loot.,
They'll never notice if a licele is missing! |
might anger the Gods, but you won't cacch
me rowing in a galley all day. Nexe scop, che
Beer Maker's. Stealing is chirsty work.
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Shay whacya will, I gocea keep rasheing my

* brew, The Pharach demanshed che beshe.
And that's what heesh gonna ger. Hail
Oshamh, may che barley crops grow bhl:mn,g
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- and use the same poinr.md chcl:interfau
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Nile Farmer

Nobody told me that when the Nile floods
I have to work on che pyramids. Why didn'c
I go to embalming school like Mom wanted?
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Irrational Games Make Big Noise With Sequel to Quiet Classic

successful Shock

SHOCK sold over 170,000 copies and was not a commer-

cial failure. Bul it is true that when initially released in 1994,
Looking Glass's ground-breaking game was overlooked by a lot of
gamers, although greeted with favorable reviews. Some gamers erro-
neously dismissed it as a DOOM clone, even though it was actually
the offspring of a line of games that preceded any of id Software's
first-person shooters.

SYSTEM SHOCK defied pigeon-hole classification because it bor-

rowed elements
from a variety of

c ontrary to popular gaming lore, the original SYSTEM

genres. Yel it is pre-
cisely because of its
crealive design thal
it is now commonly,
belatedly, regarded
as one of the better
games ever made,
Irrational Games was given the task of creating a worthy successor
to the cult classic original, but the good news is that they responded
by delivering a game that both retains the best attributes of SYSTEM
SHOCK while providing a fresh gaming experience.

SYSTEM SHOCK 2

reviewed by P. Stefan “Desslock" Janicki

Back to the Future

Even though it's a sequel, SYSTEM SHOCK 2 feels extremely origi-
nal due to its science-fiction setting — rare for an RPG, The game's
world offers a rich combination of psionic powers, contemporary and
futuristic weaponry, and cyberpunkish implants and technical skills.

Here's the backstory: Prompted by the near destruction of Earth by
the malevolent artificial intelligance, SHODAN, Earth's previously inef-
fectual governments formed the Unified National Nominate and
imposed constraints on the power of mega-conglomerates, But after
inventing faster-than-light technology, representatives of the corporate
creator of SHODAN, TriOptimum Corporation, convinced the UNN lo
engage in a cooperative expedition to unexplored space,

Your character awakens in a crisis, as the ship that undertook the
journey has apparently became
infested by some form of alien life.
Suffering from everyone's favorite

plot device, amnesia, your character MIgaERTua (e yotes.

ADVENTURE/RPG

READ BINARY ? This is one of the few relatively unpopulated and

HANGING AROUND That minimap in the top right comer will
capably lead you to ghoulish sites like this one.

: i i, o .. = : /
AND HANGING OUT Most
pses are worth searching for useable stuff.

has received illegal
cybemnetic implants
that grant superhu-
man abilities, and
are just the kind of
endowments need-
ed in order to sur-
vive in SYSTEM
SHOCK 2.

Afler an effeclive inlroduction and a few early cut-scenes (more
disruptive than interesting), the plot is conveyed primarily by listening
to email and message logs. While the convenient placement of
dozens of logs throughout the
otherwise realistic environments
is a bit contrived, the messages
are engaging and gradually

REVIEW
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CGW RATED

PROS
Novel setting;
good mix of action
and RPG elements;
immersive sound;
an excellent inter-
face; good thrills.

reliant on key
hunts; characters

expand upon the fates of the sto-
ryline's key figures.

Unfortunately, since the set-
tings have been abandoned by
friendlies, the logs replace more
significant interaction with non-
player characters. There are also
a handiul of scripted scenes
crafted using the game engine,
and frequent and interesting
ghostly re-enactments of recent
events. Collectively, these meth-
ods convey intrigue and generate
an eerie almosphere that make
SYSTEM SHOCK 2 feel unique.

SYSTEM SHOCK 2 isn't easily
characlerized. The role-playing

are unhalanced at
the beginning;
hlocky creatures.

=
by
-
Ao

PA{

ESRB Rating: Mature; animated violence, blood, and gore.

Requirements: Pentium 200MHz, 200MB free hard drive space, 32MB RAM, 4MB Direct 30 video card. Recommended Requirements: Pentium 300MHz, 64M8
RAM, S00MB hand drive space. 30 Support: Direct 30, and most mejor 30 cands. Multiplayer Support: None,

Publisher: Looking Glass/Electronic Arts « Developer: Irrational Games » $40 » www.shock2.com
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REVIEW  SYSTEM SHOCK

) . ) , A BRAND NEW ME Should you do the unthinkable and die,
game elements are deeper than in the first game, as you're able to you may e able to hio-reconstruct yourself, if you have enough nanites

personalize your character's initial attributes and abilities and subse- lying around.
quently update them. The game looks and generally feels like a first-
person shooter, but the RPG elements and detailed environments
give gameplay more depth. Unlike a shaoter, you'll find it hard to be
successful in SYSTEM SHOCK 2 if you storm into every room, guns
blazing. For good porlions of the game the ammunition is scarce,
forcing players to warily advance through dark hallways and lean
around corners to look for resources and opportunities to dispatch
foes.

Even solitary enemies can be dangerous opponents, especially
early in the game, and travel through the genuinely creepy surround-
ings often slows to a crawl as a result of the need for caution,
Carelessly trekking into an unscouted room can alert a security cam-
era and result in your character's quick death, courtesy of a legion of
enemies or a well-positioned laser turret. Hackers beware.

Sly Engine

SYSTEM SHOCK 2's engine is well equipped for such stealthy
maneuvering, consisting essentially of an enhanced version of
Looking Glass's Dark Engine, created for THIEF: THE DARK
PROJECT, combined with some of the better interface features and
controls of the original SYSTEM SHOCK. The engine's 3D-acceleral-
ed graphics are capable of producing plausible, fuluristic environ-
ments, and its fogging and lighting effects look particularly good. The
engine seems less capable of depicting characters, as humanoid fig-
ures look crafted from a fusion of rudimentary polygonal shapes,
masked by a decent texture map.

Since there's plot justifications for irregularly-shaped beings, and
since most of the game's setlings are extremely dark, the relatively
simplistic character models work fine, even if they're not as detailed
as action gamers now expect. The music is approprialely atmospheric
but the game's crisp sound effects deserve particular praise.

Environmental audio is a supported feature that's used to great
effect. Straining in the darkness to detect the distant whirring noise
of a security camera, the haunting drone of a hybrid, or the mislead-
ing banter of a protocol droid hecomes an essential tactic. It's great
stuff, and contributes significantly to the tense overall mood.

One of the best aspects of THIEF's engine was that it tracked how
noisy and how visible (based upon surrounding lighting) your charac-
ter was, and ensured that enemy Al responded accordingly. Those
details have been ported intact to SYSTEM SHOCK 2. Stomping hap-
hazardly through a well-lit area while blasting a shotgun will atiracl
considerably more attention than in an action shooter - or in down-
town LA, for that matter.

Don't expect to be able to open the door to one room, deal with ils
inhabitants, and then calmly open the next door to do likewise. If any
creatures are wilhin earshot of combat, they'll try to join the fun, mak-
ing it important to choose your fights carefully. The enemy Al is very =

MR. SNEAKY Stealth is your friend. Move carefully, and you can
sneak behind enemies and clobber "em before they have time to react.

I WIN! A nice Vegas moment in an otherwise very spooky environment.

WHO YA GONNA CALL? Spooky apparitions re-
enacling recent events is the game's primary means of advancing
the plot.

m NOVEMBER 1999 ¢ cow.namespot.com = COMPUTER GAMING WORLD



good, as even basic grunts charge after you inslead of haplessly
lumbering in pursuit, while certain deadly opponents will try to stick
to shadows, where they'll launch barely visible rapid-fire attacks.

SYSTEM SHOCK 2's interface is very well designed, with a simple
click of the mouse allowing you to switch between the game's two
modes — Shoot mode, used for moving and engaging enemies; and
Use mode, which freezes your view as in an adventure game, where
you can explore the environment, use inventory items, and access
your PDA. To help you navigate, you can superimpose semi-transpar-
ent compass directions over your viewing window, pull up an
automap, or maintain a miniature version of it onscreen. Since your
character is supposed to be grafted with a variety of cybernetic
implants, there's a reasonable explanation for your character's ability
to pull up HUD information, such as the digital compass or an

TOYS R US You'll have a battery of goodies at your disposal, includ-
ing the usual pile of weaponry and a PDA that logs your mission goals.

assessment of an enemy's hit points. Thus, the interface actually
contributes to the gaming world's ambiance, instead of detracling
from it.

Character Difficulties

Your character is initially trained in one of three branches of the
UNN, acquiring the skills and attributes of either an officer of the
OSA (emphasizing psionic powers), marines (weapon skills), or the
navy {a combination of weapon skills, hacking, and other technical
abilities). The professions don't add as much depth as you might
otherwise suspect, since during the course of the game you can
develop any skills or attribules regardless of your initial profession.

The professions are very unbalanced, especially at the beginning
of the game when the cybermodules used to upgrade your character
are extremely rare. Il's almost impossible to survive without picking
up at least a smattering of weapon and technical skills, and since
navy characters start the game with those abilities, they have a huge
advantage. Marines are essentially navy characters thal have been
stripped of technical skills. OS| characters are Luddites that lack
both weapons and technical skills and are initially extremely fragile;
there are very few items that allow them to replenish their psionic
powers,

| suspect almost all players will develop characters with a mix of
PSI, technical, and weapons skills, so that instead of adding mean-
ingful depth, your initial character election is essentially just a hidden
additional difficulty setting, During the course of the game you can
develop truly different characters who are capable of successfully
completing the game, but the initial selection between professions
1sn't relevant in the manner it was intended.

Lastly, even though the game features a novel setting and con-
tains significant RPG elements, gameplay doesn't evolve significant-
ly beyond that of recent first-person shooters. You'll spend much of
your time firing at enemies around corners, opening crates, and
engaging in key hunts that demand meticulous exploration.

But the realistic environments, intriguing plot, and creepy atmos-

WINTER WONDERLAND Don't lie down in 2 pile of snow. Those
shiny baubles to the left of the body are pretty valuable.

e .3 B

COME ON IN, THE RADIATION'S FINE! The graphic
engine is capable of some good fogging and lighting e

SPANKING THE MONKEY These happy fellows may surgrise
you when you meet them. :

phere make SYSTEM SHOCK 2 compelling throughout. A patch is
planned to add a cooperative multiplayer mode to give the game
additional longevity. Like the original classic, this is a hybrid game
that effectively blends a variety of genres into a thoroughly enjoyable,
accessible package. ({4

www.ttin.com
Well-designed Looking Glass fan site.

www.shock2.com
The official site,
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DRAKAN is a Genre-Crossing Blockbuster

Flight and Magic .

any artistic endeavor. That thin median lades lo

non-existence in the gaming world, where
tomorrow always looks a heckuva lot like yesterday.
Is that ROLLERCOASTER TYCOON or THEME PARK?
BIRTH OF THE FEDERATION or MASTER OF ORION?
HALF-LIFE or - hey, wait a second...

The latest entrant lo blur the lines is the Psygnosis-
published, Surreal Software-developed DRAKAN:
ORDER OF THE FLAME. Equal parts TOMB RAIDER,
MAGIC CARPET, and Iraditional advenlure, this game
has ane confusing family tree. So does it rip off the
classics or pay
homage to them?
Hell, | don't know:. I'll
have to let the great
minds of our genera-
tion ponder that one.
All a Coors-guzzling
deadbeat like me can
say is that DRAKAN is
a whole lotta fun to play. It's a truly inspired example
of gaming artistry that makes both the publisher and
developer two companies to watch in the future.

DRAKAN is the story of a girl and her dragon. Rynn
is an athletic young lady (which in the gaming uni-
verse means that she possesses both spectacular
breasts and an aerobicized behind) who becomes
bound 1o the legendary dragon Arokh as both friend
and rider, while attempting to rescue her brother
Delon. As a Dragon Rider, her mission becomes even
more perilous. Rynn and Arokh soon find themselves
fighting to save both her brother and the very world
of DRAKAN from the forces of darkness, Hey, what
were you expecting? Poetry?

Despite the routine storyline, DRAKAN captured my
imagination from the moment | started playing. Much
of this was due to the simple yet elegant design. The
game unfalds like an adventure, with initial goals
soon branching off into oth-

. =  ers. You might begin one of
CGW RATED the 11 campaign maps by
— searching for a speific

PROS location, but then meet up
Engaging and mul- wlith a character who will
tifaceted game- give you another quest.
play; heautiful Some quests are routine

eooh “give me Lhis and I'll give
visuals and sound

RS you that” tasks, while oth-
effects; inspired ers advance the main plot.
level design; These missions will lead
diverse multiplay- through diverse worlds
er modes. with landscapes that
encompass everything
from a volcanic hell to ver-
GONS dant forests.

Engine can't

There’s a fine line between tribute and rip-off in

DRAKAN

REVIEW ACTION

Everything about the game is
combal-intensive. While you will
converse with the odd person,
you're more apt to kill anyone you
run into, When Rynn is on the ground
(think TOMB RAIDER mode), she has to
wade through hordes of enemies. When Arokh
soars through the sky (think MAGIC CARPET
mode), he doesn't do so alone. The engine
handles all this fairly well, using either a config-
urable keyboard and mouse setup or a joy-
stick/gamepad for control input. The third-per-
son vantage point will occasionally hiccup,
though. Your viewing angle will sometimes be
obscured by trees, cavern walls, or the like. |
can't recall ever losing a battle because of this,
however.

Multiplayer is fully support-
ed over the net. Ten maps are
included for three different

games: Dragon Match (play-
ers choose dragons and take
to the sky, deathmatch-style),
Melee Deathmatch (ground
combat only), and Master of
the Dragon (players start on
the ground and compete for

. If
Sigmund were alive
today, I'm sure he'd
have something to say
ahout the male game
designers who created
luscious Rynn and her

great hig sword. i

the maslery of a dragon).
While | didn't get the opportu-
nity to test multiplayer out,
these varied modes promise a
lot of replay value as long as

CAN WE STILL CALL THIS A FURBALL? Aerial combal in
DRAKAN can be both exciting and frustrating. While fighting airhorne enemies like the
Succubus is a nice twist on the hack-n-slash norm, the controls could use refinement.

always keep up in.

Hequirements: Penliom 165MHz, 32M8 RAM, 30 accelerator vidso card, 400 MA hard driva space. Recommended Requirements: Pentum Il 233Milz

combat; Arakh
flies like a pig.

3D Support: Diect3D. Multiplayer Support:Up to eight players via Internet or LAN.

Publisher: Psygnosis « Developer: Surreal Software « $40 * www.psygnosis.com
ESRB Rating: Mature; animated hlood, gora, violence

m NOVEMBER 1999 » cgw.gamespot.com = COMPUTER GAMINE WORLD




the obvious technical issues STAFF CUTS, MEDIEVAL STYLE Rymn

have been addressed. comes to the rescue of this poor victim of old-fashioned ‘m S o AR
All the standard “downsizing." _ _ an, Thats

adventurefrole-playing conven- & : ' ey
One Fine Axe!

tions make an appearance in
solo play. Magic potions will
restore your health, make you
invisible, and so on. Special
crystals also add to your
destructive arsenal. More than
50 weapons are included for
Rynn, from rusty axes to magical
swords. She will also find vari-
ous suits of armor during the
course of her lravels, Arokh
starts out with the expected fiery

reath, but soon finds different
runes that allow him to increase
his power. By the time you're
through, Arokh will have belched gas, lightning, ice, and lava.

DRAKAN features a good range of villains upon which to test your murderous prowess. The
troll-like Wartoks can both slash and head-butt you into submission. Ores are irritating litfle guys
with a tendency to duck your best blows. Giant spiders and the Lovecraftian Scavengers both
kill and creep you out.

More challenging enemies such as the demonic Succubus and evil dragons turn up later in
the game. Unfortunately, many are by turns cunning foes and mouth-breathing morons. I've had
some flee in the midst of a beating

BURNIN’ FOR YOU Rynn makes sure thal and ﬂthers Sim.pl-'" stop on the verge
this Wartok carries a foreh for her. Secondary attack of beating me into a bloody pulp.
mode with her nifty flame blade is as beauliful as it is My lone major annoyance with
deadly. gameplay is aerial combat. For a leg-
endary dragon who fought many a
ballle in his day, Arokh lumbers about
with all the agility of a hedgehog in a
hang glider. Any serious opposition in
the skies always takes me out a good
seven or eight times before | getin a
few lucky shots. This can be a serious
drag in some stages of the game,
and | doubt that | would enjoy dragon
vs. dragon multiplayer for this reason.
The Surreal 3D engine does yeo-
man work with the visuals. Each envi-
ronmenl is lovingly depicted and fully
immersive. Weather and fog effects,

along with some fantastic colored
lighting, complete the illusion.

Character animations are equally
good. Rynn moves like the lithe warrior
she's supposed to be, and the Wartoks
stomp around like they just emerged from
under a fairytale bridge.

With the exception of the atrocious voice
acting (Rynn sounds more like a mall rat than
a noble Dragon Rider), the audio effects are
similarly fantastic. Rushing water, the echo of
every movement in a cavern, the clang of blade
on blade - all is wholly believable. The musical
score is similarly inspiring; if John Philip Sousa
scored a film version of Lord of the Rings, it would
sound like this.

DRAKAN: ORDER OF THE FLAME is a
must-play for anyone who experienced
the TOMB RAIDER rush (and subsequent
letdowns of the mediocre sequels) and
loved it. It renews third-person gaming
with so many intriguing new twists, that
even those burned out by TOMB RAIDER B} drakan.telefragged.com
clones will still find something to enjoy < Another monster fan site,

here. ({47

www.planarkan.i:
§ Kilier DRAKAN site on the GameSpy Network.

COMPUTER GAMING WORLD » cgw.gamespot.com * NOVEMBER 1999 131



L

“INCREDIBLY DETAILED GRAPHICS
MAKETHIS THE M@STILKBLYL@NTEEBZEKT (0} mFANIES’YTURN-BKﬂEDLMWN " - PC ACCELERATOR

s . -d" i o
|
Cholce of automatie (fast mmhuu or turn- Attempt to forge strategie allinnees with 12 Over 100 dlﬂ'm'nuhﬂnmmnml
based aver diflerent: rans.lnnhnlmgnhmnnns. elves, nmihanﬂﬂwﬁque

llluspdlsspsmﬂmnr’hﬂluunfmgln. frostlings, orcs, dwarves and the undead. thut growin exy | por



'-"-"F?—E‘.:"dﬂﬁf“'—' . BTy T

LETRADIMARKS ANIY I“-lh.l}l MAMESARE PROPTIREIS OF T RESPECEIYE DWRNERS & 0REGATI NG OT UVELOPERS ALE RIGEY S LRV [RTHEY] I'I'.'I')'b':Y Cb'ﬂlll'..l\"l'l Dy COCREATED BY

TRIUMPH
WWWGODGAMES.COM ETUD IS

The wise ones have seen an.omen of doom in the form of a star in the night sky. The age of peace has officially been bludgeoned to death. The elfin
court lies in ruin, and two factions have emerged. Battle flags have been raised, and silence has enveloped the land. This is the calm before the storm.
You cannot choose to avoid the apocalyptic battle that looms on the horizon. Hatred and the need for revenge have a very long shelf life.

Muke critical decisions involving siege units. Battle your way through vast open areas,
heroes, captured towns, b ‘the outer wall in
magie spells; immunities, and stealth. city sieges und explore durk dungeons. www.apeofwonders.com



Its No Revolution, but Jagged Alliance 2 Is a Tough Strategy Gem

jllva Aruico!

he is evil. A driven hitch, She is Deidranna Reitman,
the self-proclaimed “gueen for life" of Arulco, a small
third-world nation now suffering under its 10th year of
ruthless oppression. She has killed her father-in-law, framed
her husband for the crime, beaten down her own citizens,
and is now bleeding the country's resources dry. Your mis-
sion, in Sir-Tech's long-awaited, finally-released JAGGED
ALLIANCE 2, is to take this evil bitch down.
And as you hire your mercenaries, assemble your squads,
and attack the

JAGGED ALLIANGE 2

reviewed by Jeff Green

CGW RATED

land sector by
bloody sector, you
will experience the
satisfaction that
comes from know-
ing that you are
not only doing the
right thing for
Freedom and Justice, but you're also knee-deep in one of
the toughest, most entertaining, and flat-out best strategy games of
the year.

It's not easy — and that may turn off more casual gamers - but
then, who ever said that taking down military dictatorship was easy?

Party for Your Right to Fight

Like Sir-Tech's original game of a few years back, JA2 takes a stan-
dard strategy-game framework and livens it up with some role-playing
elements. The game begins, actually, in
standard RPG fashion: You create a cus-
lom character, with ten standard RPG
stats (though | can't honestly say | looked
at many of them beyond Marksmanship).
After creating your own character, you go
on an online shopping spree to hire your
first group of mercenaries.

All of the hiring, equipment-buying, and
much of the information you receive in the
game is handled through a clever interface
that emulates the
laptop computer

you're Suppos-

edly packing
next to your
assault rifle and
canteen. To hire
mercenaries, you log onto the Web and go
to a merc-hiring Web site. To order
weapons and ammo, you link to an online
depot. Throughout the game, you'll receive
messages and files over email, while a his-
tory file constantly updates your current
missions and quests. It's a great idea that
Sir-Tech executes perfectly, complete with

a “You've got mail” alert and cheesy banner

ads on the Web pages.

saurce of great evil

l| g wrrEm 46 . A0M

PROS

Deep, complex
gameplay; tough
computer oppo-
nents; clever
interface; enough
open-ended,
addictive strateqy
gaming.

GONS
May be too slow-

MURDER.COM All of your mercenary hiring
lakes place over the Web, which we all know can he a

REVIEW STRATEGY

HARD FOUGHT JA2's laclical batlles - complete with varying stances,
obstacles, a baltery of weapons, and more - can be long, slow, difficult affairs. You'll
earn every sector you take,

Gameplay from here on out is divided mainly between two screens.
On the Map screen, you take care of all the strategic macro-manage-
ment. Here, you'll organize mercs into squads, arrange specialized
assignments (such as healing other mercs and training local militias),
negotiating merc contracts, and monitoring your finances as well as
your squads’ progression through the game's 200+ seclors.

Keeping a conslant eye on all of this — and there is a lot - is key to
your success in JAGGED ALLIANCE 2. Spend your money too fast or
too loosely, and you'll find yourself with no
resources for needed equipment or fresh,
experienced mercs when you need them.
Fail to rest or heal your mercs properly, or
neglect to train the local militias, and
Deidranna's forces will eal you for lunch.
You must perform a tricky balancing act of
moving forward as quickly as possible,
while being efficient and patient enough
to keep your squads healthy, well-
equipped, and well-positioned. It is impos-
sible to win this game by jusl blundering
forward without a plan,

Bring the Noise

The other half of the game takes place
on the Tactical screen, where sectors are
rendered in isometric, 20 fashion ala
FALLOUT or BALDUR'S GATE. The artwork is not stunning, but it gets
the job done, with enough variely in terrain, structures, and obstacles
to keep things interesting. Those looking for flashy 3D eye candy,
however, should look elsewhere.

When you enter a sector occupied by the enemy, a pop-up screen
allows you to retreat, have the computer auto-resolve the combat, or
enter the sector yourself to play out the combat. Your squad moves
through the sector in real time until you encounter the enemy, when
the game switches into turn-based mode.

For each turn, each merc has a certain number of points that can

paced for some;
hattles can be
extremely hard
and tedious.

3D Support: None. Multiplayer Support: None.

Requirements: Pentim 133MHz, 32MB RAM, 373M8 hard drive space. Recommended Requirements: Pentiom 166MHz, B4MB RAM, 854 hard drive space.

Publisher: TalonSoft » Designer: Sir-Tech Canada « $50 » www.sir-tech.com
RSAC Rating: Violence 4 (of 4); Sex 3; Language 4
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REVIEW

JAGGED ALLI

be used to move, change position (prone, sitting, or standing), fire a NICE PERSONALITY JAGGED ALLIANCE 2's mercenaries
weapon, use items, or reload weapons. Position really makes a differ- aren't just generic stick figures, but a randy assoriment of lowlifes, psy-
ence, as does weapon range. Each turn presents you with numerous chopaths, and fun-loving killing machines.

options, and requires careful planning - especially since, early in the TS i e S

game, the enemy almost invariably has better, longer-range weapons : ik
than you.

As you progress, your weaponry and skills get better, but the fight-
ing, if anything, gets harder, with more enemies per sector with even
more brutal weaponry. Battles, in general, can be slow, demanding
affairs = I'd often spend hours trying to beat a single sector on the
game's lowest difficulty level — and as such might wear on some
gamers' patience, especially those craving instant gratification.

About the Al, well, I've played worse. During some battles, you'll
swear il's cheating, as it seems lo miraculously score a hit every turn,
no matter the obstacle,
while you miss constantly.
At other times it's absolutely
brain dead, sending troops
practically running into your
arms in plain sight. Overall,
however, it feels right.
Deliberate, strategic think-
ing is usually rewarded,

; 4 while barreling forward with
I S guns blazing will earn you a
DOOFUS FOR HIRE Creiling trip to the Load Game
your own custom merc allows you to put screen every time.
yourself in the game. The squad would be
nothing without me.

DUELIN' BANJOS The game's
many NPCs, such as this family of hillbillies
east of Cambria, provide a constant source of
entertaining dialog.

THE BIG PICTURE lse the map view to keep an eye on your
progress through Arulco, make assignments, and negotiate with your mercs.

Louder Than a Bomh

JA2's trump card is the
mercenaries themselves.
There are dozens of them to
choose from in the game,
each with his or her own
distinct personality. Each
has a huge number of
sound bites sprinkled liber-
ally throughout the game,
and while some can get
awfully repetitive, others are
hilarious, and succeed
greatly in providing the
game with a constant
source of comic relief in
what might otherwise be a
rather dour experience.

It's not just ear candy,
either, but is tied directly
into gameplay. Mercs will
tell you when they're tired,
or when their contracts are
up. Some refuse to work
with one another. Once
they've attained a certain
level of experience, they'll even up their fees on you. As in an RPG, |
found myself getting oddly attached to them (even, or maybe espe-
cially, the moronic Steroid), and ended up reloading the game when-
ever one of them would die.

| SCREAM, YOU SCREAM Random encounters with
NPCs can be fortuitious. Here you gain not only another mere, but a truck
to tool around in as well.

While the game only has one long single-player campaign and no
multiplayer, much of the replay value comes from trying different
mercs, or combinations of mercs. | played two games at once -
one at home and one at work - and they were completely different
experiences. The game's structure is totally non-linear (though you
are warned which sectors to avoid early in the game), so there is
endless opportunity to devise new stralegies to try to whittle your
winning time down. Random side quests will also keep you busy, as
will experimenting with the game's many found objects, which,
though undocumented, will often combine into useful new weapans
and tools.

Finally, about the lack of multiplayer: thank goodness. | loved this
game, but | can’t imagine anything more boring than playing it, turn by
turn, with a friend. JAGGED ALLIANCE 2's joy comes from your inter-
action with the mercs. Other humans aren't needed here.

Countdown to Armageddon

Ultimately, JAGGED ALLIANGE 2 is probably too tough and too
slow-paced for the casual gamer, and the somewhat crude graphics
may leave newer gamers wondering what the fuss is all about. But
hardcore gamers looking for a serious challenge may not find a more
salisfying, entertaining, turn-based strategy game this year. ({9
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YOU ARE THE DIFFERENCE BETWEEN THE !
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REVIEW ACTION

Acclaim Almost Delivers Comic Book Justice

Big Bad Uoodoo Daddy

Discounting the Marvel characters in Capcom fighting games,

can you think of any good comic book games? The last comic-
book based game | had any fun with was SPIDERMAN for the Atari
2600. So imagine my surprise, and sigh of relief, when | found that
Acclaim went and made a pretly good game out of a comic book:
SHADOWMAN. It's nol a great one, but leagues ahead of the trash
from other licenses.

Tlm comic book license seems almost inherently doomed.

For those familiar with the comic

SHADOWMAN

CGW RATED

series, the game takes place around
the first story arc of the series’
relaunch. For everyone else: You play
Mike LeRoi, who is essentially a com-
bination hitman/shaman when he
becomes Shadowman. The backstory
is that Legion (from Mark 5:9) has
recruited five serial killers and plans to
bring about the Apocalypse. What Shadowman must do is travel into
Deadside (the place where the dead rest), and acquire the Dark
Souls before Legion and his Five do. Once Shadowman has
acquired all the Dark Souls, he can defeat Legion.

Just Me and My Shadowman

At its heart, SHADOWMAN is another third-person perspective
action game, but with a lot more action than the TOMB RAIDER
series. Shadowman isn't here to explore; he's here to violenily exor-

IT’S THE 60'S ALL OVER AGAIN The culscenes are
rendered by the in-game engine, so there's none of that goofy FMV inbe-
tween levels.

cise some souls, Inbetween the gun/voodoo shoolouts, you have a
wee bit of puzzle solving, mainly finding special keys or deactivating
gigantic machines.

Graphically, the game is beautiful and is
probably the slickest looking third-person
title out there right now. The levels look
PROS greal, especially Deadside, which alter-

g ; nates between the surreal imagery of a
::;;Il;{u;:::ﬂtﬁ: Bosch painting and the harsh, gritty dark-
v iz ness of David Fincher's Seven. Also, the
ing Dead_s'de lev- levels are nonlinear; while there is an over-
els; nonlinear all set path, you go through the game and

design. open up different areas at different times,
and you can travel belween them at any
time. If you're stuck in one place, you can
I}l]NS. . go back to a location unlocked earlier to
Repetitive; not see if there is more lo explore,
enough puzzle ele-

TWO-FISTED TALES
Shadowman Is ambidextrous, so if
you're good, you can put a gun in
each hand and take on bad guys

The controls are more
TOMB RAIDER than HERETIC
Il slanted toward keyboard or
gamepad control. While the
mouse can be used, it's not
nearly as well implemented as
HERETIC II's mauselook.

e,

Stick a Pin in Me

While SHADOWMAN looks
like a great start, some things
bog it down. The enemy Al
isn't stellar. Once | started
using the strafe keys, | literally
ran circles around the enemy
while firing. Also, the game
can feel very repetitive. | have
no trouble running and gun-
ning incessantly in other
games, but after a session of
doing so in SHADOWMAN, |
feel like moving on to some-
thing else. There didn't seem

LIVE AND LET LIVE Liveside doesn't look as good as Deadside,
as you can see on this exterior level wilhout Acclaim's usual heavy fog.

to be enough puzzle elements to balance out the relentless action.

The save-game system has a bad case of console-ilis. Yes, you can
save and load at any time, but why is there a quick-save command
but no complementary quick-load? If the quick-load was going to be
omitted, then the game should at least automatically restore from
your last save, not from the beginning of the level.

SHADOWMAN is a good start, both for Acclaim and for the
industry. It shows that a decent game can be made from a comic
license. For third-person action fans who don't mind jumping and
gunning a lot, it's a reasonable buy. Let's hope that Acclaim uses
this as a springboard for some really good comic-book based
projects. (Note to Acclaim: either do an X-O Manowar game, or
have

Chrlstopher www.iurokcave.com/shadowman/
Priest write Site specifically for SHADDWMAN the game.
the next

Shadowman www.contichookresources.com
game.) A great site for comics in'general.

[CGIW]

ments; ineffective
mouse-control;
incomplete save-

game system.

Requirements: Pentium 200, 32MB RAM, 4x CO-ROM, Direct¥6.1-compatible sound and video cards, 20MB hard drive space, 30-accelerator cand. Recommended
Requirements: Pentum-| 300, GAMD RAM. G20MB hard drive space. 30 Support: Direct3D. Multiplayer Support: None.

Publisher: Acclaim Entertainment « Developer: Acclaim Studios Teeside + $40 » www.acclaim.net
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REVIEW STRATEGY

Warhammer 40,000 Meets Panzer General |l

Respect Your Eldars

come away with the feeling that the gaming universe was so

cheesy and shallow, it must have been thrown together by a
bunch of weary, caffeine-high programmers locked in a room until
they could finally come up with something? Good news: RITES OF
WAR avoids that problem, using as its setting the highly developed
Warhammer 40,000 labletop gaming system. Combining aspects of
that universe with the PANZER GENERAL Il gaming engine results in
a thoroughly engrossing, turn-based strategy game.

H ave you ever played a science-fiction computer game and

Lictors and Gargoyles and Genestealers, Oh Ny!

In RITES OF WAR, you assume the role of the Eldars, a race
human-like in appearance but far-advanced in capabilities. A victim of
their own advanced mental abilities, they've deslroyed their home
waorld and travel in living spacecraft called Craftworlds. Your
Craftworld stumbles upon a planet that was genetically designed

leng ago - an Eldar utapia called

RITES OF WAR

Davinuus. Scouting parties have been
met with unexpected attacks from
human Imperial forces. Outnumbered
and outgunned, you know an all-oul
war with the human Imperials is a los-
ing proposition; however, there are
ancient Eldar artifacts on this planet,
items of power far too great to fall into
inferior human hands. You must therefore send localized war parties
to retrieve these heirlooms before the humans can find them. You
soon realize that something very strange is happening on Davinuus,
something involving the Alien-like Tyranids.

The campaign plot doesn'l sound remarkably different from that of
a dozen other science fiction computer games, but in RITES OF
WAR, the Warhammer 40,000 environment makes all the difference.

BAD TO THE BONE The Encyclopedia describes each unit in
great detail, such as this Genestealer.

|
-
o
Bl
- ]

S
€

!

same size as a huge War Walker, and both icons dwarf the surround-
ing mountains and forests.

The game interface is very smooth and point-and-click simple.
Icons have a “strength plate” that displays the strength, remaining
movement and attacks, and psychic influence all at a glance.

This Land Is My Land

Not surprisingly, RITES OF WAR plays like a lot like a game of
PANZER GENERAL II. There's a deliberate “rock/scissors/paper” feel
to it, with every unit having spegcific strengths and weaknesses. The

There are literally volumes dedicated to the
description of the Eldar, Imperial, and Tyranid
races, and the depth of this development is
obvious when examining the Encyclopedia
included in RITES OF WAR.

Unit variety is the game's spice, with 33
types of Eldars, 18 each of the Imperial Forces,
and the Tyranids. Unit types include Infantry,
Scouts, Assault, Aerial, Devastator, War
Machines, Artillery and “Psykers" (psychic
power specialists),
The visuals of the
squads are detailed
: and tantalizing, from
PROS the huge Eldar War
A great gaming Walkers to the lg,-rrily-
universe using the ing Tyranid Camifex.
great PANZER The S:Irawback _oi t_he

3 detailed graphics is
.EEHERM.' I engine; that the units are
interesting cam- very large, and not
paign; versatile scaled to each other
scenario editor:

WALK THIS WAY A War Walker calches a lone Imperial war machine in the open.

CGW RATED/

or to the terrain. So a
Space Marine
CONS infantry icon is the

Only one campaign
from one race’s
point of view.

Requirements: Pentium 200, GAMB RAM, 200MB hard diive space. 30 Support: None. Multiplayer Support: LAN, Intamet (2-4 players), one GO per player.
Publisher: Red Orb Entertainment = Developer: SSI » $50 « www.ssionline.com

ESRB Rating: Teen; animated blood and violence.
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Asheron Beeckons You to

Encounter three cultures, thousands of adventurers, and countless monster

'?_I“". .;‘:: i y !

&
A rague and a sorceress

Aluvian Realm %
As the first people to answer Asheron’s call Descended from powerful magicians, gifted
and venture to Dereth, the Aluvians brought poets, and intrepid traders, many Gharu'ndfm
with them a strong sense of justice and right.. follow the belief that knowledge is power.
Many an Aluvian would rather go penniless Those lured to Dereth soon discovered {-haﬁ
and hungry, and be on the right side of the could not: returin home, but found the next best
law; than be wealthy, powerful, and thriving thing in the Amun Desert. The famed noble
on the misery of others. Even decades later, Musansayn led the newly arrived to these
their utilitarian architecture reflects these comforting sand dunes. Here, _thc)!i' established
traits. Unfortunately, these cultural tendencies towns and cities and followed the Ghayaraga
often lead them to rebellious and warlike ways. Yadina (the poem also known as The Dozen
The most famous of the Aluvians on Dereth Roads). Skilled Gharu'ndim smiths have set up
are the heroes Thorsten Cragstone and Elysa shop in many settlements and some have even
Strathelar, Their Aluvian values proved priceless started crafting their coveted scalemail armor.
when they led the human slaves to revolt One such smith is Maqura al-Waryah in the
against their insectlike Olthoi oppressors. settlement of Tufa.
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An archer anda warrior

: Sho Nation i

Trained from youth for unarmed combat;, a Sho
is never defenseless. The elders use martial
arts as a foundation for instilling the four
principles called the Stones of Jojii: discipline,
detachment, compassion, and humility. This
philosophy is embodied in the meticulously
crafted weapon, the'tachi—a blade now
forged in Derethian villages such as Baishi
and Sawato. Although known te be reclusive,
even the'Sho onithe homeworld of Ispar are
beginning to trade with the distant Gharu'hdim
and Milantan kingdoms, Certainly, for the Sho
culture onlDereth to survive, they, as well as
the other humans, must start wdrkirg‘togcﬂ‘lcn

. Thec t]'lesen‘la :;fzedﬁ'l '_" i
ﬁ)l:agcnmybctl'lcon vya’rpi ofan/
L impendi ck: O‘Ptqn veli

A s paeclcsg:;g t’rl:ccu.n;?-B 1
aquatsc éhnﬂows Shark and tunr] a~dv '"_lli
Mattekar have been domamm'bcd' by ﬂ':e S
Tumeroks. Recent arrivals, however £

X should avoid thcm at‘l._ al[% s

The Virindi |
Masked Enigma
of the Badlands |

Wielding wicked-edged sickles,
these floating, mystical beings ~
strike fear into most sensible adventurers. /
Those who don't know about: their stagsering
magical powers will soon find out: Travelers
 should always fry togake on Virindi en masse. |
Lurking on the Obsidian Plain, these apparitions \
mask, cloak; and conceal both their physical . S8
appearance. Td theirintentions on Dererth.'

- Gumt From thc h‘ighlanda

Among the mightiest'of Dereths
monsters, th{:sc massive méunt&mi- U
dwelling titans dwarf humans wtth their 'A i
sheer size. Their stmrgghdds ﬂre‘Found 0
across Southern Osteth, inthe hqghlaqu
of'the Linvak Range. Even ﬂ‘l& lowest.of
\l their castes—the szgtjs—ehn Eﬁbrﬂmﬂx’ A2
dispatchian mexprncnced hxplorcr L

The Olthoi

Scourge o_f" the Land

The bane of the Empyrean civilization, these
vile, hulking insects once enslaved all 6f .-
Dereth’s humans. Today, they have been \
vanquished to the deepest subterinean M
reaches. Although Derethians want nothing ™ y
more thanto see these abominations extinet, |
 the hard truth remains that Dereth still /
needs heroes—adventurers strong and brave
enough to travelinto the shadowy hivesand
survive what horrer and bounty await within.



swamps, this broad expanse
lacks safe havens for the weak
and weary. Newcomers are
advised to steer clear of these
pérts. Even Fort Tethana, the
_rumored human bastionin the
- northern reaches, lies amid
~ throngs of fierce Tumeroks.
 leisfer safer for unseasoned.
" adventurers tostayin Osteth.

@@G&b\& mountains, the Sho outpost
,..Um.,_..«\m_ Jhou sits in relative safety.

\O:mﬁﬂm_&n&,mﬁw_ﬁm&_ near il
the edge of human settlements, -
- they canhone theirsls by _
hunting lesser creatures with T
others of like experience. y S N
e 1 s =) TS 3
INNGR
Overshadowed by _ma‘cv.\__.nm..rm! & : o
ruins, a Gromnie protects Its lair e N

from a blademsster. | -

% Obsidian Plain 3

Sprawing across much of the lower A cherfidme e
. Dm«lm:m:m is this ominous magical sl waow.ﬂ_ﬂ.
wasteland. Strange crystals, seeded RS
long ago by magic gone awry, jut from EONE ;
asea of volcanic glass. Neophytes can R _
expectaswift deathat thehandsof - Ry o
Anadventyrer <~ i

the cloaked Virindi or other fiendish
- creatures that roam these parts. The
“ few veteran adventurers returning
 safelyfrom here claimsome Virindi- S
ROt .gmmhi Zemsthat skilledjewelers

" feels the wrath of A
menacing Virindi on
~_ the Obsidian Plain.

. cantumintopowerful magical artifacts.

..... 7 T e g
An n:nrauumw_rc} a deadlly volley of
lightning against a goldenback Tusker.

M



The Mysterious Sﬁwﬁ_oﬁ Ashero

e /\/\ elcome explorers, to the mystical ; A . . m onechold <N.=Q .,

= b, ¥

island of Dereth. Once called Ireth oy 5 : i =

Lassal by the Empyrean many millennia g ; . o : ANTIONDT
“itisa _mjv‘o_ so <mmﬁﬁwﬂ.._«m.nmmimvmc_“na can ﬁ.mw..w_ e Sl i ..Z.OH” _

a lifetime without seeing all its wonders.

Along the way, observant travelers may

discover traces of the long-lost Empyrean

civilization. Even today, the call of the
~ legendary Empyrean sorcerer Asheron

lures outsiders by the thousands with

promises of heroic deeds and epic quests.

The Empyrean magician Asheron in his hioden
tower, where some say to this day he remains.

@

" Harsh, barren, snd riddled with
jagded mountains and sinister”




tory comes ot @ heavy costs The rebel leader, Elysa Strathelar,
| Vsuffers the loss ofiher beloved Thorsten Cragstone.

- &

RN
..@.u.u descent into the Grievous Vault, warriors
@nﬁﬁ\.@@gﬂn Mu-miyah
ey . N
ﬂ.

Site of the Armoredillo-ravaged Amun
Desert, Mosswart-infested Blackmire
Swamp, and Mattekar-plagued Linvak

g _ N ey _ 3 : . . Mountains, this region is also filled with
glows as the s 2 gy e ~ numerous labyrinthine dungeons. In Qalaba',

Jerethian day. : : i 2 SR PSR e e 7 g e =g the scribe can direct adventurers to a
- : : o _ el ) nearby Lugian outpost. More experienced
explorers should visit the Scribe Brother
Gonun of Shoushi. He knows the pathtoan
extremely treacherous descent, where Sho
artifacts await the intrepid. Itis best to form
a fellowship of friends before attempting
this perilous quest. First, though, you
must: step through the portal and answer
. o s Asheron’s call yourself:
A proud adventuring party returns with a Mattekar that
has been ravaging the outskirts of Qalabar,

as o standofFin the Linvak
a bolling point:




ave fellowship of Sho, Aluvians, and
aru ndims listen to their patromat
the ancient: Holtburg Menl

i3 BB the newSho community Hebian-to-

./ The great Mount Esper towers over the Derethian landscape, s
% ,,‘., beckoning both thrillseekers and sightseers alike. Bring a companion
|| tothespectacular snowy summit, where the dormant volcano
& nowholdsa placid blue lake. But: be warned: Some have reported
- mysterious and deadly creatures in this area. To the southwest,
#| cradled between the mountain ranges, the Tiofor Woods are
! home to tribes of bloodthirsty Banderlings and Tuskers, To the
| southeast lies the Aluvian town of Glenden Wood. There, near.
& the Lifestone, a small shop carries an excellent assortment of
~bows and arrows. Just ask forthe merchant Peldin Yewbender.

A Nagib trespasses into a Mat-tekar-inhabitcd area

tre: " By Cragstone Falls, a couragedus party gathers to
of the Lost Wish Range. e

hear tales Qm‘n.ha_-__.mag‘ —

% Middle Oseeth

Allthree hran heritages possess

- footholds in this immense, fertile Hu_m_.mm.

. At the mouth of the River Prosper,
‘has efected the Laughing Kirin Hall
- and the Shining Shield Tavernto -
? _ givewould-be vassals a place to
| seekout suitable patrons. To the
& north, the Isle of Tears rises in the
midst of Lake Blessed, This island
5 is the legendary site of the
£ Underground City, where the
X _,.ﬁd,_._.—oana: Du@.g?ée
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Strcngth in Numbers

Starting outin Dereth can be daunting. You'll lack funds,
lore, weapons, and armor. Fortunately, powerful nobles
are always in search of new vassals. But choose your
patron wisely. The right one will not only help you on
your way, but can be a valued companion. Remember;
though, when you become a patron yourself, you'll rise -
among the nobles only as long as you put the happiness o Charactgr Crcati()n
of your charges ahead of your lust for power. -

An Identity All Your Own

With distinct: heritage groups, nearly limitless facial
features, and an array of clothing to choose from, the
powerful character creation system makes it very
unlikely you'll encounter two adventurers whe look
exactly alike. What's more, you'll select: from a mix of
skills and attributes from a myriad of options—all the
way from the martial disciplines befitting a blademaster
to the mystical arts of the sorcerer. In both appearance
and talents, you'll be as unique in Dereth as you are in
the world where you now reside.

An Incentive for Secrecy
Even with hundreds of spells in the hands of adventurers,

there are hundreds more waiting to be discovered. In
the ever-evolving world of Dereth, wizards are constantly
vying to be the first to learn new methods of sorcery.
For while a spell can be extremely powerful as long as
its formula is kept to a fey people, its strength will
be fleeting once too many discover and use it. Wise
magic users guard their spells, knowing those who
control the most knowledge wield the most power.

Answer the Call

@i Ggiﬁ = Microsoft

PLAY IT FREE ON ZONE COM www.microsoft.com /é‘):)!‘llt’,s)’ﬂSI"lGI'OI"ISC.’]"

© 1899 Microsait Corporation. All rights reserved. Microsoft, Asheron's Call, and MSN are eithor registerod trad s or rad: ks of Microsoft C: tion in the United States and/or

other countiey. Other products and company names mentioned harin may ba iradamarks of thair respoective awners



key to success is discovering which squads are effective
against and which are vulnerable to other squad types,
Like any good strategy game, if you simply throw all of
your cool-looking warriors at the enemy, you'll end up as
reptile food.

Winning requires using effective combinations of your
resources; for example, using stand-off weapons to weak-
en the enemy before closing in for melee combat, and
keeping support fire close enough to contribute to tough
battles. Additionally, “Strategies" are available for pur-
chase before a scenario - the equivalent of Strategy
cards in the miniatures game. These can turn the tide of a
battle; for instance, using a Sabotage strategy on an
enemy arlillery unit will cause it to explode when it fires.

Another immersing aspect of RITES OF WAR is an
RPG component. You can name your units and watch
them grow up to 10 levels in experience. A basic Eldar
unit may eventually gain enough experience to reach
Exarch status, an extremely formidable foe. It's easy to
become atlached to a squad that you've named and has
proven itself in numerous battles, advancing in skills and
effectiveness. However, it's also quite difficult to keep
your guys alive long enough to bond with them. Most sce-
narios are very evenly matched, as the Al examines your
army before baltle and adjusts the its forces to match
your army's level and composition. Frequently the result is baltles of
attrition, with you winning by the skin of your teeth and leaving the
battlefield with considerably fewer units than when you began.

Give Me More

While there are a couple of mini-campaigns (three scenarios
each) from the viewpoint of the Imperials and the Tyranids, the
heart of the game is the 24-scenario full campaign covering the
Eldar's attempts to right the wrongs on Davinuus. Beyond the
absorbing story, the campaign maintains interest by offering a wide
range of victory conditions, such as assassinating a key enemy
leader, rescuing fellow warriors, finding and recovering a key arti-
fact, and search and destroy missions.The problem is that there is
only one full campaign, albeit a campaign that is fairly difficult to
complete. True, you can replay the game and try out different army
compositions, but the surprises originally presented in the plot will
be gone. There is a scenario editor that will hopefully result in a
wealth of battles appearing on the Internet. Still, one langs for a
campaign involving the Imperials and the Tyranids that has the
same plot quality of the Eldar campaign,

However, it is a tribute to the engrossing qualities of RITES OF
WAR that the player finishes the campaign longing for more. If you
have any interest in science fiction and strategy gaming, RITES OF
WAR is a must. ({417

Tableton vs. Computer

f you're a tabletop Warhammer 40,000 fan interested in
|FIITES OF WAR, or if you've played RITES OF WAR and are

ourious about its miniatures origin, you may be wondering
what the key differences are. The first ohvious difference
is that in the tabletop game, a unit represents a single
entity, while in RITES OF WAR each icon represents a
squad. This results in a significant difference in the scale
and tactics of battle. Additionally, strengths and weak-

nesses of units have been modified to avoid dominating,
invincible units and to ensure balance. Finally, RITES OF
WAR presents a very small subset of the vast Warhammer
40,000 universe, as a visit to any Warhammer 40,000 weh
site will demonstrate. Check out some of the sites below.

www.portentnet
www.thewarp.net/whammer
www.games-workshop.com/Warhammer4 0k/40kintro.html

Caol Links

HOLDING THE FORT A pitched battle over a Tyranid
foriress.

YEA, THOUGH | WALK THROUGH THE
VALLEY Dealing with terrain is part of the challenge. Here, a

valley forces your army to fight a narrow front.

T N s e
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REVIEW

ADVENTURE/RPG

How a Funky-Walking Girly-Man Saved the Universe

The Fonz as Savior

translated back into English. The plot: a Homeric epic somewhere

between the Bible and Stargate. The hero: part Fox Mulder, part
Jesus, part The Fonz; a burly U.S. Navy Seal who walks like a runway
model with a wedgie. Add fo the mix a truly great music score, worthy
of any blockbuster movie, performed by the Moscow Symphony
Orchestra and Chorus. A strange mish-mash of elements lo be sure,
but the result is an extremely enlertaining bit of interactive theatre.
And what a refreshing change it is to have an experience on your
computer that gives you the satisfaction you would normally only
receive from a good book or mini-series.

Imagine a typical American action film, made by Belgians and then

DUTCAST

A well done 20-minute trailer opens up
the game and sets up the story. You play
Cutter Slade (an American name only
Europeans could think of), one of the
United States' best soldiers. Some kooky
scientists were fiddling around and found
a way to send a probe to a parallel uni-
verse, but got in over their heads. Basically, they screwed up so bad
that the whole planet will get sucked into a void unless someone trav-
els through to the other side and fixes up the probe. Of course,
you're the poor sod stuck with the job, scienlists tagging along.

You wake up in this strange parallel world with no gear, and no
idea where the others are. Luckily, the creatures that found you are
friendly and somehow speak some broken English. At this point, the
game begins.

Stranger in a Strange Land

There is so much to learn about this new universe that you feel like
a tourist dropped into a foreign land. You can't really understand what
people are talking about half of the time. You don't know where 1o go,
who to talk to, or what to do. The process of learning about this new
place is made easier, though, by the use of your notepad and lexicon.

FOREST THROUGH THE TREES? Voxels do leaves
good, no? Note the slrange blue primitives | met.

more of a "to-do list”
By the end of the
game, you will have
amassed more than
a hundred entries in
each.

All you know is
that you are supposed to fix the probe, but you don't have any idea
where it is. The locals, as il turns out, think you were senl down by
the gods lo save them. This complicates matters, because they are
all willing to help you but also expect you to act as their prophesied
savior. This means you have to run around doing favors for everyone
before they will have faith in you and help you on your mission, The
wise-ass Cutter Slade makes an unlikely savior indeed, but ultimately,

Every time you learn
the meaning of a new
word, you aulomatical-
ly put an entry into
your lexicon so you
can look it up later.
Your notepad works
the same way, but is

you'll fulfill the prophecy in spite of yourself and save both worlds
from destruction.

I'm not going lo tell you any other specifics about what happens,
because the whole fun is experiencing it yourself for the first time. |
will say that there is everything you could ask for in a good plot here:
greed, love, corruption, faith, trust, oppression, and revalution. Of
course, there are also cool weapons, plentiful ammo, and lots of stuff
to kill. Occasionally you will find it fairly predictable, and the dialogue
is only so-so at times, but hey, you try writing a screenplay for a
movie that's 50 hours long.

DOWNTOWN The city of Okriana is the
capital and center of the economy.

...And the location of the
grand Palace Fae.

CGW RATED

PROS

Extremely cine-
matic gameplay;
very open and
dynamic; good
story and endear-
ing characters.

The Undiscovered Country

Once your adventure begins, you will find that you
are nol reslricled by traditional levels with doors
between them. There are a couple of very cool boss-
like characters, but you can deal with them at your
leisure. You are pretty much free to go where you
please and do whatever you wish. The developers have
used some subtle (and not so subtle) ways of corralling
you into the plot, however. You can't kill too many inno-
cents, because your reputation will go through the floor
and make it impossible to progress. | also ran into a
couple instances where my playing style conflicted with

CONS
Despite claims,
looks and plays
like crap on slow
machines; can’t
look up or down.

Requirements: Pentum-1| 200 MM, S00MB ree hand drive space, 32MB RAM. Recommendad Requirements: Pentium-ll 300, 64Mb RAM, 8X CO ROM drive.
30 Support: Hone, Multiplayer Support: None.

Publisher: Infogrames « Designer: Appeal » $40 + www.infogrames.com
ESRB Rating: Teen; animated hlood and violence; strong language
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WHAT GERMANS REALLY DO BEST!

Designed and developed in Germany by
Wings Simulations, Panzer Elite™ is poised

to take the high ground as the most realistic
platoon-based WWII tank simulation yet seen
for your PC.

Germans Do Details

Models created from original tank blueprints
and accurate measurements from actual
working WWII tanks ot the Panzer Museum
in Munster, Germany.

Germans Do Powerful Game Engines

Woods are made of individual frees and
hushes. Different terrain offect movement and
performance. Destructible buildings, trees and
foliage provide realistic tactical options.

Germans Do Interfaces

Fully supports any combination of mouse,
keyboard and joystick. The Tank-Mouse
Interface and pop-up windows allow easy
access to all necessary controls and commands.

Germans Do Historicol Accuracy

80 historically accurate missions covering
Normandy, Sicily, Italy and North Africa.
Features Instant Action, Single Mission and
Full Campaign modes of play.

Germans Do More Than Just Tanks
Featuring over 80 different units including
infantry and 22 ployable tanks.

Germans Do Realism

With over 30 realism settings, Panzer Elite
accommodates the distinct needs of novice and
hard-core players. However, Germans only
play while using the highest realism settings.

Germans Do Network Play
Supports up to 6 players over LAN, modem
or serial link, 4 players via Internet.

™

© 1999 Wings Simulation GmbH. Published under exclusive licence by Psygnosis Lid. Panzer Elite, Psygnosls and the Psygnosis logo are ™ or ® Psygnosis Ltd. Al rights reserved.




REVIEW OUTCAST

HARD ROCK CAFE The deserl
world of Motazar is full of miners and their
nifty machines.

WATERWORLD The region of
Okasankar is a fisherman’s paradise, but it is
also home to some dangerous critters.

{
- |

detection problems allowed me this view
“behind the curiain”

I

LET IT SNOW This is where you wake
up and go through your little tutorial.

1EN i | 2 AL B

PUT MY FOOT IN HIS MOUTH I'm showing this guy who's hoss.

the expectations of the scripting engine, but this was more of an annoyance, as nothing game-stop-

ping occurred.

Outcasl uses a voxel-based engine, which is useful for making large, open outdoor environments,
but the downside is that it doesn't support 3D accelerators. Infogrames will tell you that this is a fea-
ture, making the game playable on practically any machine, but this is rubbish. In truth, it still looks
like crap on slow machines, just in its own special way. | played it on a Celeron 300A at home (not
overclocked) and it ran pretty well, but it would bog down when there was a lot of on screen action,

On a Pll 450, it ran great. Just like any system-hogging flight
sim though, once you've seen it on a good rig, you won't want
to play it on anything else.

My one real beef with the game relates to the camera con-
trol and weapon aiming. Probably due to the limitations of the
engine, you can't look up or down very far. This totally bites
when there is someone shooting at you from above, and you
can't even look up far enough to see them. The auto-aiming
function will latch on to these targets, but only some of the
time. Invariably it will fail you al the worst possible moment,
There is a first-person mode, but this is made almost entirely
useless by the fact that when you try to aim up or down, your
gun will annoyingly “bounce” back to the center.

There were also numerous times when | was in a confined
space between two walls, and the camera — confused while
looking for a good spot — would suddenly fly up to the roof
two stories up. This wouldn't be so bad if it didn't drag me
along with it. Of course, | was never meant lo be up there, so
like Wyle E. Coyote, after looking around for a moment, |
would fall through the roof, down two stories, and lose half my
health. Thanks a lot!

Fantastic Voyage

Despite some minor annoyances, | felt a real sense of
accomplishment and satisfaction after | finished OUTCAST. |
really got attached to all the funny characters and the universe
in which | had spent about 60 hours. Whenever | got bored, or
thought something was too obnoxious, the game would be
right there making fun of itsell and throwing me a change-up.
There were also some jokes and surprises at the very end that
were so hilarious that they left me wilh a very posilive feeling
aboul the whole experience. There are lots of elements bor-
rowed from RPG and adventure games here that should make

this game familiar and enjoyable to gamers who dig those gen-

res. But OUTCAST is such an accessible game thal everyone
who enjoys a good story should give it a try. (X917

www.nutcastceniral.com The unofficial site
www.outcast-thegame.com And the official site

GUNSMOKE The machine
pistal is the most handy all-around
Weapon you possess.

BIG GUN The grenade
launcher is cool too, but don't
hlow up the good guys, or yoursell,
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An RPG / Strategy game. Coming this Fall. o “ln m
VJSlt www.lith.com for a sneak preview! e Ea?h_?gw{"ﬁ

: Qdium is a trademark of Monolith Productions, Inc. [




REVIEW

ACTION

TalonSoft Covertly Jumps into the Tactical Sim Genre

Fm:usiug on small-unit commando action during the

HOME WRECKERS Game interiors like this barogue beauty only add to the
sense of operating in Europe circa WWIL

second World War, HIDDEN & DANGEROUS (H&D)

is wargaming veteran TalonSoft's entry into the
growing tactical sim genre, Can a tile without the high-
tech razzle-dazzle of a game like RAINBOW SIX compete
in this burgeoning sub-genre? Oh, yes. Yes indeed.

Who Dares, Wins

H&D's operations are spread across 23 real-world
commando missions, letling you lead your elite team of
British SAS troopers (from both first and third-person
perspectives) behind enemy positions to rescue downed
allied pilots, disrupt
German communica-
tions, kidnap German
high officials, or destroy
enemy strongholds. The
six linear campaigns
range in location from
Italy, Yugoslavia,
Germany, and Norway to
the North Sea and
Czechoslovakia.

Your four-man team is formed by choosing from a pool
of 40 SAS operatives. Each soldier possesses five readi-

HIDDEN &

DANGEROUS
Fevtewed by Raphiel Liverator

ly applicable ahilities — shooting, reaction, stealth, strength, and
endurance. Missions are won or lost depending on the operatives'
skills and how aptly they're applied. For instance, your snipers should
have the highest shooting skill while your bazooka gunner should

possess the highest endurance and strenglh. Picking the right combi-

nation of men for each mission makes a crucial difference, so you'll
really need to think before entering a mission.

Outfitting your team is another enjoyable part of the overall strate-
ay: choosing weapons and equipment tailor-made for missions is
essential, Arms include lightweight submachine guns like the Sten,
sniper-rifles like the Lee Enfield .303, and heavy arms like the Bren
machine gun. And there's plenty of equipment to boot: binoculars,
cameras, decoders, combal knives, grenades, anti-tank mines, and
TNT. If you run out of ammo or equipment, your troopers can pick up
weapons and supplies off dead enemy saldiers - a nice, realistic

male, because il's where you'll regroup when the going gets tough.
Voice command keys also come in handy if you need quick support.
Other interface components could have used more tweaking. Even
though there is a save feature, there's no way to restart the mission
without having to toggle back through a slew of set-up screens,

Hard as the Rock of Gibraltar

H&D is an extremely challenging game even at the easiest of set-
tings. Engaging the enemy without a meticulous plan will kill you
faster than you can pull a pin from a grenade, German soldiers don'l
sit around while your commandos haphazardly flounce around a mis-
sion. They actually sneak up or flank you during the middle of a fire-

TOOLS OF THE TRADE The sirategy map is an invaluable asset
for planning tactical assaults or for regrouping when the going gets tough.

touch. Of course, some gamers won't want to bother with all this
planning, so H&D has a handy auto-setup
feature that outfits your leam so you can
head right into the mission.

H&D excellently balances action and
sirategy. Like mosl tactical sims, the game
requires a deft combination of shooter
skills and tactical savvy. However, the
design takes it one step further by imple-
menting a readily available, real-time slrate-
gy screen for hot seat planning. This map
screen can be activated any time to quickly
coordinate and control operatives, Move
one commando up a hill to snipe at enemy
soldiers while ordering another to blow up
a tank, then move lo take out a guard
tower. The strategy screen is your best

CGW RATED

PROS

Challenging mis-
sions; realistic
enuironments;
sniper mode; a hot
seat strategy map
for planning.

CONS
Challenging mis-
sions; question-
ahle ballistics;
clipping prohlems
and bugs.

Requirements: Pealium 166 MMX, 16MB RAM, 10MB hand drive space, 30 canl. Recommended Requirements: Pentium 266 MMX, 32MB RAM, 160MB
hard drive space, BMB 30 card. 3D Support: Diect30. Multiplayer Support: Serial, modem connection (2 players), LAN, Imemet (2-4 players), one CO per player,

Publisher: TalonSoft « Developer: Nlusion Softworkds = $50 = www.lalonsoft.com
ASAC Rating: Violence 3 (of 4); blood and
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TA BECKER

* Choose from 20 world class fighters
e 5 crowd-filled arenas
3 challenging skill levels
PKO is available at fine software stores
Enationwide. For more information,

fall DATA BECKER a1 781-453-2340 or
visit us at wwiw.databecker.com.

Available at: mTﬂVN. 4.




REVIEW HIDDEN & DANGEROUS

HE’'S THE MAN Your sniper is your primary
tool in taking out the enemy, Make sure he's got ade-
fnuate support and loads of ammo.

hen picking your snipers, always select operatives with exceptional
WShuuﬂng ahilities. Each mission should include a sniper in the plans,

with a backup just in case. Pack your sniper with ample amounts of
ammao, since you'll be using him to take down the majority of enemies.

Study the strategy map in order to identify favorahle terrain for sniper position-
ing. Support your marksman with another operative when you move him to opti-
mal high ground — a machine gunner with a high reaction score is great for
this, especially in wide-open terrain. A machine gunner’s high rate of fire and
decent range compliments the sniper perfectly, making them a lethal comhbina-
tion of target interdiction and suppression fire.

Make sure you crouch or lie down hefore your sniper fires. This will decrease
your chances of getting hit. Aim for the head when shooting, since a direct hit
will kill your enemy most of the time.

When using snipers to assault buildings and enclosed araas, use caution. Their
low rate of fire can hinder them if there’s more than one enemy blazing away at

your sniper.

fight. But the toughness of the missions only heightens the great
sense of fun, HIDDEN & DANGERQUS plays like being in a great
WWII movie — intensely suspenseful, hearl-pounding action where
danger lurks around every corner, behind every fallen tree, inside

every trench. Weather
effects, buildings, and ter-
rain create an eerie war-
torn atmosphere. This is
commendable, consider-
ing the limitations of the
graphics and the fact that
the game features only
wo types of enemy sol-
diers -officers and grunts.
The Al is downright
nasty. Germans shoot with
pinpoint accuracy and
they always seem to know
when you're coming. My
advice: shoot first or die,
Still, the Al isn't perfect.
Germans will stroll over
dead comrades' bodies

withou! blinking, and your own team members may shoot you in

the back.

H&D's ballistics suffer from a lack of realism. Shoot a German sol-
dier a few times in the arm and he'll quickly die, but shooting him
squarely in the chest only pisses him off. Headshots are the only one-

TRADING PLACES HNot only can you filch weapons from fallen
enemies, you can snay their uniforms as well. German soldiers hesitate
when seeing disguised SAS Commandos in German uniforms, so suit up.

&

FIRE IN THE HOLE As if enemy infantry weren't bad enough,
you'll have to contend with explosions and shrapnel as well. And don’t even
think about taking cover behind those gasoline barrels during a firefight.

shot, one-kill wonders. Also, it feels as if all rounds - from a high-cal-

iber machine gun to a pistol — have the same impact on a target,
H&D also offers a cooperative multiplayer feature. You join

forces with up to three players to take on the computer in single-

player campaign missions.

With no re-spawning,
leam communication is
truly vital, since you'll need
to work effectively as a
group to beal the chal-
lenging Al. One bad deci-
sion may cost you the
entire mission.

Unfortunately, a few
bugs do crop up. If you're
unlucky, you can slip down
the side of an escarpment
and die, sniper reticules
can disappear, or your
commandos might die by
walking through walls.

But HIDDEN &
DANGEROUS' small unit

tactics and taut action eventually win out over the bugs, freaky bal-

listics, and Al quirks. The strategic depth and riveting action

Panzers...
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should please armchair generals and shooters alike, while WWII
buffs will appreciale ils realistic depiction of elite force operations.
Addictive, entertaining...what more do you need? [(XT]

ALL ABOARD O0ne of the game's best features is the ability to
interact with and use a variety of enemy vehicles. Just watch out for the




YOUR FAVORITE BATTLEFIELD
NOW HAS A NEW DIMENSION

_ E xperience a a realstic lookandec| 'Lf -
unprecedented in strategy gaming. '

Position your weapons and troops onja =
NEW 3D battlefield where tanks can
explode, forests can burn and citie
= can be destroyed. And it's more thah' |
just great looking. Panzer General®3D
Assault features a NEW, simple and &
™ addictive game system. Promote, dismiss S
or reassign your WWIl commanders %
~your strategic decisions wil determt e
= the power of your forces.

e o ‘ ACTUAL GAME ARTWORK __.

e _J

800 BT TR R TR TE - TR L & T e A I

Rotating camera and map plus over Manage leadership assignments to
200 3D modeled units. | customize your army for battle

Windows?.85/98, m  Riiuirds 30 b balergtions =7
i P : fer.or cal 1—80071&8503 with V}SWC 1Nor1h America-only).




REVIEW STRATEGY

Finally, a Star Trek Game for the Kirk—and Klingon—in All of Us

True Trek At Last!

ignoble history of Star Trek computer games finally
has a product worthy of Kirk, Spock, and the rest of
the classic crew.

WEth STARFLEET COMMAND the curious and not wholly

PLANE OLD BATTLE While coordinating multiple ships as well
as ship systems is one of the challenges of STARFLEET COMMAND, having to

Based on the STARFLEET BATTLES board game and perhaps
benefiting from BATTLES' breadth and depth of experience, here at
last the interactive universe feels like Star Trek. And that universe
overlays a plot that is very much in keeping with the classic Trek
universe, a dangerous place.

Despite Trek's innate emphasis on the Federation, to play only
from the Federation's point of view would overlook the richness of
the game's campaign sequence. The campaign structure fairly
quickly reveals itself to be much more than just a straightiorward
progression
through ranks and
increasingly com-
plex assignments.
Without giving too
much away, be
aware that the
campaign
sequences should

STARFLEET GOMMAND

be played from each of the game's empires.

In the best tradition of Trek, the campaign reveals that not just the
political balance of power is threatened, bul in some ways the whole
fabric of the universe. The size of the threat becomes larger with each
successfully completed mission.

Ultimately, the campaign sequence comes to feel almost like a
movie or multi-part episode; in some ways closest to a Star Trek
novel. It's gralifying
to see plot taken as
seriously as playabili-
ty — and STARFLEET
COMMAND suc-
ceeds at both.

Care has been
taken throughout the
game to communi-
cate the flavor of
each race, Effective
use of color and
graphics establish
the fundamental dif-
ferences among the
various races. While

INSIDE INFORMATION A library
of ship types and comprehensive vessel informa-
tion gives you the chance to explore the tech-
nologies of species you may face in space.

VAMLANTS

MAIL ORDER MADNESS
Unfortunately, only players who buy the game
directly from Interplay can face Khan's wrath.

CGW RATED

PROS

Feels like classic
Trek ought to feel;
deep replayahility.

GONS

Lots of informa-
tion to manage;
2D space hattles;

play in a flat, two-dimensional space is a little disappointing.

|l Mgt & — R = R

the basic interface remains similar enough race to race to be relative-
ly intuitive, the differences in design and appearance serve lo remind
you that the goals (and tactics/weapons systems) of, say, the Lyrans
differ from those of the Klingons.

This is very much a game of multiple systems and systems man-
agemenlt, requiring players to coordinate helm, security, science,
defense and offense, communications, and more, all of it in the heat
of battle. Fortunately, the command screens and sub-screens are
thoughtfully laid-out. Tutorials and random non-campaign missions
also help.

The essentially mercantile approach to rising through the game's
ranks might trouble purists. You earn points for missions successfully
accomplished, and use those points to upgrade and refit your ships.
The library of available ships with increasingly powerful systems is an
additional spur up the career ladder. Remember, though, you can only
buy tools — you must learn the skills to use them well,

Space scenes look great, with various ships, starbases, and plan-
ets well rendered. One large weakness of the game, though, is its 2D
combat plane. Combat takes place along an axis rather than through-
out a globe, which is the game's only major drawback.

The game contains a variety of riches that add to replayability. The
political universe comprised of the game's races evolves and
changes with your success or failure at various missions. The cam-
paign sequence introduces familiar figures that further contribute to
the Trek-ish verisimilitude.

Unfortunately, some of that universe's most familiar icons and sce-
narios appear to be available only on discs purchased directly from
Interplay. This is a shame, because everyone ought to be able to take
on the challenge of “Balance of Terror” or rest in the heart of a nebula
when facing Khan.

Bogus marketing schemes aside, this is a terrific game. Trek fans
have waited a long time for a computer game that captures the rich-
ness of the Star Trek universe. STARFLEET COMMAND is that game,
and it is rich and deep enough to keep most of those fans busy until
the next time the universe is endangered.

Khan only avilable
in direct-order

versions of game.
ESRB Rating: Everyone.

Requirements: Pentium 200, 32M0 RAM, 250M hard drive space. + Aecommended Requirements: 64M0 RAM, 30 accoleralor. 30 Support: Direct 30 =
Multiplayer Support: Modem, Sarial connection (2 Players), LAN, Intemet (2-G players); one GO per player.
Publisher: Interplay « Developer: 14 Degrees East and Quicksilver Software, Inc. » $50 - www.interplay.com
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Focus on

%)

A guick chat with Phillip Campbell, Senior Designer at Eidos Interactive, who has
Ouantic Dream team over the last two years.....

worked closely with the
Omikron: The Nomad Snlll%’ 1
What is it2121211>
Omikron: The Nomad Soul is a futuristic
real-time adventure that is being developedbya _
talented development group in Paris, Quantic
Dream. The game's ambitious storyline and -
gameplay elements ‘trinstend the narrow confines-
of traditional garffing genres, combining a deep
game plot with adventyre, exploration, action,
combat and role-playing elements in order to fully
immerse gamers into the Onikron worfd:——
What Is~your!mmaml role
for Omikron? \ 0
I'm the Senior Designer.for Eidos Interactive (USA),
and have been walking the'streets of Omikron for
over two years "maintaining Eidos Interactive's
commitment to design." Basically that'i,n{eangw'a'fbit
of everything! Concept and level design, additional

story, vni:e-talent.w_raﬂg‘!,l ng, translations,

integrating the“Bowie" aspects of the game....
Of cpurse I'm always in total agreement with
my two producers, Herve Albertazzi in the UK

| and $hadow producer Tom Marx in the US.

‘Almost.always...

' if possibile, put Omikron's

story in a "nutshell."

The dame of Omikron is essentially a trap. From
the ent you walk into your local shop-and see
the gz?kmn box on the:shelves you're playing
the game, being lured into the trap. Imagine a
device similar to the Hellraiser cube, it's a
compelling and beautiful object that you MUST
explore. Omikron s a parallel universe, existing in
real-time alongside Earth, and once your soul is
projected into its dark streets there is no turning
back until you succeed, or fail. You arrive in

Omikron in possession of a body you do not
know, for reasons you cannot fathom. From this
point on you will have to talk, investigate, fight,
drive, shoot/ ride and explore your way to the
conclusioniof the game - and gain deliverance
from this strange dimension.

David Cage, the boss of Quantic Dream, has spent

over three years creating his singular, unique vision

of Omikron - it's all we can do to keep up with- » = _
his flights of imagination! 44 /

How many characters can ypud 2
possess (upon death)? Is thege a

limit? Are they all fleshed ofit in

this 'world city'? N

There are about 40 characters that you can

“incarnate.” This may be as aTesult of death or by

your own choice. One of the skills you develop is

Cuwatianacdd o, sy
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the ability to freely choose who you will be next.
Death is by no means "The End.” In Omikron,
the player never has to “Quit," simply, the next
person that arrives at the scene of your demise
becomes you.

Once you gain the ability to incarnate other char-
acters, the only limit is the strength of your skill.
You may happen upon a body you are particularly
keen on, say outside the Arena, or in the local
Pharmacy. Then, it's a matter of your mana
strength as to whether you can project your soul
into that character or not. Each character you can
play has many traits, everything from a name to
a unique skill set. Some characters even have
apartments, jobs, or family. Some are better at
certain skills than others, you may find it easier
to fight if you are in possession of a strong, fast
character, or you may find it easier to sneak
through a farbidden installation in
the guise of a Guard, One of the
pleasures of the game occurs
when you take on a new char-
acter as you pick up some of

the threads of THEIR life. You

may find yourself diverted from
your main purpose to, for exam-
ple, spend more time “interact-
ing" with your new wife, or
helping Jorg to hecome "Master
of the Arena.” Incarnate as a
Taar Monk, and you will not

only gain access to the secret
fighting techniques of the Taar,
but also may feel a spiritual

need to “walk the planet,” mis-
quoting religious tracts and writing bad poetry!

is by

in

Tell us about the

engine capabilities.

Phew! Of course it's not just about technical

capabilities, glossy special effects and variety of

big guns, the measure of Quantic's success lies in

whether they've succeeded in making an

immensely playable and REAL world to experi-

ence. Here's some of what you get!

= A full-featured first-person shooter engine, with
mouse control, intelligent enemies and interac-
tive, cinematic interludes.

« A totally 3D fighting engine, with combos, spe-
cial moves, each fighter and opponent with
unique styles.

« A revolutionary 'learning’ system - not only can
you research and learn the rudiments of good
investigation technigue (adventuring, if you
will) but fighting and shooting skills can he
constantly improved. In shooting, players can
learn their skills and practice different weapons
at the many virtual shooting galleries through-
aut the city. You may even get some insight
to.guerilla tactics from Kill, the resident

) For fighting, most characters
ini gﬁgers, where
ies; andlater,

5,
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Death

means

“The End”

Omikron

- Q and A courtesy of UNet’s Gamecenter.com

and teach the player new moves, combos etc.
And, of course, if you're brave enough, there's
always the Arena...

« The ability to explore many diverse zones of the
city surrounded by hundreds of passers-by and
vehicles. Every door has something behind it,
adding to the richness of the story. Add to this
over 40 possible reincarnations and over a
hundred speaking characters...

= Full body and facial motion capture for the first
time ever in a game, coupled with hours of dia-
logue. In Omikron, conversations are never
static!

« Realistic day/night cycles, random snow and
rain.

= Virtual concerts and a fully cinematic “game-
track” of original music.

* A cohesive and dynamic story, in the mould of
the classic adventure games of the
past, with a scenario that starts
perhaps reminiscent of the Blade

Runner genre, but develaps

into something altogether

more magical...

 Oh, ok then....DAZZLING special
effects and REALLY BIG GUNS!!

Here's Omikron in figures:

« More than 400 different sets in
four huge cities

« More than 140 types of charac-
ters in 3D real-time

= More than 300 objects that can be
manipulated

= Hundreds of passers-by and vehicles move
about in the streets

no

= Two years to write the scenario
* 3.9 kilos of game design
« Thousands of sketches in the graphical design

» Four hours of dialogues with more than 1200
responses

= 693 moves in motion capture

= 35 people working over three years, including
11 programmers

= 489 pizzas, 302 hamburgers, 71 chicken pineap-
ples with Cantanese rice, 894 litres of Coke

= 411 taxi bills

Equals - one realistic world, complete gaming
freedom, who will you be next?

Everyone, hard-core gamers, and novices alike, all
start from the same place - alone, confused,
scared. It's up to you and your soul to decide what
to do next. Take advantage of the training, or just
pile straight in? Go shopping, or go shoot some-
thing? Talk or fight? Follow the noble cause and
save Omikron, or just hang about your apartment
listening to cool music - it's all up to you...
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gypt. Land of mythology, mystery, pharaohs... and the

most complex tombs known to man. Tombs littered

with mazes, puzzles and traps, designed to drive

even the most persistent raiders to distraction... or

death. Enter: Lara Croft. Based entirely in Egyptian
locations, The Last Revelation's plot revolves around ancient
mythology and the alignment of the stars at the millennium,
Finding herself in a serious predicament, Lara's objective is clear
from the outset - she must escape a terrifying destiny and rectify
a situation that threatens to destroy humanity.

The story is unveiled seamlessly through gameplay action driven
by advanced engine technology. New programming routines
allow levels to dissolve into cinematic cut-scenes and full
motion video (FMV). Loading screens are eliminated, making the
adventure a continuous, focused experience. Tomb Raider: The
Last Revelation's redesigned inventory system replaces
traditional inventory rings with an easier-to-use interface allow-
ing items to be combined, collected and stored. The new inven-
tory also features Lara's diary, which includes her personal notes

from each'ﬁ“ﬂtfh'htufé@pd a location map that players can access
for hints.and tips.. Application of the transformed system will
give new life to'puzzle.elements — a key feature of Tomb Raider:
The Last Revelation. Clear objectives and smaller locations will
result in less time spent traveling between areas. Individual
environments are.more reminiscent of the original game - tightly
focused and puzzle-oriented, but with higher levels of detail and
a greater number of abjects than seen hefore.

The atmosphere will also be more akin to the original due to the
emphasis an ancient locations and tombs. To further the atmos-
pheric detail, the lighting system features spotlighting. New
environment mapping allows a variety of surfaces and objects to
reflect and react to light sources. Lara herself will have a new
remodeled look — fully skinned and mare detailed. A range of
new moves, both simple and complex, provides an assortment of
brand new puzzle and trap mechanisms for Lara to negotiate.
The puzzles are based on Egyptian mythology and will operate
like complex board games right at the player's fingertips.
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Interview with Adrian
Smith of Core Design

5o what's the plot this time?

We've made the basis of the story a lot simpler this time
around - the player is given a very clear objective from the
outset. The plot will twist and turn as Lara progresses, but the
ultimate goal always remains in sight.

Very basically, Lara inadvertently releases something rather
nasty whilst breaking into an ancient tomb... and of course
she's the only one who can put things right. The path of true
adventure never runs smooth so Lara will have various tasks
to complete before she's able to face a final confrontation.

Do you fear a backlash against this title since
it is the 4th in the series?

Despite any number of new features and improvements, the
game is still, in essence, “Tomb Raider” - an adventure game
featuring Lara Croft. What we have done this time is com-
pletely re-address a number of key elements. This will immedi-
ately distinguish Last Revelation from its predecessors and
bring fresh life to the title. The on-screen format is completely
new - gone are the old inventory rings, loading screens etc. It's
always been our intention to make the fourth game as accessi-
ble to as many people (both old fans and new users) as possi-
hle. We've focused on simpler gameplay so the game will be
easier that TRIIl in terms of direction and objectives. Players
will know exactly what to do, and where they have to do it.
The difficulty lies in solving the puzzles that will enable players
to complete objectives - so it's very much like the original
game in that respect. A very clear storyline and single location
means that a lot less time is wasted covering vast distances.

In some ways Last Revelation i< a prequel to the trilogy, but
the technical advances will make it far more detailed and
atmospheric. If you've never played a Tomb Raider game, this
is the one that we'll be recommending!

Can you tell us about any of the new
enemies that Lara will face?
We're concentrating on highly
detailed enemies - there may be
fewer of these but they will certain-
ly be more purposeful than those
seen in previous titles, Since we're
dealing with Egypt, our artists and
animators have really been able to
let their imaginations go so we've
: got mythological baddies as well as
natives and generics. Due to the nature
of the plat, you'll find a lot of rather
strange things happening and don't be
| surprised if you find that your are pitting
| your skill against an adversary through
the adventure.

Will there be another game in the

Tomb Raider series?

Well you know what they say... You just can't keep a good girl
down...!

eidos.com
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s the Millennium draws to
‘an end, forbidding events
‘are upraveling in the once
peaceful and prosperous
Union City. A brutal crime wave |ed
by gang punks and hardened
criminals threatens to undermine the
peace and toplunge the ity into
chaos and death. As the police
haplessly reel under the weith
corruption and violence, a discr
rookie cop, D'arci Stern, fights to clec
her name and restore order for her
citizens. As she patrols t, the
evidence quickly gather. e
gangs are now organize
nefarious intentions. HovilsE there
is an ally in the shadows — Roper
Mclntyre a grizzled ex-special force
now converted into evangelist agair
a demonic cult hidden somewhere
Union City and the force behind the
crime wave and maybe.... the
destruction of man.
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In Urban Chaos, Mucky Foot and
Eidos Interactive present a city in
frouble.

You play either D'arci or Roper in 30
compelling missions that each take
place in a unique location of Union
City. The player is rewarded with
information, supplies, and secret paths
if they explore the district. Several
types of weapons and close combat
are offered to complete goals when
persuasion is not successful, but be
careful, the sirEE:“e alive with the
wiff-raff that do n r the police.

Urban Chaos starts out with D'arci
investigating various crimes from
simple assaults to bank bombings.
Every district she visits has its own
unigue look in layout, architecture,
and population. Interaction via text is
available for all citizens. Besides a
propriety 3D engine that allows for
bump mapping, volumetric fogging,

and frue reflections, there is also 3D
audio available via EAX and A3D
protocols. D'arci will eventually meet
up with Roper who quickly becomes
like a father to her. Roper is the sole
surviving member of a religious
group that aims to prevent the 'Fallen’
(a demanic cult) from resurrecting an
abomination (from Nosfrodamus's:
predictions) to incarcerate the earth
at the turn of the millennium. His
forte is heavy weapons and
xplosives. He jis slower than
i'arci but packs a powerful punch,
xploration is another gameplay
element that is stressed, for as D'arci
explores Union City either via foot or
automobile, she can explore locations
that will yield not only supplies and
weapons, but secret entrances into
locations where she must complete a
mission. There is also a reward system
in place that offers bonuses for
collection.

werza E5)

ol Eldos Intoractive, Inc.
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Urhan Chaos Is a

To guickly teach the user:how to
operate in the Urban Chaos 3rd
person world, Mucky Foot has
created a fraining academy complete
with a foot and vehicle obstacle
course and.a'shooting range.

But, all'in 4all; combat.is often your
only recourse in dealing with the
gangs. Urban Chaos not only offers
close martial art combat, but has a
realistic weapon combat engine
including firearms, knives, grenades,
and baseball bats! N incidents
like drive-by shootinggeand gangland
rumblgg offen take place in the bad
parts 0T town.

Coming to the PC and PlayStation,
Urban Chaos stands out for its
graphically impressive representation
of big city life with the chaos of crime
and demonic rumblings. Coupled with
identifiable characters and a
pumping Urban soundtrack, it literally
comes alive for your enjoyment.

SIPOS.

INTERACTIVE logo are all ol Eidos

by Mucky Fosl Productions. EIDOS, EIDOS INTERACTIVE and the EIDOS

s i —
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¥ Diserice Station
(T PRy

ive, Inc. © 1993 Eidos Interactive, Inc. Al rights reserved,

; ]ulsr make It back safe, D'arcl - don't worry about
me
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Radio-Control Racing Without the Batteries

Drive Me Faster,

Tiny Racer

emember when you were a kid [or, if you're like me, last week)
Hwhen you and your friends would spend summer afternoons

racing remote control cars up and down the street in front of
your house, darling beneath your neighbor's pickup truck, barreling
through drainage culverts, and jumping the curb at the end of the dri-
veway? RE'VOLT captures the Lilliputian racing fun of RC cars and
trucks, and offers some advantages over doing it for real. If your car
flips over, you can right it with a touch
of a button; better yet, you can zip

through supermarkets, museums, and
toy stores =
all the
places
you'd be
kicked out
of in real
life. But perhaps best of all, you can go
along for the ride instead of just standing
at the curb.

RE*VOLT

are beautiful to look at.

Mad Max Meets Mini-Me

Gameplay in RE*VOLT is reminiscent of
other first-person arcade racers like
ROLLCAGE and WIPEQUT XL: insanely
fast-paced racing action, replete with mis-
siles and whatnot for smacking other rac-
ers around. Power-ups scattered along the
way arm you with bottle rockets, water bal-
loons, ail slicks, and more. A few are
‘power-downs,” turning your car into a time
bomb, or just blowing you up on the spot.

Power-ups aside, RE*VOLT feels very
realistic, especially on the simulation set-
ting, when the cars are over-powered and
squirrelly as hell. The cars are a lillle loo
stable on very long jumps - a little too
likely to land, cat-like, on their wheels -
but this fudging
is necessary to
allow the maps
to include
insanely large jurps in the first place, so
it's forgivable.

You can race a variely of cars, rated
according to speed, acceleration, and
weight, although other factors such as a
high center of gravity come into play as
you drive. Cars may be frant-wheel, rear-
wheel, or four-wheel drive; some do better
on long flat tracks, while others excel at
climbing hills or accelerating out of turns.

culvert.

CGW RATED

PROS

Realistic physics;
heautiful graphics;
well-realized enui-
ronments; fun!

-
VAT

RADIO SHACKS Whether racing in a museum
or across garden bridges, RE*VOLT's race environmenls

ZAPPED! A powered-up four-by drains another car
of precious electricity as they race through a drainage

As you progress, new and faster cars become available. Similarly, you
begin the game with only four tracks unlocked; you must win a cham-
pionship comprising all four to unlock new tracks.

RE*VOLT looks very sweet. The cars boast shiny highlights; pol-
ished floors reflect the action; bottle rockets send out trails of sparks
and leave lingering clouds of smoke when
they explode. On a Pentium Il 266 with a
Voodoo 2 accelerator, the game ran
smoothly at 800 x 800 with seven Al cars
running, the rear-view mirror activated,
and all the graphics options (except anti-
aliasing, which didn't work) turned on,

Land of the Giants

RE*VOLT's environments are nicely
filled in with enormous parked cars, loose
basketballs, looming dino skeletons, tow-
ering stacks of toys and what-have-you.
You can hear dogs barking behind
fences, and birds chirping in the trees.
The cars' engines sound authentic, which
means they all sound pretty much like
power screwdrivers, except “Aquacar,
which sounds like an electric bong.

RE*VOLT includes a track editor so
you can make your own tracks, in theory
at least. In reality, the editor is cheesy
and surprisingly sluggish, especially
considering the game's good perfor-
mance. Worse, the maps | created came
out white on white, making the track
impossible to see. If there's a way to
apply textures, | never found it.

Crappy editor notwithstanding, RE-
VOLT does a great job of putting RC
racing on your desktop. And when
you're tired of dueling RE*VOLT’s excellent Al racers, it's time to
collect your friends together for some virtual RC aclion over LAN,
modem, or the Internet. 477

www.ravolthig.com
Fan site with custom cars, hints, tips, discussion boards.

Cool Links

www.mardave.demon.co.uk
A great UK site for getting real RC oars.

Requirements: Pentium 200, 32MB RAM, 360MB har drive space, 30-accelerator. Recommentded Requirements: Pentium 11 233, 64MB RAM, 8MB 30 cand.
3D Support: Direct3d. Multiplayer Support: Intemel, LAN (2-8 playess), one GO per player,

ﬁ Publisher: Acclaim Entertainment = Developer: Acclaim Studios London » $40 « www.acclaim.net

ESRB Raling: Eyeryone
COMPUTER GAMING WORLD # cgw.gamespot.com » NOVEMBER 1998 m




REVIEW

QUICK HITS

Tactical, squad-level mechanized combat made MECHCOMMANDER a
solid real-time strategy title. MECHCOMMANDER GOLD adds some nice touch-
es to the ariginal game, such as unit way-
points that allow you lo specify not just the
direction of movement, but the type of move-
ment your units use, like running, jumping,
and even mine laying. This means you can
now give your Minelayer a complex set of
instructions to mine multiple areas, without
having to micromanage each task. In addition

to the game
k& ok ok

tweaks, MECH

GOLD adds new
Mechs and weapons, and a brand new cam-
paign. Owners of the original game can get a
rebate from Microprose, which makes for some inexpensive gameplay; and if you never
played, here's a great opportunity to see the more tactical side of the real-time strategy

genre. - Greg Fortune

Genre: Strategy = Publisher: Hasbro = Developer: Microprose
$40 = www.microprose.com = ESAB Rating: Teen

Genre: Simulation = Publisher: 6T Interactive
Developer: WizardWorks + $20 « www.wiz-
works.com = ESRO Rating: Everyone

GOMBAT: OPERATION VIGTORY |

e o

OMBAT: OPERATION VICTORY

adds 30 missions and one
adventure to MICROSOFT COMBAT
FLIGHT SIMULATOR. The adventure is inter-

esting (glide
* * behind German

lines, wreak
havoc in a stolen fighter, then escape) and
the missions take place in a variety of loca-
tions, but there are no new planes (although
there are a couple of new bugs). With new
missions, planes, and campaigns available
for free on the Internet, there's just nol
enough that's new or different here to
give this package high marks. - Jeff
Lackey

GULF WAR: OPERATION
DESERT HAMMER

Genre; Action » Publisher: 300 + Developer:
300 = $30 = www.3do.com

BT S T TR

0 need for fancy keyboard over-
lays in GULF WAR: OPERATION
DESERT HAMMER. It's one of those so-

called "action
% W K simulation”

games that
allow you to light things up like the 4th of
July. As you drive the advanced protolype
M12 Hammer deep into Iraq's interior and
strike at good old Saddam - always will-
ing to serve as the straight man to your
missiles = you'll enjoy Gulf War's fast-
paced, enjoyable arcade action. Blow
away tanks, APCs, missiles, and heli-
copters, Call in artillery and air strikes
against the more stubborn targets, or
against your friends. Killing for oil hasn't
been this much fun since 1991, - Lance
A. Larka

Genre: Strategy = Publisher: Red Storm
Entertainment = $50 = www.redstorm.com =
ESRB Rating: Teen; animated violence.

orce 21 is a 21st Century
wargame that pits the US against
China in 15 campaign missions. You
play a tactical commander of armored cav-
alry style forces that are split up into “pla-
toon" like ele-

x ments for
command and control purposes.

The missions don't follow your progress
like they do in PANZER GENERAL or M1
TANK PLATOON I, since you cannot carry
over unils from scenario o scenario.
Instead, you get whatever your supply offi-
cer has scrounged up that day, which is
completely scripted and never varies. You
do get to decide who leads the platoons,
but even though the commanders have dif-
ferent specialties and abilities, they don't
improve with time or seem to have any
effect during the missions whatsoever.

Your operation and intelligence briefings
are jusl as lackluster, as the directives boil
down to “Kill all the enemy” or “Get to this
location! Intelligence is anything but, with
no reports of what the enemy forces con-
sist of or even where they are, leaving you
to figure it out on your own and usually
necessilaling a replay of the mission. The
enemy Al is about as dumb as can be,; its
battle plans are hard coded and consist
mainly of pre-planned movement and reac-
tionary triggers.

There's no joy when you actually drop
into the missions, either. You run your pla-
toons with a third person perspective
that is locked to the unit you've selected.
So you are not free to move your view
around the 3D terrain to achieve fine
control of your units. Also, the platoon
that you are currently locked on will not
take any initiative in firing. You must
engage in a click-fest to target each and
every enemy, making any actions quite
difficult. As a result, you're forced to
spend the majority of the game using the
strategic screen where the controls are
better, but where you can't see the fire-
works. - Lance A. Larka

m NOVEMBER 1999 » cgw.gamespot.com « COMPUTER GAMING WORLD



NEW EXPANSION
PACK FEATURES...

+ MORE THAN 20 NEW
HEROES

+ SX NEW CHALLENGING
CAMPAIGNS

+ NEW MysTICAL WWORLD -
THE ELEMENTAL CONFLUX

+ MORE HERO CLASSES
+ MORE MONSTERS
.+ MORE DRAGONS

+ NEW ADVANCED
CAMPAIGN EDITOR

+ NEW RANDOM MAP
GENERATOR

+ LINLIMITED GAMEPLAY
+ EXTENSIVE CUSTOMIZATION

+ AND LAN, MODEM OR
INTERNET PLAY*®

ANTEXPANGION PACK OF EFIC PROPORTIONS,

o o Ly e i, B

NEW Wéﬂlﬂ GOMPUTING

Th
© 1999 The 3DO Company. All Rights Reserved. 300, Hefoss of Might and Magic, Armageddon's Blade, Mew World
Computing. and their respective logos, are trademarks and/of service marks of The 300 Company in lhe US. and olher  |————
countries. All otfier irademarks belong to their respective cwnérs. New World Computing is a division of The 3D0 Company. BC

ESRE| “Flayeris solely responsible for all applicable Interet-related fees and charges. www.mightandmagic.com







THE Eric 3D ROLE-PLAYING
MASTERPIECE
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To order, visit your local retailer
or call 1-800-716-8503

www.closecombat.com
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RENGTH
STRATEGY.

Your'll need all three to win.

The award w'inning Close Combat real-time wargame series returns to action! :

Close Combat, Battle of the Bulge, Germany’s last desperate attempt to stave off
defeat in WWII, offers you the thrill and excitement of the Close Combat series with

~ explosive new|levels of tactical engagement and detail.

t’ tha winter of 191

: Strategic game battlemaker allows you to create your
Ardennes. own Bulge campaigns.

-¢- Unlts may enter frnm diffe _‘ i '1:-a\b_atﬂemap €5~ Allocate artillery and air assets (weather permitting)
on their strategic movement, g “in the Campaign and then call in support during
_q)_ Through advanced Al, stre s each battle based on those strategic choices.

a direct impact on your t

-q;- Campaigns give c__on_t;rj
tactical successes and falllre
on the batﬂe’sloutcome ;

'¢- Internet players can use online matching services
to find OppX onents. *Internet access required.

'$' Qommand German or American troops
attles;




UNCOMPROMISED DUTY.,
= T EEEN T ERE

“SWAT 3 looks ready to take

& the first-person tactical
| % strategy genre by force.”
— PC Gamer

CLOSE Qu'An*rlE'n"s BA’I‘TLE

COMING WINTEF! 199-9

‘:Z 2



HONOR AND VALOR

E T RE T H |5 NCJVEI\/IBEF%
Los Angeles) 2005. Violence and
terrorism hove reached American
shores and LAPD SWAT is on alert.
As part of this elite tactical

organization, you and your team

I’]GVB tne Redoens Ond 011 the Lead your five-man team through 16

stunning photo-realistic missions filled
training necessary to protect, to with more thon 150 motion-captured
characters.,

serve and — when needed - to use

deadly force to keep the peace,

Welcome to SWAT 3: Close Quarters A

Battle. You have at your command
a five-man team prepared to take
on more than 100 of the most Unparalleled Al causes suspects and

victims alike to respond Individually to
~ vicious terrorists and criminals your every actlon, ensuring you'll never

play one mission the same way twice.
Los Angeles has to offer., Use
real-1ife SWAT tactics and an
~arsenal of weaponry to combat
~crises ranging from “hostage

"escue” to "VIP escort” in the most

istic, first-person tactical
Select your team ond conflgure thelr
: 4Aan A arsenal using state-of-the-art weaponry.
Ulq;___iﬂn. ever created. Utillze stealth and dynaomic toctics such
as “slicing the pie” and deployment of
diversionary devices to outsmart your
- oppanents.
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V0ODO03 3500 US. FALGON SE KENTOR

Graphics Gard Showdown

Suped-up TNT2 Ultra Beats Voodoo3 3500

by Dave Salvator

Reguirements:

Price:
Manufacturer:
www.falcon-nw.com

&
]
Z
=
%
2
=
=

3dix and nVidia as to who's the cur-

rent 3D king. Voodoo3 is fast to he
sure, but in most testing, it's been defeat-
ed by TNT2 Ultra. Couple that with the
TNT2 Ultra's more complete rendering fea-
ture set, not to mention 32-bit rendering,
and the edge goes to TNT2 Ultra.

So now we move to
Round 2, which pits
Voodoo3 3500 — clocked at
183MHz and loaded with
TV/video capture features — against the
latest tricked-out TNTZ2 Ultra-based board
from the dynamic duo of Guillemot and
gaming system maker Falcon Northwest.
Dubbed the Falcon SE Xentor, this board is
over-clocked to 1956MHz, while its 32MB of
memory runs at a hurtling 235MHz. These
two boards squeeze as much horsepower
as anyone is going to get out of this gener-
ation of chips. So who's got the goods? For
pure speed, Falcon SE Xentor wins the day,
but the Voodoo3 3500 is no performance
slouch, and still offers Glide compatibility

as well as decent
TV/video [eatures.

I t's been a pitched battle hetween

Speed Demon
If traffic cops gave
out speeding tickets
to video cards, the
SE Xentor would
have its license
revoked. And if its
blazing perfor-
mance out of the
box isn't enough
Lo satiate the hard-core
gamer's appetite,
Guillemot has bundled
an over-clocking slider
that will push the internal
clock speed beyond the
coveted 200MHz barrier.

Like Guillemol's mainstream
Xentor32, the SE Xentor ships
with a pared-down OEM ver-
sion of KINGPIN. Unlike the
Xentor32, however, this card
will set you back $350. Ouch.
Falcon Northwest customers
get $30 off the list price,
though. While the SE Xentor

IN SEARCH OF THE ULTIMATE

GAMING MACHINE *« REVIEWS » NEWS

clearly isn't for everyone, die-hard gaming
enthusiasts might want to drop one of
these into their AGP slots.

The first thing you notice is the active
heat sink/fan combo. It's pretty large. In its
current configuration, the card will eat the
PCI slot adjacent to the AGP slot. The ship-
ping fan will be less deep but may still
obstruct a bulky PCI card. Each pair of
SDRAM chips also has a small heat sink
attached. The card we checked out had
4.3ns SDRAM onboard, and the card will
ship at a default clock rate of 195MHz for
the TNT2 Ultra chip and 235MHz for the
memory clock. There will also be a special
over-clocking utility shipped with the card,
but Guillemot and Falcon Northwest are
quaranteeing 195/235.

One of the issues with highly-clocked
TNT2 Ultra boards has been motherboard
support. A number of motherboards do not
deliver the 6 amps current at 3.3 volts to
the AGP slot, as called for in the AGP hard-
ware spec. Guillemot mitigates this some-
what hy powering the cooling fan through
the power supply with a standard connec-
tor like those found on hard drives. That
should reduce the current draw a bit, but
be aware that it could be an issue.

Pistols at Dawn

We tested both cards on a 500MHz
Pentium III. With the sole exception of
games that use the 3dfx mini-GL DRIVER
(HALF-LIFE and QUAKE II), the Falcon SE
Xentor bests the Voodoo3 3500. In some
sense, this is not entirely an “apples to
apples” comparison, as the 3500 also has
TV and video capture capabilities. But TV
aside, the 3500 is still 3dfx's highest-
clocked offering,

The Falcon SE Xentor generated the
highest-ever 3D GameGauge score on our
test bed, at 51.56, compared to Voodoo3
3500's 49.5. Falcon SE Xentor's 32-bit
scores at 1024x768 were also cquite good.
And this is where TNT2 Ultra pulls ahead
of Voodoo3, both in rendering feature set,
as well as 32-bit rendering support.

We also took a look at the Falcon SE Xentor
on a Pentium III/600, where its 3D
GameGauge score was upped to an
impressive 57.38 (an 11% gain with the
20% increase of CPU speed).
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Clock Speeds Core / Mem
Voodoo3/3500TV 103/183
Falcon NW Xentord2 SE  185/234

On 2D performance, Falcon SE
Xentor again scuarely outguns
Voodoo 3 3500, whose 2D perfor-
mance is actually slower than that
of a Voodoo 3 3000.

Winmark |30

tizeostozi2) M Winhench [l Gauge
99 10247680181
110243768110)

Convergence, or Lack Thereof...

First, let's dispense with the 3D
cuestion. The Voodoo3 3500 is
cuite fast for 3D games. It's not the
fastest card we've seen in 3D
GameGauge, but it's way up there.
And, of course, it supports Glide,
Jdfx's proprietary legacy APL If
that's what you're looking forin a
3D graphics card, then this may be
the card for you. So on the merits of

TEST RESULYS

B
g
:
:
:

We tested both cards on a system with a

Pantium-11| SO0MHz, Intel SE4408X2 mother-

board, 126ME SDRAM, Windows 96, DirectX 6.1,
| and EIDE storage components.

its raw 3D performance, Voodoo 3
3500 is a contender.

But the 3500 is supposed to be more than that. It's 3dfx’s shot at
making a convergence product, with onboard TV tuner, video capture,
and TV display functions. It's in these key areas that 3dfx fails to
deliver.

The 3500 has an onboard TV tuner made by electronics giant
Philips, and also serves as an FM tuner. This part works very well,
and the on-screen “remote” works well, though it lacks keyboard
equivalents for all the buttons. However, the channel auto-scan only
picked up about half my good cable channels; I had to manually acti-
vate the rest. Video and audio connections are made through a small,
slick looking breakout box.

The TV-out is abysmal. More often than not, you get a garbled pic-
ture. Heaven help you if you try to use the TV and your computer
monitor at the same time — you risk making the monitor unusable, and
booting with just the TV connected is the only way to fix the problem.

If you do get it to work, the

monitor refresh rate is an ugly

60Hz, and you can't run higher
than 800x600. 3dfx is aware of
¥ these problems, but chose to ship
the card anyway.
If you have a hankering to output
video to a VCR, look for a differ-
ent solution. Voodoo3 3500's poor
video output quality is mitigated
¥ somewhat by the ability to capture
to a hard drive, and 3dfx automates
time shifting of program recording to
the hard drive in its control panel. But
the capture quality is quite poor. If you
try to use the MPEG-2 capture capabil-
ity, you're limited to 320x240, and you
will drop frames at that resolution

(and this was on a 500MHz Pentium

III). The WinDVD software DVD play-

er does a decent job of playback on

the PIII/500, however.

All in all, if you want the fastest
available Voodoo3 card around, then
this is it. The convergence features —
with the exception of simple TV-

B watching on screen - still need a lot

b Requirements: | of work. The whole thing feels like a

- ! product that was shipped too early.

- Price: You'd do better to get a

b4 Manufacturer; Voodoo3/3000 and an ATI TV

= wwwadixcom Wonder PCI card, if you have the free

PCI slot. 7
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 GADGETS
FOR GAMERS

from the arcade world, maybe you
still pine for the controls found on
those upright consoles. What if you
could go to your local arcade, rip the
control console
Tne out of one of
those units,
bring it home,

Hﬂt noﬂ and plug it into

your PC? With
= HanaHo Games'
jnvstlck new HotRod joy-
stick, you can
do just that. The unit connects via
your keyboard port, and has a pass-
through connector for your keyboard.
This can be just the ticket for play-
ing the old stand-up arcade games
using the MACE emulator, and it'll
aven do pretty well with newer
sports fitles, too. NFL BLITZ, any-
one? At $200 bucks, it ain't cheap,
but if you want to indulge your
arcade jones at home, then give this
quy a look. — Dave Salvator

If you came to PC gaming

Hotrod Joystick, $200,
www.hanaho.com
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The Art
of Noise

by Dave Salvator and Loyd Case e i

Give Your Audio Sub-System a $200 Ear-Lift

hings on the PC noisemaker front have been, well, Sound Cards

kind of quiet. We've heard some great new speakers Sound card choices are more limited than in the past, but the
that have shipped this year from some unlikely places. But choices that do exist have more features and better performance than
most of the progress has been on existing sound cards and sound ever. PCl is now the interface of choice; no major new ISA sound
chipsets, as well as in more new games that are using these 3D cards have shipped in the last year, and it's unlikely we'll see any in
audio technologies, some lo very fine effect. All of this begs the ques- the near future (sound of cheering in the background).
tion: Do | need to upgrade my audio gear to get ready for this holiday There are a number of key features to look for in a sound card, and
season's offerings? Well, like all things computer-related, it depends. their order of importance depends on what you're looking for. The

If you're still running that old Sound Blaster 16 ISA card, it's high first thing to look at, as with graphics cards, is the chipset. The two

time you made the move to PCI. Even Listen Un: most prominent audio chipsets are the
Creative's AWE-64, a very good sound Isten up: v ' EMU10k from Creative Labs, used in the
card in its day, is now long-in-the-tooth. el ; " Sound Blaster Live line, and Aureal's Vortex2
And if you've been putting off upgrading chip, used in the Turtle Beach Montego Il

those Dixie Cup speakers thal shipped
with your PC, then it's time to think about
making that move as well. The greal news
is that there are some very good speak-
ers to be had for under $100 bucks.
Even if you've got a solid PCl sound
card and a sel of speakers you like,
there's one other piece of gear you may
want to consider if you do a lot of online
gaming and use voice-over-IP applica-
tions like Roger Wilco = and that's a

Quadzilla and numerous other cards. The

new kid on the block is ESS's Canyon3D,

which promises more sophisticated position-
al audio through the use of Sensaura’s
MultiDrive technology. MultiDrive supports
active 3D audio through all four speakers if
you have a four-speaker setup. That is,
HRTF (head-related transfer functions),
which alter the audio stream to fool the ear
into assigning a direction lo a given sound,
is calculated for all four speakers, not just

good PC headset. We'll take a look at a
few headsels, as well as your best
choices for sound cards and speakers.
That said, let's have at it.

Turtle Beach  the front pair. Avoid, if possible, any card
sa_ Montego Il that only supports the AC97 CODEC - it
D Quadzilla  will eat CPU cycles and kill your game per-
formance. Do look for a card that supports
four speakers, though, even if you don't

- L
Vlll‘tel( z, ﬂeVISIﬂII H tracing may still show some performance hit, but Aureal’s rev
B silicon should help a lot. Note that you'd probably still want
e had a chance to preview the latest version a Sound Blaster Live if you're a dabbling musician or recording
Wof Aureal's revision B Vortex 2 chip. It's the hobbyist, as CPU utilization does spike up with 32 voices. And
same architecture as the original, but Aureal while MIDI sounds much better with revision B than the older
has streamlined the chip and improved performance dramati- Vortex 2, it's still not quite up to the Sound Blaster Live sample
cally. At 22KHz, 8-bit audio with 16 streams, Audio WinBench set, But the new Aureal chip should alleviate any concerns
reported 0% CPU utilization. That's right, 0%. about CPU utilization in games.
At 44.1KHz, 16-bit audio, the performance hit crept up fo Cards using the new Aureal chip will be distributed under
2.32%, but that's hardly a problem in any game. Note that any the Aureal brand by IOMagic: www.iomagic.com. Pricing had
game that makes heavy use of A3D 2.0's occlusion and wave- not been set at press time. - Layd Lasg

S
2
S
®
b
o
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Diamond's
Monster Sound TR ol g o
MX400 will rock your PC aud:a won'd Based on ground d
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So Up Your Audio with Monster Sound MX400—truly in a class by itself.

Screenshol of Stave Tero cowrfesy of Accolade, *Requires Dolby Digital
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plan on using that feature right away.

How Is “Faster” Audio Good?

Performance is a key feature. You don't want your cool 3D audio to
cause the frame rate of the game to tank. We can test CPU utilization
with Audio WinBench 99, which gives us a good indication of perfor-
mance. The performance champ is Creative's Sound Blaster Live -
its CPU utilization stays under 3% with 8 and 16 streams of audio,
and barely creeps up to 4% with 32 streams. Very few games sup-
port more than eight streams, however, The Sound Blaster Live also
has a superb MIDI sample set, while Aureal's can only be described
as adequate (MIDlisn't much of a factor in most games loday,
though). The Vortex 2, running the newer 2035 reference drivers,
stays fairly low with eight 3D audio streams at 22KHz, but spikes up
to just over 5% with 16 voices at 44.1KHz. That's still pretty low if
you have a fairly fast CPU (the next revision of the Vortex 2 will per-
form better — see sidebar).
The Canyon3D's perfor-
mance was disappointing at
both resolutions. Given that
the Vortex 2 performance
steadily improved with new
driver releases, we can only
hope that the same will be
true with the new ESS chip.
The Canyon3D came
mounted on a Terratec
sound card that supports
digital (S/PDIF) audio in
and oul, an optional FM
tuner, and wavetable add-on
connector. The quality of the
3D audio was good, as
were the MIDI samples, but
the performance penalty is
too great for most of today's
demanding games.
However, the DMX control
panel should serve as a
model for a good audio-con-
trol panel.

That brings us to the
Sound Blaster Live versus
Vortex2 debate. Our take on
it is choose a good Vortex2 board, like the Xitel Storm or Turtle
Beach Montego I, if you've only two speakers. If you have a four-
speaker rig, flip a coin. The four-speaker positional audio is slightly
better in our Audio WinBench listening tests with the Sound Blaster
Live, but A3D tends to sound betler in real games; in eilher case, the
differences are relatively small. The Xitel Platinum comes with a pair
of headphones that have “force feedback” (read: they vibrate). We
found this to be a worthless gimmick and turned it off, but the head-
phones themselves sound fine, and the whole bundle is $98. If we
had to pick ane card, though, it would be the Montego I, with its cool
diagnostic tools and useful control panel. The Sound Blaster Live full
version comes in a close second - especially if you're an audio hob-
byist as well as a gamer - but it will cost you a bit more.

Terratec DMX

How We Tested

M ost of our testing of this audio gear
was subjective listening. For the
sound cards, we ran Audio WinBench's GPU
usage tests, which measure how much of the CPU gets
eaten when playing multiple wave files through both
DirectSound and DirectSound3D. We also ran a number of
MIDI sequences through

the cards' wavetable syn-
thesizers to evaluate the Bl R LIISTRYELE Q1]
quality of their General Y g

Audio WinBench Test

MIDI patch set. What we

found is that Vortex 2- Results for Soundcards
based and SB Live cards
do a good job of keeping
CPU usage low, though
Terratec's new Canyon3D-
based card suffered from
higher CPU usage.

For speakers, our test-
ing involved a lot of lis-
tening tests — both of CD
audio music as well as
gaming audio. For musical
material, we used a wide =
variety of music, ranging =
from Bruce Springsteen )
to the woofer-punishing |
Bach's Toccala and Fugue in
0 Minor, which brought a
number of the speakers
we tested ta their knees.
We were listening for
tonal clarity (solid bass
and clean, uncolored mids
and highs). We also did
our dreaded RFL (really,
um, frickin' loud) test,
where we ran the speak-
ers up as loud as they
would go without going
into distartion. For gam-
ing audio, we played the
opening trailer for
MECHCOMMANDER, as
well as QUAKE 3: ARENA.
Again, we were listening ER = |]
for good sound reproduc- - o 2 ! -

tion across the spectrum, 44KHz, 16-bit, streaming
and because the best way D’SSII lﬁluuiues !

to have one's gaming

audio is loud (as in very),  NOTE: At 32 voices, SB live is stil
under 4%5; we only list results for the

we again did the RFL Dlamond Vortex 2-based card

test, - Dave Salvator because the other cards based on
that chip tumned in essentially identi-
cal performances.

]|
i

22KHz, 8-hit, streaming,
DS30, 16 voices

M Audio Score Gard

$100 street price for all sound cards
Manulaclurer Rating

Diamond MonsterSound MX300 % % & % 5

The Skinny

Best-sounding two-channel output far 30 audio affects; works well In four-channel also.

Terratec DMX Hook k) Naes a good job in two-channgl, but is hetter with four-channel output.
S8 Live Value Yk kkJ Gond four-channel output; best-sounding wavetable synth.
Xitel Storm Platinum Kok kK Best-sounding two-channel aulput for 30 audio effects; works well in four-channel also: comes with “ferce-feedback” headphones.

Turtle Beach Montego Il Quadzilla % % % % 7

Best-sounding two-channel oulput for 3D audio effects; works well in four-channel also.
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HARDWARE

evelopments on the speaker front this year have basi-
cally consisted of new, cheap offerings for companies
looking to pay in the sub-$100 speaker range, where the
greal bulk of PG speakers are sold. There are, however, several note-
worthy offerings that come in around $150. There is one primary con-
sideration to factor into & speaker-buying
decision, and that's of course the
~ sound. Doesn't matter how cool
Y they look, or what type of technol-
\ ) ogy they use (cone driver, flat
- panel, dipole radiator, etc.); if
they don't sound good to your
ears, and cleanly deliver the vol-
ume level you're looking for, then
they're not for you.
o Secondary considerations include
Velgm : g
o o an integrated power supply, or at the
Philips 370 f{ ; very least a Soap-on-a-Rope-style power
supply. In this day and age, wall-warts sim-
ply don't cut it. Also, look for speakers that
have a headphone jack “upstairs)’ that is,
on one of the satellite speakers. This is
a very handy fealure late at night
when you're looking to make with
the mayhem and don't want to
wake up the whole house. If they've
got the headphone jack “down-
stairs” (on the woofer), then that's
belter than nothing. So really, the
main thing to do when buying a set
of speakers is to make sure that the
store you buy from has a goad return
policy. That way, you can take
home that prized new set of speak-
ers and put them through their
paces in your office, hovel, cave,
elc., and make sure that they
sound good 1o your ears. Because taste in speakers is a little like
taste in wine, and not everyone is going to agree on which speakers
are the “best That said, here are our recommendations, which we've
broken into two categories: best overall and best value.

Best Overall; Yamaha YST-M55

Yamaha is a long-
time denizen of the
audio world, making
everything from pro
audio gear, to home
ANV components, to PC
speakers. In our listening
tests, the Yamahas simply
delivered the best sound
quality, both for
music and gam-
ing audio.
There was
plenty of low-
end, and mids and
highs were also well
defined. These speak-
ers excel as well in the
RFL test (see sidebar),
developing serious volume

Lablec 2414

Yamaha YST-M55

AIWA Sc-UC78

without distortion,
thanks to B0 watts of

amplification. In fact, in 3 g
gaming audio lesls, our ears & N

said "uncle” before these : Lo
speakers did. ’m

They do come with USB function-
ality that frankly doesn't add much for
gamers. In fact, we'd counsel you lo avoid USB audio
allogether, particularly on games that use 3D audio via
DirectSound3D. As a feature on speakers, don't even bother looking
for it.

Honorable mention goes to Philips’ 370s. These speakers have
more bass than should be allowed by law. They also emit very loud
volume without distortion, and have good imaging, though Yamaha's
offering still sounded better to our ears. Also worth a look are
Labtec's 5820 units, which also delivered lots of volume and sound-
ed very solid across the spectrum, both on music and gaming audio,
They didn't quite have Yamaha's smoothness, which is why the latter
gets the nod.

Best Value: Altec-Lansing ACS54

Altec-Lansing's low-cost, four-channel offering impressed us for its
general sound in music audio, but more so in gaming audio, where
they produced good volume without distortion. And because they're
four-channel, they'll certainly help make 3D audio more, well, 3D.
About the only thing missing is a headphone jack, though the power
supply is integrated into the woofer. Honorable mention goes to
Labtec, whose 2414s sound good, and develop decent volume levels
hefare clipping hecomes apparent. But the 2414s deliver what they
do for about a $40 slreet price. They lack a headphone jack, and suf-
fer from wall-wartitis, but based on the merits of their overall sound,
they're definitely worth a listen.

Altec-Lansing ACS-54
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Headphones/Headsets

here’s a problem with speakers when using 3D sound: vertical cues.

Even with four speakers, it's difficult to reproduce any sense of verti-
cal position. For example, it's difficult to discern the position and direction of an air-
craft circling overhead in a game.

Headphones bring those HRTFs right up to your ears, and remove any
problems with cross-talk. So the horizontal 3D positioning is much
better, and even vertical cues can now be heard with some clarity -
though it's still not perfect. So it's to Xitel's credit that they bundle
some kind of headphones wilh their Vortex 2 board.

There is a gigantic selection of headphones with prices that range
from $0.99 to $500. And the adage “you get what you pay for”
doesn't always hold true. There are some very good headphones in the
$30-60 range from companies like Sennheiser, Koss, and others. One of the best
microphone/headset combinations I've run into is the Koss R-85B. These combine a
great sounding pair of stereo headphones with a reasonably good condenser micro-
phone (though the mounting bracket could be a bit more solid). Telephone headset-
maker Plantronics is now making a solid PC headset offering as well in ils HS1. Of
course, | still like my ancient Koss Prod AAA's best, but you won't find those anywhere
outside of Ebay.— Loyd Case

Logitech
SoundMan X2

Labtec 5820

Koss R-65 B

Photos by Michael Falconor

Bl Speakers

$100 street price for all sound cards

Manulacturer Raling Street Price  How They Sound Power Supply  Headphone Jack  Waltage Rating
Generally good sound for music/game audio, though : . 1
AIWA SC-UCT78 * % Kk $80 {ow-end and m yolume level i lacking, Integrated Upstairs 14w waofer, Tw/side satellite
: i Fare better on game audio than music, particularly for . '
Altec-lansing ACS-54 Ak KA §0 clean outgut a high volume. Sofl four-channel oulgut in games, ' e0rated None 20w wroofer, 10w each satelite
Sound field isn't very wide when playing music; able ta play loud )
Labtec 2414 * %k %k $40 and clean better with music than with game audio; max volume ~ Wall-Wart None 15w woofer, 10w/side sateliite
on game audio not all it could be, but good given the low price.
Very full sound, and high max volume levels for game audio and )
Labtec 5820 *okokk S0 music, thaugh not quite as smooth as the Yamahas. Has four Integrated Upstairs Adw wooler, 13w/side satellte
different “surround sound” mades.
Logitech SoundMan X2 * % 85 Bright, with wieak low-end response; broke up badly at any Integrated Daownstairs 2w woofer, Bw/side satelite
volume level with game audio.
Philips 330 *hk $100 Ganerally good sound for music with a fairly wide sound stage, Integrated None 25w wonfer, 12.5/side satellite
and ample bass response; very good volume for game audio,
T e 1o = Good sound stane; a ton of bass, almost too much al times; e N 30w wooler, T5w/side satelite
Ll $140 nlenty of veluma for game audio, but not as much as Yamaha, e
Great respanse across the board; sound stage is a little tight, ) ) )
Yamaha YST-M55 * Kk kkd 150 but still good; developed huge amounts of volume for music Integrated Upstairs 40w waofer, 20wiside satellite
and game audin; made us say “uncle” before they did.
NOTE: For headphone jack, “upstairs” means the jack is on one of the satellites, whereas “downstairs” means the jack is on the bass unit.
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In @ world of floating continents,
__rotating around a living computer core,
the prophecy has come.

-

o e

“Need... more... caffeine...
Must... keep... playing...”
— Computer Games Online

AW\ TGACYornit CREATOR

iz s T LT

“...the icing on the cake for eager PC RPG fans.” ¥
— Next Generation

“This game ... revolutionizes role-playing. . ."
— FPGXtreme

www.lith.com



HARDWAR

Gear Hunter

Making Sense of Online Hardware Shopping

and writing about it all, I've bought a lot of

computer gear. In the process, I've learned a lot
about shopping. There's a whole world of jargon to hard-
ware shopping that you learn as you become an experi-
enced buyer.

Like all jargon, the language can be strange and confus-
ing. It's not intended Lo confuse buyers (call me an opti-
mist), but it often does nonetheless. So I thought we'd
spend some time doing a little shopping and clear up
some confusion along the way.

Let's start by paying a visit to www.computer-
shopper.com, one of many good Web resources [or

In my years of huilding PCs, upgrading systems,

LOYD CASE

products can be a great deal, but are often stripped-
down.

It may be something as simple as selling in a plain box
without the software bundle, or something more complex
like removing actual hardware features. It's common, for
example, for OEM graphics cards to leave off the TV out-
put that is common on retail versions.

But it can be even worse than that. One graphics card
company once sold an OEM product to one of the larger
computer vendors with a slower RAMDAC than the retail
product. Both the graphics card company and the system
dealer got into hot water with buyers for that bit of cost
reduction. So, pay close attention to what features are
listed for a card, and make sure you're getting what you
think you're paying for.

Windows Shopping
Okay, now let's head out on our shopping tour again
and find a copy of the Windows 985E operating system.

@ .
direct buyers. In our virtual shopping experience, In this brave new world of e-com-

let's first go looking for a CPU.

DEM: No, It's Not a Mantra

merce, there are still some online

There are a couple of things to note in the shops that are, let’s iUSt say, less than

screen shot. Note the top, circled entry: “Intel

CPU OEM Pentium II1." Then, check out the sec- S[:I'lllllll(ll.ls. e ‘ E ’

ond circled entry:
“Intel P-IIT 450 Retail."

What's the difference?
They're both Pentium
IlIs, right?

Well, yes, but ignor- 0 intel cPU P80
ing the speed differ- = o A
ence, there's almost B0 kel CPU Pantium B 480 wi12K Cache
always a price differ- iz B -y i)
ential between the R ikl P Pantiim 1 SOMHI WE12K Cocl

ATACCHM P i B 8 ok
sanens

OEM and retail ver-
sion. OEM stands for
"priginal equipment
manufacturer." OEM
products are for Werihoute
resellers to use in com- o TR e
plete systems. Gommter

In the past, that :
requirement was
adhered to more strict-
ly than in today's Internet shopping environment. You
will often see the terms “"OEM," “white box,” and “tray”
used interchangeably. You'll also see “retail,” “boxed,"
and “retail boxed" CPUs — they all mean the same thing.
Why is that? Are you really just paying for a printed box?

Well, no, not entirely. The retail, boxed version of any
Intel CPU comes with a three-year warranty and an
attached cooling fan and heat sink.

The OEM version comes, if you're lucky, in an anti-stat-
ic hag. You have to buy the cooling fan separately. You're
also at the mercy of the reseller when it comes to warran-
ty; Intel supplies only a 30-day warranty to the dealer.
There's no difference in performance, however. OEM

o Intal CPL Pentium Il BS0 wiS12H Cashe 3
C £ Prmn s e, 3 vl

o This time, we'll visit another shopping ser-
vice called Price Watch
i { i ). Price Walch is a good

site because you get prices from a wide vari-

L ety of Web dealers, sorted by lowest price to
highest.

ﬂ';'..-gs There are a number of ways to buy the

e Windows software. First, you can get the

Py standard retail version, in either a full or

TP upgrade model. Or, you can buy the OEM ver-

(L] sion, which is typically a full install version,

prevepes but slightly different.

B For one thing, the OEM version doesn't
give you the goofy “This is for computers

R without Windows" message you get with the

full retail install version. More important is
the licensing agreement. The OEM version of
Windows states that it must only be sold
with a full system. Many resellers get around this with
fine print, such as the line “must be bought with HD or
CPU & motherhoard.”

However, a little careful shopping will reveal that you
can buy the OEM version without even that minimal
requirement, provided you're a known customer.

In this brave new world of e-commerce, there are still
some online shops that are, let's just say, less than
scrupulous, and could spawn some other e-terms like e-
fraud, e-scam, or e-swindle.

So paying a few extra bucks to do business with an
outfit that a friend has recommended—or a shop that has
a better return policy—may well be worth it. ({47
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FALCON GAMING PCSsS CAN HANDLE
THE BIEGEST GAME ouT THERE.
In the wastelands of !he 31st Century, the machlnes rule the battlefield.

To join the fight, you need Mechwarrlor 3% To survive, you need a great. machine.
: To win, you need to play it on a Falcon.

To get-your hands.on-a*Mech, visit your local
relailer or go to www mechwarrmrB com.

To get your hands on a Falcon Northwest Gaming PC:

l\'l":“ Wl\lililllli ‘ Tl e
L % ' WWW.FALCON-NW.COM

-

@199 Hashia lntenactve, Ing. Al Rights Reserved, BaltleTech Matorial €3.1999 FASA MechWarrier, BaltheTech. BatteMech, and ‘Mech are of of FASA Gorp and (¥
i All rights reserved, Used unduer licerse, All other trdmarks are the propesty of their respeetive holders.




HARDWARE

When you’re ready to put your
dream rig together, check out
wuww.gamespot.com/features/p
c_workshop5/index.html for
Loyd’s step-hy-step guide to
getting your Ultimate Gaming
Machine up and running.

YOUR SEARCH FOR THE ULTIMATE GAMING MACHINE BEGINS HERE!!!

Thrustmaster TQS = $115
More control than anyone
needs.

E Logitech Newtouch »
$45 = In with the

=] Newtouch, out with
'E the Natural.

Il Power Rig

Mitsubishi DiamondPro
2020u = $1,300 « Perfectly
flat; good USB support.

Optiguest V95 = $405 -
Solid 19” monitor at a

budget price.

Pioneer 6x SCSI DVD = $180
New Pioneer Slot Orive DVD.

Pioneer BUD-103 = $130 »
Slot drive OVD.

in-Win 0500 full
tower ATX = $115 «
New improved
model.

Elan Vital T10-AB =
$82 « The case for
upgraders.

LFT-11 » $500 »
Beautiful imaging,
clean sound.

Boston Acoustics
BA-635 = $99 « Went
hack to our
favorites.

Thrustmaster F22
Pro = $129.00 « It
just feels right.

CH Gamestick 30 =
$55 « Very nice little

symmetric stick.

Componenl Manufacturer Price The Skinny

Motherboard hsus P3B-F $135 Back to the future.

cPU Pentium 111/600 $800_I's the top of the heap, for now.
Memaory 250MB of PC133 certified HSORAM  §338  Just think, a quarter-gigabyte.

Disk Controller Adaptec 294002w 39 B0 megabytes per second.

Primary Graphics Falcon SE Xenlor Q& 350 Fastest TNT2 card around.
Secondary Graphics 3dfx Voodon2/1000 99 Single Voodoo? for Glide compatibility.
3.5" floppy drive Teac $20 You still have to have one.

Hard Drive Quantum Atlas 10k $825 Alittle warmer than the Fujitsu, but much faster,
Backup _lomega Jaz 2 $300 2 gigs of backup.

Hard Drive cooler PC Pawer and Coaling Bay-Cool $49 Keep Ihat Atles 10k cool!

Primary Audio Turtle Beach Montega | Quadzilla 8499 For four speaker DirectSound, A3D and EAX.
Rear channel speakers _ Jamo (S-5 $420 Ultimate rear-channel-powered speakers.
Modem Copper Rocket DSL modem $400 DSL at last.

Networking 3COM Etherdink 10/100 PCI $10 For fragging my buddies.

Networking Hub Nelgear DS108 170 Multiplayer & DSL modem suppor.
Power Supply Turbocool 300 129 More power, Scatty!
Mouse/Painting Device  Logitech USB Mouseman Plus 49 Off the leash.

Action Game Controller  Gravis Gamepad Pro USB _§9 Get two.

Rudder Pedals Thrustmasler Elite RCS ML Nearly perfect foot placement.

Driving Controls ECCI COS 4000 $1128  For the serious (and rich) sim driver.

Total $8,283.00

The Fine Print: All recommendations based on actual evaluations and testing, Prices listed are average low quotes from Web
price search engines like weaw.computershopper.com or www.pricevetch.com. Compiled by Dave Salvator and Loyd Case.
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H Lean Machine

Component Manufacturer

Motherboard Aupen AXBBC Pro

CPU Pentium 1117450

Memory 128M8B Carsair PC100 SDRAM
Disk Controller Built-in UDMA/33

Primary Graphics Guillemot Xentor 32 %_
Floppy drive Teac

Hard Drive Western Digital Expert 8.1
Primary Audio Diamond Monster Sound MX300
Modem Diamond Supra 56e

D-Link 10/100 Ethernet  D-Link

Power Supply Built-in, 235W

Keyboard

Logitech Newtouch

Mouse/Pointing Device

Lonitech PS/2 Wheel Mouse




HARDWARE

“Which 3D Gard Should | Buy?”

f there's one question readers have asked us
Imura than any other, this would have to be it. So—you
asked for il, you got iL.

CGhoosing the right 30 card depends on your GPU and your
muotherhoaril, We have two recommendations for you:

Choice A: I your GPU is a Pentium 233MHz or slower,
or your motherboard is all-PCI (no AGP), or you've got a
motherhoard-tlown AGP graphics chip with no AGP slot, then
get 3dix's Voodoo2 1000 board. At about $100, it will do a
very nood job with current games, and a pretty good job with
pames coming out soon. And the hest part is that when you
swap in a new motherboard/CGPU, you can migrate the
Voodoo? board to the new setup.

Choice B: Il your rig's motherhoard has an AGP slot, then
go with Guillemot Xentor 32, which is currently the fastest 30
gun in the West. At about $350 street price for the 32MB
version, this card is pretty pricay, but it is the fastast (sea
this month's review on page 209). Even il you're running a
Pentium-11 233 or 266MHz CPU, when you upgrade mother-
board/GPU you can migrale lhe card inlo your new setup, and
it's got room to grow with whatever GPU you mate it with. If
your budgel can't deal with a S350 price tag, TNT2 Ultra-
based boards from Guillemot (Xentar 32), Oiamond (Viper
770), and Creative Labs (30 Blaster TNT2 Ultra) will also do
a good job withoul breaking the bhank.

Product Watch
Where’s Athlon?

Aﬂer last month's CPU shoot-out, you may

be asking yourself, “So if AMD's Athlon GPU is

so damn fast, why isn'tit in the Power Rig yel?" A line
nuestion. The reason? At press time, we couldn't buy an Athlon
anywhere. They weren't shipping yel. And because we don't
want to recommend anything that you can't actually buy, we're
holding off for 2 month. When Athlon ships, you'll see it in the
Power Rig and maybe even in the Lean Machine as well.

In other CPU news, Intel is readying their next-generation
chipset, code-named Gamino. Now rechristened the 820, this
new chipset brings several welcome additions, including faster
memory, a faster hard drive controller, and AGP 4X. The 820
will support a 133MHz interface belween the CPU and the
North bridge, as well as a new memory type called RAMBUS,
the speed of which will be somewhere between 1.2GB/sec
and 1.6GB/sec, a serious speed bump from the current
800MB/sec that the 440BX chipset delivers. The 820 will
also support SDRAM,

 Skinny

Ul slots, Softmenu, 440BX, ready for Pentium IIl.

since RAMBUS memaory
may be in relatively
short supply as the 820
tebuts this fall. In addi-
tion, the AGP pipe will

sclively the same as a PII/A00.

get much faster, going

B at last. from 528MB/sec peak

in there, throughput to 1.1GB/sec.
nt for 32-bits. The 820 will also sup-

| golta have it. port the UltraATA-G6

ORPM from Western Digital.

spacification, so hard

) and clean audio for under a C-note.

drives using that stan-

i performance, good price.

dard should see a per-

ch oul and frag someone.

formance increase. As

j-in with power,

soon as we can filch

ilh the new, oul with the Natural,

one of these mother-

ter than the “gaming” mouse,

Total $1,999.00

boards, we'll lel you
know how it fares versus

440BX.

NEED A KILLER RIG?

The
Ultimate
Gaming
\ETH T T

Next month in
Hardware,
CGW sets out
on its annual quest
to find the
Ultimate
Gaming Machine.
Wel'll review
15 complete
computer systems
from mouse to monitor
and tell you
which have the
power you need.

ON
SALE
NOV. 2

COMPUTER

WORLD




by Loyd Case and

Dave Salvator

You’ve Got Questions, We've Got Answers

IDE stands for “integrated
device electronics” and is
the interface used to con-
nect most hard drives in
your computer. Current
generation motherboards
all come with built-in IDE
ports that support the
UltraDMA/33 standard.
DVD drives are mainly for
watching DVD movies,
though there are a few

What does IDE mean? What is a DVD drive
DVD drive that also has a CO-ROM drive built in?

DVD games out there.
Most DVD games were
originally released on CD-
ROM, and have now been
re-released with higher
guality video for cut
scenes on DVD. All DVD
drives will read CD-ROM
discs, though the very first
DVD drives would not read
recordable media (CD-R).

gnnd for? Is there a

| can never seem to get
the full capacity of hard
drives after performing an

fdisk. A 9.1 GB hard drive yields
only 8.6 GB, and a 6.4 GB hard
disk only yields 6.1 GB. Has it got
anything to do with the BIOS set-
ting? I'm currently using Win 98
and ABIT BX-6 R2 motherhoard.

It's probably not your BIOS.

While older BIOS chips could

not properly detect hard drives
larger than 8.4GB, the ABIT BX-6 rev
2.0 isn't that old. What you're seeing
is the difference between how the
hard drive companies view the uni-
verse and how the rest of us look at
it. Hard drive companies believe that
one megabyte is 1,000,000 bytes.
However, most computers and operal-
ing systems believe that one
megabyte is 1,048,576 bytes.

What's this | hear about
TNT2 Ultra cards not work-
ing in some motherhoards?

A few cards don't work prop-
0 erly with some motherboards.

A number of earlier mother-
boards that used the Intel 440LX
chipset didn't deliver adequate power
to the AGP slot. At least one, the
Asus P2L97 revision 1.05 or earlier, is

way oul of spec, and will fail with
most TNT2 Ultra cards. Others miss
the rated current spec (6 amps at 3.3
volts) by a smidgen. But a highly
clocked card, like the Guillemot
Xentor 32 ar the Hercules Dynamite
TNT2 Ultra that has an onboard fan,
needs the full 6 amps of power.
Guillemat has done a lot of testing on
this, and you can find a list of prob-
lem motherboards at their site,
www.quillemot.com. At least one
board, the Asus P2B-F, is fixed by
simply updating the BIOS to the cur-
rent revision.

| had Win98 and Red Hat

@ 5.2 on a LILO dual boot.
Being the idiot that | am |

used Partition Magic to just
delete the Linux partitions.
Simple enough, right? | figured
LILD would ask which operating
system | wanted to boot as usual,
only “Linux” would be a “dead
link” and | could fix that later.
Well now it's messed up. The
usual LILO boot usually looks like
“LILO Boot:”, but now it just says
“LI” and freezes up. | try to boot
from a floppy, | get to DOS, | can
browse my C: and newly created
D: drives all | like. But when |
type “WIN" it starts to load
Windows and then | get two

We get mail. Lots of mail.
Huge guantities... well,
you get the idea. Readers
send us all kinds of
intriguing techie gues-
tions. We answer as many
as we can directly, but

. because we find that
you're often asking similar

guestions, we figured we'd
answer the most frequent-
ly asked ones here. If
you've got a hardware
headache, send us mail at
cgw_hardware@zd.com.

errors. One says that the registry
files are unavailabhle (or some-
thing like that) then it passes hy
that and the BSOD comes up say-
ing “A device or resource

required by VFAT is not present or
unavailable. VFAT cannot continue
loading. System halted.” Is there
any way of fixing this?

There are several possible
solutions, in order of increasing
severity. The easiest one to Lry is

to boot normally. You'll end up at the
DOS prompt. Go to “\windows\com-
mand” and type: “sys c:". This will
make the hard drive a D0OS bootable
drive. But it won't work if the master
boot record has been altered by the
Linux install. If that's the case, try:
“fdisk /mbr”. Do NOT do this if you
are using some kind of disk manager,
like OnTrack or MaxBlast. Given that
you were using Linux, though, this
probably isn't an issue. The third
thing to try is to get a copy of the
latest version of Partition Magic,
which understands Linux partitions,
and can help in deleting Linux native
partitions. Another cool utility is
Symantec’s Gdisk, which comes with
their Ghost partition package. But
Gdisk is command line driven and can
be very dangerous, so use with cau-

I CGW|
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Specinl Advertising Section

he problem with computers is they always seem to have problems.
That's why more people in the world depend on Norton software to keep their
PCs out of trouble than any other.

And the smartest way to keep your computer working just became a
no-brainer. Because now there’s new Norton SystemWorks™ 2000, with
improved versions of all our award-winning programs.

Inside one box is everything your system needs to find and fix
glitches. Zap viruses. Free-up unused space. Wisk away unneeded files.
Guard against crashes. Even update your computer automatically.

All in one smart suite, for one sweet price.

Here’s how Norton SystemWorks 2000 protects you every
working day:

The smartest way to
keep your computer
working

AIOMWIRSAS

T
SR

Get Off To A Faster Start
On Monday.

Did your computer wake up
feeling overloaded and sluggish

check-up. Including your CD-ROM,
speakers, sound card, video board,
Inﬂdel'ﬂ, Even your mouse.

You don’t need to call in a com-

today? Seems it can’t load your

database as fast as it used to?
Perk up its performance

ey = with Norton Ulilities}'

: < America’s most popular

system-optimizing and

“If you
teant the
best defense
against system
problems,
turn to the
granddaddy of all
utility packages,
Narton Utilities.” .
Smart Computing, sus

: With just one click,
. it'll give your entire
machine a complete

conflict-solving program.

puter repairman when you've got a
doctor (the Norton Disk Doctor™)
on call 24 hours-a-day.
Vaccinate A Virus
On Tuesday.

It looked like such a friendly,
innocent little e-mail.

But by reading it, you opened
up a Pandora’s box of corrosive
code. In the blink of an eye, it



could have wiped away a year's worth
of work. It could have screwed up your
data. It could have tucked its deadly
digital infection deep inside your hard
drive. It could have, and would
have....but you had Norton AntiVirus’
We've inoculated
more computers than
any anti-virus software
ever invented.
And our new 2000
version packs even
2 stronger antidotes.
. It automatically scans
Pf::;r: fgf‘;’;ﬁ’;m_,.. all incoming e-mail
Windows Mugwzine, 799 attachments. It stops
ActiveX and Java code
assaults. It even updates itself without
having to restart your system. With
100,000,000 computers on the Internet,
it's a big, contagious, wired world out
there. To keep your PC in the pink, fight
infection with Norton protection.

Clean Up The Clutter
On Wednesday.

Sure you bought the biggest, baddest
hard drive in the store.

But that was before everyone you
ever met e-mailed you.

Before whiz-bang plug-ins so you
could visit one site. . .once.

Before MP3.

Before video grabs
and digital photos. ot

Before the hottest
Sim game needed 8 CDs, ¥
Isn't it time to throw
open the window, and
toss out all that clutter!?

Sweep away your
unneeded files, unused
programs, and unneces-
sary junk. With the #1
choice for hard drive clean up. ..
Norton CleanSweep'”

“Our first choice
in ils field ™
PC Magazine, 59

Catch A Crash
On Thursday.

Tick...tick.. .tick. ..tick.

Like some technological timebomb,
all computers are doomed to blow up.
Only you can't predict when vours
will crash. Or why it will freeze. The
only thing you know for sure is that it

Special Adverrising Secrion

happens to everyone.  SIEEIEED
And generally it
happens when you
can least afford it.
Like when you 5t
haven't saved your i
work for over an
hour. Or just after
you've entered the
Jast address in a

Martort Crm

System Status
AutoProtwct & enabled ared protechng you :
@ |

Horton Antiin Stahu
¥ o v defritions ere upordate [deted £/21/99)
£\ o hares et et 3 3

L
B visihave e
v OQuaarine i oty

Mo viuses have been detecied on yous system

) Meaton Anteus i protecting pou agaent A1 vutes

385-person mailing
list. Or the final
numbers into a

tedious spreadsheet.

‘ot mca e nhoermshon sbed & shahas desn, edek the
e i the st and then chck Dotalz. Defads

NORTON [T

We think the best
defense is a stronger
offensive. That's why Norton
CrashGuard™ jumps
right into the path of
an oncoming crash.
It protects your work
first, even creating
a SafeOriginal '
then guides you g
step-by-step through ¢
recovery.
Crashes happen. ;;}?:f,:z,d,i of

Maore power to Lo
wavg yourwork 48
from erashes

Just make sure vou're  problems we did

not previously
know abont.”
InternetWeek, s

not crushed by the
next one.

Call For An Instant
Update On Friday.

Has another week flown by already?

In this high-tech world, a thousand
things can change in only five days.
There are new software updates, system
patches, bug fixes, hardware drivers,
and virus definitions. Luckily, you've got
a six-month subscription to Norton Web
Services” It's the most comprehensive
PC resource center on the Internet.

Like a Yellow Pages for computer
support, it's the one place to turn for all
current system maintenance information
and downloads.

[nternet “operators™ are even standing
by. Our Norton support staff is there,
online, to assist you
in real time. And if
you'd like, we'll
even notify you
about the latest
developments,
by e-mail,

Norton
Web

Services

Start any or all of Norton SystemWorks from one screen.

No rebooting!

Take A Break On
Saturday With Our
Free Bonus Pack.

As if owning “the best utility suite’
(Windows Magazine, 3/99) wasn't reward
enough, we're sweetening the deal.

We've added a special Bonus Pack that
includes Zip-1t"" which shrinks any files
you want to archive, or makes them
faster to e-mail.

You'll get Norton 2000™ Bios Test &
Fix. If you want to go to sleep this New
Year’s Eve without waking up to a night-
mare on New Year's morning, check
your PC nouw!

You'll be able to send and receive
faxes directly from your computer with
your bonus copy of WinFax" Basic
Edition. There's also Symantec Visual
Page” for building and managing vour
own personal Web page. Even encryp-
tion software to saleguard your private
files from prying Internet eyes.

1

Is Sunday A Day Of Rest?
...Hardly!

You can snooze as late as you want,
because Norton SystemWorks is awake
and alert to any potential PC problems.

Our award-winning programs are
protecting your computer, automatically,
24 hours-a-day, 7 days-a-week,

So surf the Weh. Play a game.

Or, don’t even touch your computer.

“Like a lifesaver bobbing on a
turbulent sea, Norton SystemWorks
will keep you alloat.™ (internetWeek, 3/99)



“it's The Obvious
Choice.”

-PC Magazine

“Norton SystemWorks brings together several
best-of-breed utilities for significantly less
than you'd pay to get them separately. For

one-stop shopping for

Lol CEE N system utilities, it's the
of our success?... ; i 33
Norton obvious choice.
Symmetry! — PC Magazine, 5/99
In May, when PC Magazine
bestowed it's prestigious

Editors' Choice Award on “. . .dOeS evern 1more
Norton SystemWorks, they P
said, “...the real advantage lies L0 help WH]dOWS

in SystemWarks' integration.” . .
We think our integration USErs deal Wl[h the
technology is so special, we've

given It a special name: Norton headaches of system
Symmetry. It's our exclusive CrﬂSheS, IlliSSing or

method to insure our programs

look, act, and work alike. Corfup[ed f]les,

(Okay, that might sound .
simplistic to you, but our Computer Vlruses’

competition is still baffled

how we accomplished itl) a[]d Othel’ faCtS Of

In short, we've made a

powerful software suite Will(].OWS ]jfe.”
—PC Week 4/99

“,..a seamlessly integrated suite of utility and

antivirus software . . .an exceptional value.”
— InternetWeek 3/99

“...other programs offer similar features
but fall far short of what Norton has.”

— Knight Ridder Newspapers 1/99

EDITORS’
CHOICE

1999

| liNLIST

Windows Magazine 1998

Pl:cnmnutilg

Put new Norton
SystemWorks 2000
to work today.

To buy it online, or find
your nearest Norton
software dealer, please
visit our website.




SAITEK P120 GAMEPAD

Requirements: Joystick port. Price: $9.99
Manulacturer: Saitek Industries
Contact: www.saitekusa.com

ACTIONTEC 56K PCI CALL WAITING MODEM

Requirements: Free PCI sloL. Price: $105 Manufacturer: Actiontec
Contact: www.actiontec.com

Hold the Phones

I’ve steered people away from PCI modems in general, because most of them are
“soft” modems - little more than an excuse to sell more powerful CPUs. Actiontec has finally
shipped a modem that's the exception to that rule. Soft or “Winmodems” use your CPU to process
most of the modem chores. They're lerrible for online games, and often cause unacceptably high
lag times, More traditional modems have their own controller chip that takes the burden off the
CPU. The Actiontec PCI modem also has its own dedicated controller, so you don't get that severe
CPU hit. When playing with TRIBES or =y
Q3TEST 1.08, | saw server ping times gg '
as low as 120ms, and game play was & 2\
smooth and lag-free on servers with less
than 250ms
K k& Xk * pings. | was
able to connect

to a local ISP at data rates regularly above
44kbps (usually around 48kbps). The call-waiting
is handy, too, if you've got that feature on your
phone. | was able fo take a call while onling, tell the
person |'d call back, hang up, then disconnect from
the Net gracefully (you have about 7-10 seconds). |
wouldn't want to do this in the middle of a hot TRIBES
session, though...

At $105, the Actiontec is more expensive than those low-

ball Winmodems, but your gaming experience will be much \
better for the extra dough. =Loyd Case \

1

plies an B0-conductor UltraATA cable for
more reliable perfarmance.

Despite the thoughtful inclusion of the bet-
ter quality cable, UltraATA/G6 on the BE-6
wasn't very reliable in UltraATA/66 mode. |
altached a pair of Western Digital Expert hard
drives. The system frequently locked up dur-
ing WinBench 99 disk WinMark testing when
attached to the ATA/66 connectors.
Switching to ATA/33, the hard drives ran per-
fectly, with no problems. In the end, | had to
carefully run each test, one
at a time, to get the final
results. During normal
use, the system did
crash several times a

day, though it was

hard to pin down

the cause.
The bottom line is that if you des-
perately need an UltraATA/GE controller, you
may be belter off with another motherboard
and a PCl controller card. Even then, the
testing shows almost zero difference
between UltraATA/66 and UllraATA/33,
even on the fast Expert series hard drives.
While Abit gets come credil for trying to
push the performance envelope in general,
this time they may have pushed it a liftle too
hard. ~Loyd Case

ABIT BE-6 SLOT ONE

MOTHERBOARD

Requirements: ATX chassis, Pentium 11 or bet-
ter, and an UltraATA hard drive for maximum
performance. Price: $130

Manufacturer: Abit

Cantact: www.abit-usa.com

Ultra-Frustrating

bit has developed a well-

deserved reputation for
offering motherboards that
cater to users who love to tweak
their systems and play around with
over-clocking. The new Abit BE-6

mother-
* &k

& 2
board has (T

an onboard
UltraATA/66 hard drive controller, which is
the latest version of the EIDE hard drive
conneclion slandard, and is faster than
mast current EIDE controllers on mother-
boards. The board uses an HPT366 con-
troller chip to handle the UltraATA/66
chores. There are four IDE connectors on
the motherboard, and you can have up to
sight IDE devices attached. Abit even sup-

Such a Deal

Mosl of the news about
gamepads has been about the
herd migrating to USB, But Saitck has
focused on making a very inexpensive
gamepad that can be found for 10 bucks.
That's right, 10 bucks. Now, you may be
thinking that you'll get what you pay for, but
Saitek’s P120 gamepad is a generally com-
petent gamepad that works well for sports
titles, and is competent for driving titles.

Installation is easy enough: Connect the
P120 to your joystick port (no USB con-
nectivity),
bring up the
Game
Controllers
control panel, and configure a Custom
controller with three axes and four but-
tons. A quick calibration and you're good
to go. The P120 has a D-pad mini-joystick
that can be stored in the body of the
gamepad when not in use. | do have a
couple of design gripes. The third axis is
controlled by two index-finger buttons, but
the buttons are essentially digital, so that
the “axis™ only has three discrete positions
(center, hard-left, hard-right). This “axis”
might as well have been two extra but-
tons. Also, the four-button layoul is essen-
tially a “two-row" design, rather than a cir-
cular

* kA ok

1-2-3-4
design like the
Gravis Gamepad.
| took the P120 for a
spin through HIGH HEAT 2000
and NEED FOR SPEED: HIGH
STAKES. In HIGH HEAT, the controller was
fine and allowed me 1o control all aspects
of gameplay = it could be a good substi-
tute for the Microsoft Sidewinder
gamepad. In NEED FOR SPEED, | config-
ured the third axis to control accelera-
tion/braking, and here the controller did
the job. But because the “third axis” is
essentially digital (on/off), it made control-
ling the ear more difficult,

For ten bucks, the P120 is a very solid
controller. lts no-frills design gets the job
done, though you can't daisy-chain multi-
ple controllers, or connect it via USB. But
if you're an occasional gamepad user,
then the P120 is worth a look. —Dave
Salvator

HARDWARE

Fhotos: Michael Falconer
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PLUNDER THY NEIGHBOR.

e

~

The time has come 1o serve your own needs.
Pride. Glory. And power.

forged in the white hot crucible of
technology, a new millennium of gaming is born.
plunge deep into the most exquisite
environments ever seen and taste the

forbidden fruits of sorcery, treachery,

unique multiplayer campaigns and
artifacts of absolute power.

A new day is dawning.
Seize it.

Basun ox rue BESTTSELLING FANTASY

SERIES BY Bosenptr Jorpas

The Kingdom. The Power. The Glory.

www,wheelofrime.com
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Terror grips the land. The powerful and evil Sorcerer Silver has abducted the women of
Jarrah for his treacherous purposes. Take control as David, a simple hero on a quest to
find his beloved and to defeat the almighty Silver. But it won't be easy. In order to
succeed you'll need to recruit allies, master swordplay, learn the art of magic, and
venture through hostile worlds teeming with Silver's corrupt followers.

Silver - Begin the quest, become the hero...
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Marvel at vivid special effects, powerful Travel through hundreds of beautiful Your mouse is your sword. Use it in real time
magical spells, and the mighty weaponry locations, rich in detail...and packed with combat to vanquish foes, including demons,

that you'll acquire on your journey danger dragons, and other insidious creatures
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GAMER’S EDGE

THE EIGHT HABITS OF HIGHLY SUCCESSFUL MERCS Esh@®alzlSREu]\V/ISVi\zI8]

Jagged Alliance 2

posed “newbie” level, this game can kick your fail from here il Sunday. There are no quick paths to success here, no kick-ass-quick schemes.

jnGGED ALLIANCE 2 is one of the toughest assignments a gamer will ever get. Even al the lowest level of difficully, the sup-

Success requires the disciplined development of a number of sound tactical habits.

B wair FoR Im!

AGGED ALLIANCE 2 is such a diffi-
cult game because it requires traits
rarely rewarded in gaming — patience
and restraint. If you go into this game
guns a'blazing, your Mercs will
die. If you aren't willing to
spend a lot of time sel-
ting up a strategy, your
Meres will die. If you get
sloppy with your laclics,
your Mercs will die.

Yes, the games will
be long and a
little tedious,
but this is
JAGGED
ALLIANCE

2 - not so
much a
game as
a test of
character.

NOVEMBER 7888 = cgw.

Cover is everything. Cover is life. If
you try to fight toe-to-toe with
your foes without adequate cover,
your Meres will die. Your opponents
have god-like aim, even with pistols,
even at long range. So whenever pos-
sible, approach a sector from the
angle that provides the best cover. [f
you find yourself fighting a patrol in a
sector without cover, retreat = and try
to fight them on better ground.

It's easy to tell
when your
Mercs

are
out of
the
sight of foes -

the foes turn black.
What's not easy to

tell is whether or not a

particular rock, tree, or
wall will provide cover
from a parlicular foe,
which is one of the
more frustrating parts of
the game. If your Merc has
been sighted by a foe and is running

24) COVER OFTEN, COVER WELL

for cover, leave yourself extra move-
ment points so that you can experi-
ment with various positions and pos-
tures. It may take some futzing around
before your Merc is safe.

Once in adequate cover, the most
common tactic is to pop up to take a
shot and drop back down. Always
leave yourself enough movement
points to duck down again, or else —
that's right — your Mercs will die.

That said, you must be very cau-
tious with the Pop Goes The Weasel
strategy. If your foes gel set up in fir-
ing positions around your hiding spot,
there's a very high likelihood that they
will get interrupt shots when you pop
back up.

And a quick note on sighting: just
because an enemy has turned black
doesn'l mean you can't hit him. If your
line-of-sight is not blocked, you have a
chance (although greatly reduced) of
hitting a foe who's “in the black.
Sometimes these long shots are worth
the ammo if the largeted foe is threat-
ening your favorite Merc.

gamespot.com = COMPUTER GAMING WORLD



ne way to alleviate the enemy-interrupt problem is to use the most important tactic in

JA2 — flanking. Whenever possible, try to position your Mercs so that they have firing
positions on the enemy from different angles. Flanking combined with the Pop Goes The
Weasel sirategy is very effective. A Merc can pap up fram one position and fire, thus
drawing the attention of your foes. Then another Merc can pop up from another angle.
Since the foes are facing in another direction, they are much less likely to get an interrupt
on the second Merc, and they must also change their facing to fire on the second Merc,
burning valuable movement points. If you allernale belween Mercs, you can keep your
foes' heads spinning.

. i

1l
&1

Ancther useful tactic, especially when outgunned or outnumbered on a night opera-
tion, is the hit-and-run. Creep up on an enemy, take a nice shot, and then retreat.
Have other Mercs positioned behind the first Merc so that they have a chance of inter-
rupt shots on the pursuing foe. Fire, fall back, set up more polential interrupts. Repeat.

Whenever possible, try to completely disengage from the enemy and return to real-
time mode when using the hit-and-run; the reason being that when you encounter the
enemy again and drop into turn mode, all of your Mercs will have their full allotment of
movement points.

Time to Pump You Up

mproving your Mercs' stats is both rewarding and essential. How to
improve stats is obvious in most cases, but here are some not-so-obvi-
ous - and some very cheesy - ways fo pump Mercs stats.
Agility: The fastest way to improve agility is to sneak
around in stealth mode with enemies nearby. It's a risky
operation for a clumsy Merc, but it will improve agility very
quickly.
Dexterity: The vultures that prey on dead bodies are great for target practice.
Throw knives at them to pump up your dex.
Health: One of the more difficult attributes to improve. Try marching around
Arulco with extremely heavy inventory loads and you might pick up a few health
points.
Explosives: Obviously, handling explosives will improve this stat. If you find:a
land mine, pick it up, then plant it again, and dig it up again. Repeat and watch
gour explosive stats soar. Fumble, and watch your Merc's disem-
u d r odied head soar. _
raer o Leadership: Train militia and this stat will climb through the roof.
Battle Strengih: Pryln%open crates and punching things will give you
a good workout. Use stun grenades to knock out enemies and
VWi Gonfueng then pummel them with your fists. There are also a few rnammate
CUEAUEERNEEE  objects that can be used as punching bags.
path you must take.
Here's one sugges-
tion, which roughly

orders the

Item Combinations

here are a ton of items in Arulco that can be combined into very useful
objects. Here's just a few.

I]meria
Drassen
San Mona
Chitzena
Cambria

String + Soda Can = Alarm

Attach to doors as a guard against sneak attacks
Aluminum Rod + Spring = AP Enhancer
Increases a gun's firing rate

UP ON THE HOUSETOP, CLICK,
CLICK, CLICK Roofs are great for sniping and
scouting. Projectiles also have a great range from up high.

{j DIVERSIONARY TACTICS

our foes will run toward the sound of gunfire.

You can use this fact to set up nice ambushes.
Send your stealthy night ops Merc to one end of
the map and fire off a couple rounds. Wait until the
enemy has moved toward that Merc, then slink
away. You can then, carefully, bring the rest of your
Mercs to the side or rear of the waiting foes. They
will be facing in the direction of the gunfire, giving
you a chance to sneak up and take some nice
shots at their backs.

N ight ops are especially effective early in the
game when you don't have long-range
weapons and your enemy does, as the shorter
range of view at night eliminates the enemy's
advantage. Of course, the lables are turned later in
the game when you've got the fire power.

hen targeting enemies, you can increase the

accuracy of your shots by clicking the right
mouse button. Do this, always. Your chances of hit-
ting increase greatly.

Most players tend to fire for heads and torsos,
thinking they are the most vulnerable areas of a
foe. But don't forget about leg shots. Leg shots
very often can make a foe collapse. When they col-
lapse, they lose all of their current movement (mak-
ing leg shots especially valuable during interrupts)
and sometimes they will lose a second tum of
movement as well. At the very least, the Merc will
have to spend movement points to get back up.
And incapacitated foes seem to take more damage
from subsequent shots.

PASS THE BUCKSHOT

ot a Merc on the front line in need of a grenade? Throw it to him! Your
Mercs are quite good at tossing and catching stuff. A needed item

GAMER’S EDGE

Alma

Grumm
Estoni
Balime
Oria
Meduna

Steel Pipe + Glue + Tape = Barrel Extension
Increases a gun's range

X-Ray Tube + Gum + Fumblepack = X-Ray Unit
Part for X-Ray Detector

Copper Wire + Lameboy = LCD Display

Part for X-Ray Detector

LCD Display + X-Ray Unit = X-Ray Detector

Ah, we've given enough away, haven't we?

like a grenade or an ammo clip or a first aid kit can be tossed from the rear
to the front in a single turn, with movement points to spare. (Note: If you're
tossing a grenade, make sure you lake the grenade fram the inventory. If
the grenacle is in a Mercs “hand slot” when you toss it, it is live and your
Mercs will die). You can also do this with weapons. Have only one high-
powered rifle? Take two shots, pass it to a neighboring Merc and take two
more. If you plan it right, the entire squad could use the riile in one turn.

COMPUTER GAMINE WORLD * cyw.gamespol.com = NOVEMBER 1333 m



Openalldoor.. .Opens all doors
Allloot.... All items available
Killthemall ills all enemies
Showtheend. ..Shows end movie

Gamefail ... .Falls current mission
Resurrect.. .Brings team back to life
..Big-head-mode
View enemy
Debugdrawwire .Wire-mode
Playercoords hows your position
Laracroft...... ..Alternate uniforms

‘System Shock 2

Viral Prolif, Worm Launcher.

psi_ lnll 4 ..Fully restores psi nnlms

Codes These other codes also work:

CGW TIPS |E=CE

Codes  Type “iwillcheat” at any opening screen or menu. Then enter the fol-
lowing codes during gameplay.

Gamedone..... ..Completes current mission

Tip In the game hit [Shift]+[;], and then type
“summon_obj [item]”, where items can be: medical
kit, psi amp, wrench, pistol, shotgun, assault rifle,
laser pistol, EMP Rifle, Electro Shock, Gren Launcher,
Stasis Field Generator, Fusion Cannon, Crystal Shard,

. ubermensch.... ..Pumps up all of your stats and skills

Enter the following as your player name
to unlock the respective cheat:

TreeSquid ...
MaoreClang...
DeadOiNight
Testicus .......

.Full map

Level jump
..Destroys all bots
..Cloak

FPS display

BypByPMﬂnkeyA.. ..Chase view

Code Effect e
IveGollt.......covserevnennennn All WEBPONS, ENEIOY, shle!d
BurgerGod ... ..God-mode

BATTLEZONE

Unlimited Shields: Hold [Shift] and
[Control] and type: BZBODY

Unlimited Pilots and Recourses: Hold
[Shift] and [Control] and type: BZFREE
Full Map: Hold [Shift] and [Control] and
type: BZRADAR

Unlimited Ammo: Hold [Shift] and
[Control] and type: BZTNT

INTERSTATE ‘76

Use the names below to drive these
secret vehicles.

POCILEH Helicopter
KNAT Tank

HOTAIR Hot-Air Balloon
THETRUTHISHERE UF0

WARZONE 2100

Press [ 1], type the code and hit
[ENTER]

time tonnle Stops and starts
the mission limer
get off my land Kills all enemy

units on the map
show me the power Gives 1000 extra

power

whale fin Gives 1000 extra
power

hallo mein schatz ~ Skips to next mis-
sion

work harder Completes all cur-

rently active
research topics
double up All of your units
are twice as tough
kill selected Kills the presently
selected units
john kettley Toggle weather:
snow, rain, clear
biffer baker Units almost inde-
structible
sparkle green Stronger units

MECHCOMNMANDER

Create a new file named "buymechcom-
mander.2" in the directory where
MECHCOMMANDER is installed. No need
to actually put anything here, just make
sure the file exists.

Then type in these codes during a
game:

lorrie replenish ammo

usmiu toggle God mode
on/off

mineeyeshaveseentheglory
reveals the map

poundofilesh more money
rockandrollpeople unlimited drop
weight

Type Lordbunny and then press b and
left click on the target to hit it with
unlimited artillery.

m NDVEMBER 19989 = cgw.gamespot.com « COMPUTER
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ildly hysterical strategy
game set in the American
underworld circa 1933.
You’re the Boss; use your street
smarts and an army of willing thugs
and enforcers to take control—
slip-up and you sleep with the fishes!

[{[1BRADYGAMES

E YOUR OAME FURTHE

£1288 Studio 3. Published by Simon & Schuster Inferactive, a division of Simon & Schuster, Inc.
1230 Avenue of the Americas, New York, NY 10020, A Viacom Company, All ights resernved.
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GAMER’S EDGE

RAINBOW SIX
To activate cheats, press ['] while in the

nllll!lll Kﬂﬂﬂﬂl’ 2 gama”a.nd ;I]gn t_gpe'

R Sl AT

TEAMGOD Team god-mode
AVATARGOD Player god-mode
STUMPY Stumpy-mode
CLODHOPPER Enlarges player's
feet and hands
MEGANDGGIN Mega head mode
BIGNOGGIN Big head mode
SFINGERDISCOUNT Refill ammo
NOBRAINER Turns Al off
DEBUGKEYS Debug keys
enahled
TURNPUNCHKICK  Changes players
from 30 to 20
EXPLORE Victory conditions
on/off

e - P e Tt T During playing hit [CTRL]+[X] to enter
cheat mode, then type:
Codes During gameplay, just type [ctrl+alt+c] at any time. If you did this [ Code 0 Eflnol

right, you will hear the sound of a door opening. Then type the following codes. S Invincible

Hemmit All weapons enabled

Medic Shields full strength

show me the money Gives money

now the rain has gone Shows map TEST DRIVE 5

feel the power Upgrades all monster’s skill to 10 Go to the first ﬂp[inns menu and type:
this Is my church Provides all rooms R T

Provi 3 ¢ (
fit the best rovides all rooms and traps cip‘of tholes Unlocks all cup
i believe its magic Provides all spells races

do not fear the reaper Win level that takes me back Enables backwards
mode
i have the key Unlocks all cars

- = and tracks
mml n“nlhia“n“: mngdoms i carry a badge Drive police cars
lone crusadar in a dangerous world
Press horn for nitro

Codes S - B T T T P Rl T Ty S remote braking Press horn to

After start-  Bitiaes aame ' ot freeze opponents

ing a skir- RA TS ;

mish game

or multiplay-

el . B0 0 R Got a great
oot i L tip for your
b 8 the | | favorite
hux.tzgenss i : ; ik .-.' game-’
enter a code | : Py o a

and prar;.: Send your tips, tricks and

activate it. . _ S ol strategies to

Enter a code | e ; Pt b cgw_lelters@zd.com

again to fe 7 Rl (please put CBTIPS in the
deactivate it. ! . et - RN subject line) and we'll pub-
lish one submission each
Atm Fill mana month. If your tip is pub-
Doubleshot Weapons do double damage lished, we'll send you some-

halfshot Waapons do half damage =
Infrared Fog of war on/aff thing pulled at random from

Nowisee Full map the CGW BozoBin!
Zipper Faster unit building

220 NOVEMBER 1988 = cgw.gamespol.com = COMPUTER GAMING WORLD
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by Thierry Nouyen
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help launch us in our own directions,
rather than as a guide which leads us and
narrows where we can go."”

Handled carefully, official mod support

onsider Valve Software the Medicis of modern can be a way for a company to last. Valve ;

c action gaming. They're serving as “patrons” to ama- knows this, and so does Epic (who is Thiarry _Néuyen@zd.cnm
teur mod (user-made game modifications) designers by hosting an UNREAL-Mod contest with

eyeing talented people—such as the ACTION HALF-LIFE $150,000 in prizes, and making

team—and either hiring or helping them. Valve not only host- UNREAL TOURNAMENT

ed the recent HALF-LIFE Mod Expo in mad-

friendly);
it builds

San
Developers S
P FratcHc, NEW BLOOD No, liis isn't a secret

Need to but t_l{ljey 80 " Nesae ' .« " " level from UNREAL, il's a screen from the b; find lo]yA
prr:\rl de dand > s S " Gunman mod for HALF-LIFE. Talent like this is Ia)WI S'K
exlended an . all over the place in the mod community. reallies

Sll[lpﬂl"t ongoing sup- L * new life

port for mod into titles
ﬂmﬂmlll' authors. which may otherwise
DESig“EI‘S i“ Harry be considered passé

Teasley, (ACTION HALF-LIFE

and GUNMAN con-
vinced the CGW edi-
tors to load up HALF-
LIFE again).

More people are
encouraged to try
their creative hand,
with official sup-
port, these new cre-
ations will get good

exposure. Carmack
and Romero had

Order to Last  artist/designer

and mod guru

at Valve, says,
“My support role is best charac-
terized as 'being there for mod
teams.’ Since Lhe SDK was
released, the job of mod team
support has largely been cne of
answering technical questions, or
if I can't, funneling the questions
Lo someone who can. Teams may
also have artistic questions, or
marketing and legal questions their start as ama-
regarding their mod, and I answer teurs working out of a garage.
those as well."” The next Carmack is probably out there too, waiting for a stu-

This treatment is a contrast to times past, where mods dio to notice him or her and become their patron. ({97

were handled with a more laissez-faire attitude. John

Carmack would eventually release the source code for his
various engines, and let the user community do whatever it tracked down Justin Fisher of ALIENS DOOM fame, and
wanted to with his work. But the I asked him what he's been up to lately. “I'm currently
Thierry's Piaylist source code was unsupported, and helping a friend set up a Web-design company,’ he said,
1. System Shock 2 peo}ple ilad to llezlrnI from “but tll:le Eongelzl spend
. each other, rather than i i away from making new
§j Eﬁ:ﬁ.ﬁf ?(rg:m ] from the masters. nn nlle“ nesurrec“n“ worlds and games, the
4. Homeworld Justin Fisher, creator of stranger their pull
5, Quake (11 the Aliens-TC for DOOM (widely becomes. It's been several months now and I'm reaching
considered the best user-mod ever the point where I'm going to put down what I'm doing and
made for an action game), remembers the early days of mod- go for a good job or offer that comes my way!" (Note to any
making. “It was sometimes a real grind to have to rapidly development teams looking for designers!)
master a huge and unending series of often incomplete, | also asked him if he had any advice for budding mod
buggy, unrelated, or incompatible software tools,” he said. designers out there. “Probably the biggest pitfall | fell into,
“More help from id would have been a very good thing in and one that many people still fall into, is making the most
most respects.” important parts of the game first. You need to know
whether your plans are feasible, so you see if you can
Ending the End-User Support make the core elements work. But during the project, your
The problem is that this level of support for the mod com- tools get better, your skills improve, and you acquire new
munity takes resources away from the developers. Not every techniques. In short, the parts that you do near the end of
development team can afford to have even one person - let the project (except for deadline rush) are going to be far
alone two or more - dedicated to working with mod design- better than the earlier work. So do as much peripheral stuff
ers. Also, from the designer's standpoint, there is a danger of as you can at the beginning, and as much of the important
having a creative vision hampered. Fisher is optimistic, stuff when at the height of your abilities and tools!
though, “as long as the support can be used as a platform to
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hy Robert Coffey

Gaming Outside the Lines

e days of cut-and-dried strategy genres are num-
T:ered. Yes, there's always going to be a place for pure

real-time strat in the COMMAND & CONQUER mold, an
audience for Sid Meier CIV-style grand strategy, and a home

for hardcore wargames, but they're being whittled down by

gamers' love of anything new, and the growing audience of
casual gamers looking for games that cast

a broader net.

Stmtegy’s You'd think these disparate influences
5 would work against each other, but sur-
Future Lies prisingly enough, the most interesting and
. enjoyable games on the horizon have
in Genre- something for both groups, and they're
3 accomplishing it by blurring genre lines.
BlEﬂljlﬂg Role-playing influences are cropping up

everywhere. While this trend began with

the troop training portion of X-COM and
MYTH's experience-gaining veteran troops, it's really coming
to the fore in games like Sir-tech's JAGGED ALLIANCE 2 and
Red Storm’s upcoming SHADOW WATCH, which charges play-
ars with developing their individual units in over 70 skills and
abilities. While this has an obvious effect on the strategic por-
tion of the game, it gives strategy gamers a
reward heretofore reserved primarily for MIGHT
& MAGIC or BALDUR'S GATE fans—that sense of
accomplishment that comes only from watching
your characters grow under your guidance. Need
more examples? What about WARLORDS:
BATTLECRY and its very traditional fantasy RPG
heroes, or METAL FATIGUE's experience-gain-

f ; ing ‘'mech
i nmm I'mﬂ‘.ll : ctews?
1. Might and Magic ViI Action
g_ gmtl Heglhﬂa:zhnll 2000 and strate-
stem Shoe g
4. Jagged Alliance 2 gy hybrids
5. Niggle, a Palim Pilot Scrabble-alike | are becoming so numer-
ous, they'd form their

own genre if they
weren't such a diverse lot. The first BATTLEZONE game proved
the two apparently incompatible genres were a natural fit, and
the sequel is taking it even farther, allowing gamers to all but
forgo the action side of the mix to focus on base-building and
unit commanding.

AII Yllll Pretty Things (g

SPEAR and SWAT 3 may look like first-per-
son shooters, but their heavy emphasis on
planning and tactics make them stand out
from the QUAKE-alikes, and let sound
strategists succeed even if their shooting
skills aren't the best. For the ultimate in shooter/strateqy
hybridization we'll have to wait for next year's TEAM
FORTRESS 2, where gamers will be able to play a pivotal role as
a leam commander and never have to fire a shot.

Does this genre-bending harm titles? On the contrary, I
think it lies at the center of AGE OF EMPIRES' incredible suc-
cess. By giving gamers the ability to win by building Wonders
and not destroying their enemies, Ensemble Studios created a
game that can appeal both to grand strategists and to real-
time vels. With even more ways to win in the secuel, the AGE
OF EMPIRES franchise should only attract and addict more
fans. Appealing to different sets of gamers might be what
draws many to IMPERIUM GALACTICA II, with its blend of
grand strateqgy, real-time combat, and a game engine that lets
you pause the real-time combat to issue orders to your ships.

So does all this mean that more traditional titles are dead?
Not at all—Sid Meier could probably buy a private island with
what he'll make from the upcoming CIV III, and a new
WARCRAFT game from Blizzard is a gquaranteed hestseller. But
if the genre as a whole simply stuck its head in the sand and
refused to change, it could find
itself under a headstone—right
next to the murdered-by-clones
adventure genre. ({417

Robert _Eulley@‘zd‘cam

Keep ‘Em Coming
Back for More

‘he only letdown with the:
T best games inevitably
cames at the end ~ :
.when the fun stops. That's why we're so happy that
; Builfrog is making a commitment to. providing fans of
. DUNGEON KEEPER 2 with new content and upgrades.
‘Over the next few months, the designers intend to post
new game features, new maps, unique units, mini-cam-
paigns, and eventually even the editing tools every week
on their web site, www.dungeonkeeper.com. They hope
 to do this through November, or longer if sales of the.
(game warrant it With fuck; this will be a huge success
and will ancourage other compamas 10 do the same.




HOW TO GET AN UNFAIR
GAME ADVANTAGE.

il | h

Option #2: Game Commander.

is won’t hurt a bit.

ever again will you be fragged into fine chunks while you look for the right key for “deathbeam.” With
ame Commander, any custom keystroke or key combination can be pre-programmed to a single voice

ommand. Scream "Die Pig!" to launch an Alpha Strike at the100-ton mech barreling down on you. Yell

Wingman, Break and Attack" and your computer wingman will peel off to nail that incoming bogey hot
n your tail. All without ever unclenching your clammy fist from the joystick.

on't believe us? Download a free demo at
ww.gamecommander.com. And get a cutting edge without using one.

1899 Mindmaker, inc. All rights reserved. TOP PiCK
- Game Commander and the Game Commander logo are trademarks of Mindmaker, Ine. April 30,1999  June 1888

"Game Commander is amazing to use.

Sim jockeys may have finally found something
better than keyboard templates and even
more complex HOTAS controllers. Check it out."

— Loyd Case July 1889
Computer Gaming World

mindmaker-



RPG / ADVENTURE
The Case Against Elves

1990s, many gamers questioned why one of computer gaming's

When role-playing games were a near-dead genre in the mid-

oldest genres suddenly became so unpopular. Almost all RPGs
featured a pseudo-medieval swords-and-sorcery gaming world full of gob-
lins, fireball spells, and giant rats. The lack of originality was so pervasive
that new gamers were led to believe that elves and swords werg RPG pre-
requisites. Strategy games with fantasy settings, such as MASTER OF
MAQGIC, were erroneously classified as RPGs. The horror!
How did the genre become so stagnant? RPGs are not about Tolkien-

Role-Playing
Games Need to
Branch out
Beyond Tolkien

esque settings. RPGs are about being able to assume
a role in an open-ended, meaningful way. Through
character creation and development, or just through
choices made during the game, players individualize
their pixelated alter-egos and ultimately their experi-
ences. The setting of the virtual world is irrelevant in
characterizing a game's genre.

Tronically, although the inspiration for their comput-
er counterparts, tabletop RPGs have featured a larger
variety of settings, including science fiction (GAMMA
WORLD, TRAVELER), western
(BOOT HILL), comics (MARVEL
SUPERHEROES) and horror
(VAMPIRE, WEREWOLF), Several
of the original tabletop RPGs,
such as DUNGEONS & DRAGONS
and TUNNELS AND TROLLS,
were swords-and-sorcery

games, but there's never been a
shortage of paper RPGs set in
other environments. Yet with a
few notable exceptions, most of
which were released in the
1980s, computer RPGs have
focused exclusively on chop-
ping up orcs and wielding +4
battle-axes.
With the genre in full resur-

gence, I hope it doesn't doom

itself again by producing
increasingly derivative games and ignoring

innovative settings. The immediate future still looks promising. Interplay's
FALLOUT games garnered both critical and commercial success at least in
part due to their milieu's stylish amalgamation of futuristic post-apocalyp-
tic and '50s Americana. SYSTEM SHOCK 2 is a sequel but still seems highly
original, because it includes relatively novel science-fiction elements such

Desslock’s Plaviist

1. System Shock 2

2. Half-Life

3. Japped Alliance 2
4, Independence War
§. Wing Commander 3

as cybernetic implants and psionic powers. Add
to the mix a development team (led by Ken
Levine) experienced in making innovative prod-
ucts, an enhanced version of the THIEF 3D
engine, and some strong first-person shooter ele-
ments, and it's easy to see why the title gar-
nered good advance buzz.

Helmed by industry veteran Tom Hall,

ANACHRONOX's development team seeks to combine truly original sci-
ence-fiction environments and the same sort of action/RPG hybrid game-
play offered successfully by several console RPGs. DEUS EX merges ele-
ments of James Bond's adventures and the X-Files. With the impressive

hy Desslock

desslock@dessslock.com

Food for the Celtic Gods?

omplex gaming worlds and compelling sto-
‘ rylines are fealures that many RPG fans

would gladly choose over the latest graphi-
cal bells and whistles. Such fans should check out
NETHERGATE, a game sel in 60 A.D. Britain dur-
ing the conflict between the Roman Empire and
the Celts. Created by Jeff Vogel, author of the
acclaimed EXILE series, NETHERGATE blends his
tarical and mythological elements and allows play-
ers to create either a Roman or Celtic adventuring
party, with gameplay varying depending upon a
party's allegiance. A portion of the game is free at
www.spidweb.com. Next up: AVERNUM, a more
traditional fantasy RPG that will use an enhanced
version of the NETHERGATE engine.

WHEN IN ROME NETHERGATE extends Jefl
Vogel's fine series of traditional RPGs that faver com-
plex gaming over graphical gimmickry. This one's set
in 60 A.D. Britain.

NrrHiRcATE | g

UNREAL engine, DEUS EX's development team has
created some of the most realistic-looking, immer-
sive environments yet seen in a role-playing game.
The team is led by Warren Spector and Harvey
Smith, who helped create the original SYSTEM
SHOCK, ULTIMA UNDERWORLD, and other critically
acclaimed RPGs. Promising games are also in the
works based upon White Wolf's VAMPIRE and
WEREWOLF milieus, although the game based upon
the latter will emphasize action over RPG elements.
Even with the gradual expansion of computer

RPGs into science-fiction and horror settings, it still
seems as though developers are artificially narrow-
ing the scope of what really is gaming's broadest
genre. How come we have yet to see computer RPGs
set during the world wars? Saving Private Ryan's
band of soldiers are a suitable model for a WWII RPG
party. The Wild West? Outlaw legends provide
ample fodder for compelling RPGs. Those intuitive
settings have been consistently ignored by develop-
ers, as have others. How about a Viking RPG featur-
ing the gods of that mythos? What about ancient
Egypt, medieval Japan, or imperial Rome? Unless
RPGs innovate and evolve into new settings, the
renaissance RPGs are enjoying will quickly end. So
many possibilities, yet such little innovation shown

to date. 40
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7@9 Why stay home when you can have Pro Pilot 2000 for just .
,.-ﬂﬂ\‘.‘a‘ $3999? Fly seven different aircraft anywhere inthe US. and & #oiesese

v s Europe - even Hawail. Pro Pilot 2000 is simiply the most i

B versatile aviation simulation available for all pilots, from novice
F ; H X M |-| " H I to professional aviators. With more real world aviation
features in one box than any other flight simulation, there is
o FII]fESSIl]HﬂlS, E TMare I e, no need to buy exira add-on packs to equal what is offered
in this one box. Whether you wish to relax and enjoy a scenic
flight; learn about real world aviation, or challenge your flying
experience, Pro Pilot 2000 can be customized to do it all.

Visit the Pro Pilot 2000 world wide website;

Dynarmix: Www.propilet2000.com

A AJIERRA COMPANY o
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SIMULATION & SPACE
Lahor of Love

I t's a shame (and a crime), but almost every computer

product released these days seems to require a
patch. And while most companies will allocate some
time and resources toward a game after it ships, many
: games don't achieve their full potential
Patchmg Your even after a patch or two. Such was the
. # case with two recent flight sims. The
Favorite nght companies released an intended “final”
o patch, but both games still needed more
SImS, 24-7 work. Fortunately for us, a grassroots
effort prevailed in both cases—a dedi-
cated handful of people were willing to produce further revi-
sions in their spare time. The newest patches should be
available by press time.

European Air War

Two people are currently hard at work on EUROPEAN AIR
WAR. EAW may be a gaming media darling, but it still has
its problems, especially in the multiplayer department.
After the version 1.1 patch shipped, Brandon Gamblin
and Chris Coon of MicroProse kept close tabs on the reac-
tion in the Internet newsgroups. Says Gamblin, “We heard
about the troubles that EAW was having on the Internet. So,
a few of us started working on the Internet problem in our

5 spare time, still devot-

Gordon's Playlist ing full-time effort to
1. Warbirds our main projects. That

g'i;‘? Eg "g'ig’-‘% I%TSI‘. . was how the ‘unofficial’
. Baldur's Gate: 2

1 it patch got started.
g: E;I::E:'?anrrﬁrr '&'Jar (it v} 2 petch) Hasbro/MicroProse

were supportive of the
process, “There was
never any difficulty with them," said Gamblin. "Once it
looked like we had sufficient cause and substance for a
patch, we told Hasbro/MicroProse about it and they started
giving us support for it (QA, artists, etc.). It was always
understood, however, that this was not part of our main
work. This was always an extracurricular patch,"”

adds some new features and a few more bug fixes.

In addition, an "unsupported" art kit has been

made available, allowing players to alter their own

planes and virtual cockpits, as well as the terrain. For more
information, go to support.microprose.com/eawupdate htm.

Screamin’ Demons

ParSoft's Michael Harrison had to travel a different road
with SCREAMIN' DEMONS OVER EUROPE. Although version
1.5 essentially turned SDOE into an altogether different flight
sim, it still wasn't enough, especially when it came to the
flight modeling. “Unfortunately, we were only given two
weeks to work on the patch, so that naturally limited what
we were able to fix or add," explains Harrison. " Activision
didn't want to invest more time on the game, but there were
elements that needed modification. Rather than leave the
users in the lurch, I decided to take on future mods and
fixes. Given that a personal goal of mine was that we try to
build a community around OpenPlane so that we could con-
tinue to improve upon it, this struck me as the right thing to
do rather than to treat each game as an independent island.”

These are admirable goals to be sure, but Activision was
hesitant to approve any additional patches. “Some people

grognard@concentric.net

Another FALCON Patch

peaking of patches, the 1.07 patch for
FALCON 4 has arrived. Five months in the
making, this latest effort goes a long way in
fixing various avionics, campaign, Al, multiplayer and
crash-to-desktop issues (see the patch on this
month's demo disk). Although 1.07 is indeed a major
leap forward for FALCON, this sim is still in need of
some further work — if reaction in the newsgroups is
any indication. Given FALCON 4's immense scopeg,
this is hardly surprising. Nonetheless,
HI/MicroProse is hoping the next patch
will be the last one, thus freeing
them up to finally work on some
add-on products.

there weren't too keen on
' the potential tech support
W calls and confusion that
unsupported patches might
S cause. After what I assume was
- ‘\ much debate, they decided to allow me to

produce patches unsupported by Activision.”
Harrison is primarily focusing his efforts on the

“The modified aircraft won't be wholesale replace-
ments of the aircraft that shipped with the game, since
generally those aircraft were sound. There were some
changes made to them prior to shipping that made them eas-
ier to fly. I'm undoing those changes as well as tightening up
some of the center of gravity and weight distribution data.”
The challenge has been in getting everyone to agree on
what the final flight model should be. “I've found that many
people have their idea of what makes a WWII aircrait," he
says, “and I'm attempting to attain a balance between realis-
tic simulation and playability. As to what will become the
‘default,’ that will largely depend on the users themselves.
Regardless, there's plenty of room in the OpenPlane world
for both hard-core flight simmers as well as for those who
just want to get up into the air.”
For more information on ParSoft and OpenPlane, check out

www.openplane.org. ({97

Although this patch focuses on multiplay, it also r“:;._, H_ flight model, but he's also adding new features.

When not engaged In aerfal maneuvers, Gordon Berg works
as a network administrator for a non-profit social services
organization.




The original, best-selling Starsiege TRIBES™ pioneered the genre of online squad warfare. While TRIBES Extreme significantly enhances that
multiplayer online experience, it also adds an entirely new single-player campaign against computer opponents, as well as new “team-building"
missions that let a team of players hone their squad combat skills against computer-controlled teams on full-scale online maps. ] 0 i n U S
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SPORTS
Let’s Get it On!

saw the early dominance of Microsoft firsthand when
I I worked at PC Week magazine, one of Computer

Gaming World's boring older brothers. Remember
WordPerfect? Or how about Lotus 1-2-3?

Six years later, having seen Microsoft Internet Explorer reel
Netscape in like a little cod, I'm wondering if EA Sports is
picking up on the fact that Microsoft has
. them square in its targeting reticle. To be
Microsoft Us.  sure, EA has witnessed many a competitor,

from VR Sports to Sierra Sports, trying to

EA Spurts move in on their turf. And to their credit,

they've repelled all challengers in practically
every major sports category with their unique blend of atti-
tude and action gameplay.

But now Microsoft is here, using the same

tactics they've used to dominate other
markets. Tactic number one: They've
taken their time with their products. Both
NFL FEVER 2000 and NBA INSIDE DRIVE
have been in development for a long time.
Tactic number two: Not having to worry so much
about profits this time around, they're releasing
their products at a much-lower-than-normal price:
$19.99.

Battle of the Network Stars
But the gaming market is a little different. Since Microsoft

doesn't have as many advantages in the gaming arena as they

have in the browser or productivity

Georpe's Plavlist arenas, a lot of this issue boils down

1. I-ﬂuh Heal 2000 to one question: Who has the better

2. Age of Empires 2 (beta) | games? Here's a breakdown

3 I'faddnrl 2HI]IJ Hockey &

4, NFL Fever 2000

5. Quake I

EA Spbns has this one
50 locked up that

Life vs. Gomputers

ne of the high
points in my life
involves the cher-

ished autumnal ritual of
running the year's batch

Central, NFL FEVER
2000 predicted that the
Vikings and the Broncos
would make the Super
Bowl with the Broncos

Could be the Vikings' year.

Microsoft isn't even competing right now.
{Side note: NHL 2000, which should be

coming out soon, takes the game back to
its early, faster-paced, shoot-it-out roots.)
Advantage: EA Sports

Gsnrgs_.!nnas@zd.l:—nm '

Footbhall = :
Football is a closer contest than I originally thought, given
the MADDEN series' noble lineage. MADDEN 2000 definitely
has the bells and whistles—like the totally unique Great
Moments mini-game, and 32-season career modes, It also has
years of development behind it, which means you'll see
unparalleled defensive play, To Microsoft's credit, they didn't
just reverse-engineer MADDEN; the design team really put
forth their own vision of digital football. It
shows. NFL FEVER 2000 looks and plays
more realistically, and incorporates a
% layer of graphical detail I've yet to see
anywhere else, If you're into faster
action and attitude, choose MADDEN.
If you're more into realism, it's NFL
FEVER,
Advantage: Tie

P NBA LIVE 2000 has better graphics,
and two of the coolest features I've

' seen in a basketball game. You can

! play with players from the NBA's past,

I including Chamberlain, Magic, and Bird,
and you can play with any of these leg-
ends—or any other NBA player—in a one-

on-one schoolyard mode. Although
Microsoft's NBA INSIDE DRIVE does play
more like the real-life sport it simulates, the
B game lacks some visual appeal—as well as
L the classic players, free-agent salary nego-
tiations, and the flavor of the game.
Advantage; EA Sports

Nolo contendere. The competition here
isn't even close. TRIPLE PLAY dominates
MICROSOFT BASEBALL. But TRIPLE PLAY
isn't the finest baseball game around any-
more, That title belongs to HIGH HEAT
2000.

Advantage: 3D0O

of football titles through a
full-season simulation.
This year, | picked
MADDEN 2000 and NFL
FEVER 2000 as the offi-
cially-licensed prediction
makers,

Unless the two games
know something we
don't, the regular season
featured surprises in both
cases, In addition to pre-
dicting that the 49ers
wouldn't even make the
playoffs, and that the sur-
prising Tennessee Titans
would win the AFC

running away with it,
27-14.

MADDEN 2000 saw
things a little differently in
one regard. The Broncos
went out in the first round
of the playoffs in this sea-
son sim, and the Jaguars
somehow played their
way into the Super Bowl
against the Minnesota
Vikings.

Something that worried
us is that MADDEN 2000
also saw the 49ers fail to
make the playoffs. Here's
a word to the wise: If this

actually happens, the
resulting depression here
in the Bay Area might
trigger the big Internet
stock crash everyone's
been expecting.

Once again, we will try
to convince the maga-
zine's publisher to buy us
a satellite dish so that we
can “keep track" of how
well these games model
the real NFL season, and
we'll let you know how
the two games fare over
the course of the next
four months.

The frightening thing about all this for
EA Sports is that Microsoft, unlike the
VR Sports of the world, will keep plug-
ging away until they figure out the for-
mula for success, It's up to Electronic
Arts to determine what happens—it's
their battle to lose. If EA maintains an
aggressive focus on balancing fun versus
realism, and doesn't develop conserva-
tively, Microsoft may find itself unable to
easily dominate the sports arena.

And for PC gamers, a competitive genre
is much more fun, PlayStation owners
know what I'm talking ahout—PSX football
games got much better when NFL
GAMEDAY came out, {07




At Cisco Bootcamp
we learned multi-
protocol routing.
Confignring 1P was
a bit familiar. But
we also needed to
confignre IPX and
AppleTalk, which
was completely
foreign to nie.
Throngh a lot of
troubleshooting

and I."ru';\‘."ﬂ_:: ale g
with my teanmmates,
we got the whole
network up and
running.”

= Mark, age 17,
Cisco Networking

Academy student

Basketball is a great sport. But for most kids, it’s
probably nor a career. Informarion rechnology on the
other hand is definitely a hot career choice. There are

more than 346,000° IT jobs open right now. You can
There are 58 openings

help vour local youth prepare for these openings through
the Cisco Networking Academy program. This 280-hour

in pro basketball.

program helps high school and college students develop

computer networking skills thar will carry them either

There are 346,000 in

to higher education or to their first job.

Donare equipment, r-———— "~ —=—-—-- |

information technology. Help support the

- . - I H : |
fund teacher training  Cisco Networking Academy Program. |
. § I Call Communities In Schools I
or offer internships in | at 1-800-CIS-4KIDS or I
. | visit www.cisco.com/eduf/cgw |
your community. Your | I
T full | 3 IICO.\-!ML{[\_I)IT)[Eg |
donarions are tully rax- N SCHOOL
You do the math. I e
deductible to the extent e il e e s =]

allowed by the law.

Find our more. Call

1-800-CIS-4KIDS today. I:\"l';l'.ﬂ.‘-'.l.i'lf.-li;'-'.l-.llh\'l'l.()x'"'
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Race with the Besl.
Race with the Legends.
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“STAR TREK: KLINGON
ACADEMY' Includes a
30 mission, solo-play
campaign and multiplay-
ar mode. Features 30
space terrain, innovative
gunnery chair, cinemat-
' ic- quality ship detail,
over 40 new warships,
10 new weapon. Sys-
lems, and a comprehen-
sive  mission  editor.
Creata your own mis-
sians or an entire cam-
paipn featuring all six

CHIPS &BITSINC.

POB 234 DEPT 11188

ROCHESTER, VT 05767
INT'L 802-767-3033 FAX 802-767-3382

New Releases!

PC $39.99
Bravahnart PC $29.99
Starfleet Command PC $48.99
Legacy of Kain2 PC $29.99

|

Tiree Ilmnl Pruct
10th Flanet &M 54899
Allen Vs Predator 0699 $39.99
12/99 83099

530.99

10 ‘39

such @s Atlack Power, Attack

Speed, Running Speed, Maximum

races, diverse terrain Cow Huster al 299
and over 50 starships. Dakatana si893
Descent 3 3999

Descent: Freespace 2 0999 53999

Drakan 0893 S&‘JQ‘J

Aclivision {ncllnnj Hall Lile Oppaing Fre 11799 §2

48 99 HB‘BHSB 10/99 Hidden & Dangerous  O7/99 $44.859

Kingpin: LHz Grima 07/98 $39.99

Mab Rula 0aBa £36.90

'DAIKATANA'  Slash  your way Marty 0080 33769
through time with the aid of your Hawy 5: Als 1299 54999
trusty sword. Chase down the evil Proliesr 0999 $45.99
Dr. Benedict through 4 different Quake 3 Arena 11799 $48.99
eras. Advance In multiple skill levels Hanbow G: Eagle Watch 01795 $19.99

COMPUTER GAMES: ACTION

]

COMPUTER GAMES: ADVENTURE

T Rutant Prct
Star Trek Hidden Evil 11/99 $44.99
Star Trk DSA Fallen 11/93 §44.99

Star Trk Klngon Acadmy
SIJ|I.1r-Lu

10/99 §48.99
1V 59 543 3

Toee Rowasr  Proca T Ruwtase P
Tih Guast 09/97 $14.99  Hype Time Quest 10ee §%
Alone in the Dark 3 04/85 $18.99  Indy Jones infrnl Mchne D999
Amber;Joumneys Beyond 02097 2999  Jack Orlando 12139
Amerzone 1099 53893 Journgyman Projeet 3 02498
AnimaniacsA Ggnte Aoy 0609 $1899  Last Call 09/95

a ,M 4"cFrm;e 1/ 9-9 533_'_ Badiands 09/53 84899 Longest Jo m.., 10/98
'BATTLEZONE II' Command your > o
troops from the battleficld rather 6:;:;: Nomad Soul nlz 0
than above it. Baltlezone 1 provides |——" =t s
the ultimate expression ol action- REleUN ey i
orfented strategic gameplay. You'll Pharm!t
command a range of vehicles, ik o

fince of Persia 30

buildings, and units while blasting
enemies, arganizing lroops and
managing resources... all in a first-
person view that puts warfare in
your face!

Activision (Action)

Quest for Glory 5
Quest Glory 5: Exp Pk 087

Real Neverending Story 1083
Rent a Hero 1089
Return 1o Krondar 12/88
Ring 07e

N3/ v Scooby-Doo:Myst Fun Pk 1099
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SHOGO. Lagacy of Fallen 0989 52699  Unreal 2 LVEE] Cyberia 2 0397 $1299  Tenls Troubls 10:99
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|__PC:SPORTS | | HINT BOOKS | | COMPUTER GAMES: SIMULATION
2953 Alpha Centaun 0299 $1693 194 11728 $3989 JatFighter 3Classic  09/99 $1899  Pro Pilol USA 1295 51999 TestDrive 8 1090
s F‘m Pool 30 2 09499 81749  Amored 3 09949 83084 D100 $44.89  Red Baron 2 12797 53499  Test Drive OH Aoan 3 053 §26
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Crssmn Ext Paint Bred 2 01/00 $19.99  Caesar 3 11/98 $12.99  Burmout Chmp Degreg CE 11/88 $37.99  Luftwalte Commander  12/88 $29.98  Silunt Hunter 2 1199 54899  Wing Comm 5 Prpey Gid 10098
Dagyer Whtewtr Extim 1299 $10.89  Civ 2 Tost of Time 08/99 $17.99  Castrol Honda Sbike 2000 0999 54299 M1 Tank Piatoon 2 04/98 $1899  Starsiege 03/99 $22489  Wings of Desting o100
Deer Avenger 2 09/99 519.93 Diable 2 036G 1159 51799 Comanche 4 059 53899 Mars Mantazs 0699 £3699  Steal Beasts 1199 54499 World War 0o.99
Deer Hunter 3 0939 51899  Drakan 0999 $1790  Dawn of Aces 12/98 51499  MechWartior 1 NaS3 83000  SU-27 Flanker 2 1189 £48.88  X-Com Interceplor 06/88 598
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F&Stream Tropny Bear  10/99 $3999  Final Fantasy B 9 §1299 F18 0298 $1899  MSCFS Bawle Midway 0693 528.99 |y,00 i lerrain, Boasting a
FIFA Soccer 2000 10/99 %3899 Force Commander 517080 F16 Agressor 0689 34299 MSCF3S Combat Exp Pk 0899 519.99 dynamic mission editor, Flankm 2.0
Footnall Mopul 03/99 51999  King's Ouest 8 S16.99  F-22 Lightning 3 05/99 53099 M3 Combat Flight Sim  11/98 548.99 provides users with a tegling of
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AS Foathall 2000 0893 $4499 51299 FY! 0BG $4698 MSFS 98 Gd Canyen 0899 $19.99 fights over the Internet!
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grenades add a frantic Grand Theft Auto 2 089 54293 Wipeout 3 0954 £4453  Diamond Monster MX30001/99 $89.89  Sallek R4 Racing WHI  12/88 §92.
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Hot Deals!

Thief

Red Baron 2
Master of Orion2 PC §$ 9.99

Final Fantasy VI

PC $29.99
[T

PC  $19.99

COMPUTER GAMES: STRATEGY

www.chipshits.com
or call 1-800-699-4263

Source Code 11188

]

‘CUTTHROATS: TER-
ROR ON THE HIGH
SEAS' Command a pirate
ship, with a crew of
scurvy knaves. a handful
of cannon, and tha whole
of the Caribibean to plun-
der. You'll attempt 1o
make your fortune by
engaging in terror, vio-
lence, robbery and extor-
lion. Fight realistic bal-
Hles with 6 types ol cus-
tomizable ships. Raid
coastal towns; explore
the Caribbean; bribe.
threaten, & extort; trade,
buy supplies. fence
stolen goods; build your
fleet & expand your
army.

| with up 10 8 friends over IPX o

‘COMMAND & CONQUER 2
TIBERIAN SUN'  MNew engine,
improved controls, dynamic 3D ter-
rain, & multiple levels ol warlare.
Intéractive & kinglic battishield, on
starms, ice fields & more. Play solo
skirmishes or take on your comput-
€r in full Campaign Mode. Connect

LAN, or one-on-one over modem

Westwood (Strateqgy)

Release: NOW
$49.99 PC CD

Quake 3 Arena
Tomb Raider 4

Coming Soon!

PC $48.99
PC $48.99
PC $38.99
PC $39.99

ROLE PLAYING | | BOARD GAMES |

Tt Raceass  Procx T Rivast  Procc Toe Rivesse  Price Te Ruuast  Procs
1630 RAVRbDr Bargn 0493 $19.99  Civ 2 Fantasy Worlds 11797 51999  Exreme Tactics 10/28 §48.99  Sentinel Retumns 108 $26.99
Age Empires Finl Congst 07798 518,89 Civ 2 Multiplayer Gold Ed 12798 519.99  Force Commandar 11/80 $46.99  Settlers 2 Mission Disk 037 $11.99
Age of Empires 1097 $29.99  Cwv 2 Test ol Time 0 338.99  Gangsters 1288 52999 Sanlers 3 1198 $26.99

E 10 $19.99  Glebal Domination 11/98 $19.99  Settlers 3 Mission 2 0393 51699
Age of Em) nEn (499 53999 0396 $2499  Gms Emall. Risk 11/89 $1459  Seven Hingdms Anc Adv 06493 $3493
Age of Emprs st Ages 10498 52699 1199 $29.99  Hero MM3 Amgdn Bld 09099 §27.99 n Kingdoms 1297 $3599
Age of Emprs Rise Rme 1198 52499 1184 51499 0995 $19.99 n Kingdoms 2 1199 $37.99

Age of Wonders 1188 84409 0689 S14.89 1298 $1893  Sim Theme Park Worln — 11/99
Aitline Tycoon 01/83 £3998% Commandos pass £198% 03/93 53983  SimCiry 3000 11/ 54499
Align Intefligence 01/99 34599  Commandos 2 11/82 53483 Hidden Wars 01/99 84893 SimMars 0100 844.89
Alpha Centaun D299 $39.99  Conflict of Nations 01783 546.89  Homewoid 0299 $4893  Soldisrs a1 War 0588 $18.99
Alpha Cotri Align Crestre 10/89 $26.99  Conguest 09/99 546.9%9 Imperialism 0847 £9.99  Star Trk Avmada 02:00 §44.88
Ancit Crgst: Gldn Fice 0699 §29.99  Conquest New World 2 11/99 548.99  Imperiafism 2 04799 52080  Star Tik Gon Binth Fed 0589 $30.60
Army Men D548 52699  Corporate Maching 0999 $39.99  Imperium Galagtica 2 01/00 541,99  Star Trk How Werlds e 530.90
Army Men 2 03/99 $27.99  Creatures 2 0998 52999  [IncubationWiderness  05/88 $19.99  StarCon 01/99 544,99
Armyy Men 3 1099 53593 Crusaders MgmeaMagic  01/00 S48.99  Industry Glant 0499 $36.93  Starcrah D498 53499
Auis & Allies 0988 $1399  Cutthroats 0943 §3499 03/95 $1299  Swrcraf Brocd Wars 1296 52499
Axis & Allies Iren Blitz 10089 §19.99  Dark Colony 0847 88999 07 Stareraft Insureection $2699
Banleceser 000 ADV2 1298 §17.89  Dark Reign 2 0200 84699 1098 & Starcralt Retribution a0 51959
R J3 ‘AGE OF EMPIRES II: AGE OF i :{1’5 f’*‘f:p'"”"i e
A3 iy I Aars Iw 3L .ad
:L’:ESIDP:T?[;”FC:JE::F é::lleo,ar: Maghc the Galhering Gold 11/99 SWAT 2 §2099
Gunpowder Ages in 13 civilizations. ::i"e;‘:‘“ Gathesing E:::; I: :‘:r"s :;; g:

» 7 T I / e Si
Coseformalons § GO, | Lo e e heerodous 0u e
lure ships, & choose unil behavior M.ﬁ)(h; G ll.lh‘lu T:'Iec_"’_m": b x s:ij ,9,5:
I 1 p iotal Annhiin Kmgdoms e $39.99
:,:::a:;g'p?“:;;J,?;ﬁ:;n:gdg“d::ﬂ:iﬂl_ MechCommander [ Total Anninllation 2 09/99 $48.99
ios. Supa[ats scanamic & mililaly MachCommndr Exp Pck 0099 Total Mayhem 05496 5999
diplomacy. MTG Ouels of Pineswdkr 0298 $1899  Totl Annhim Bul Teies 0898 $19.99
Myth 1197 §3.99  Tribal Rage D698 $34.99
Microsolt (Strategy) Myth 2vi1 01/99 $27.88  War of the Workis 01/89 2989
Release: 10/99 DRE Warcratt 2 1285 525989
'pc ch Drcs: Revenge Ancient Warcratt 3 01/93 $36.99
: Qutpost 2 Warcratt OrcHumns $1258%
Battiecruiser 3020 AD 12093 $4693  Dark Reign MP 1 0498 $1999  Piague 0199 54299 Wargames 3 $39.99
Black & White 0193 $4859  Dark Anign MP 2 12798 $2693 Populbus 3 1198 51899  Wargasm 49 §2499
Blood & Magic 11788 51499  Dawm of War /83 82599  Railrosd Tycoon 10795 Warhmme 40K Chs Gate 2700
Braveheart 0B93 £2089  Diplomacy 11/99 £45.99  Railvong Tycoon 2 " 3 Warhmmr 40K Rites War 07/09 54293
C & C Fed Alert 11/26 $19.99  Disciples: Sacred Lands  09/99 $4489  Rallroad Tyconn 2 Gl 09799 Warlords 2 Dlx 08/95 $20.99
C&C 2: Tibesian Sun 0B/ 549.99  Dominant Species 10/08 §20.80  Reach for Stars 2 01/93 $4899  Warlords 3 0897 $9.99
C&C Gotd Bundie 11/86 519.99  Dominion Strm Ovr GN3 06/98 51489 Risk 1196 §1988  Warlands 4 11/89 54899
C&C Golid W95 097 §14.99  Dune 2000 09/88 $15.99 Risk 2 11/83 33699  Warlonds Batlleory 1109 4499
CAG Hed Alert Arsnl 1298 526.99  Dungeon Kesper 2 06/99 $39.99  Rival Realms 07/99 51289 Walds 3Dk Lid Rsp 0898 $37.09
C&C Sole Survivor Onkine 1297 52593 Dungeen Keeper Geld  04/98 519.99  RobaRumbly 1298 52699  Warwind W85 10/ §14.99
CAC Worldwide Warlre 1298 $2899  Eanh 2150 0999 54499  Roller Coaster Tyconn 0393 $27.99  Wooden Ship fron M 10v96 $29.99
1 1088 £2993  Emergency Room 2 0393 52895 AA Tyen 2: 2nd Century 0593 $1399  Warms 2 0198 $1899
Caesar 3 Exp Peck 1099 52499  Empire of the Ants 02/99 $42.99  Ruthless com 1198 5999 W Armageda. 0699 $28.99
COMPUTER GAMES: ROLEPLAYING | | COMPUTER GAMES: WAR

Asharon 5 Call 1299 $48599 Rage ol Mages 2 09/99 §27.99  101sLAbome Normandy 1098 $19.99  Dragons in the Mist 0998 52359
Raldts Gate Exp Ph 2 0200 $2399  Sepetra Core 1099 $3999 12 D'clack High 1099 54499 EastFront e %999
Baldrs Gate: Tale Swid Cs105/99 S1999  Stiver 10/89 $3799  Bante of Britain 0349 $2993  East From 2 0499 £4409
Baldur Gate Chptr 182 07/99 51299 Swords & Somcery 01799 $4899  Banigmd 9: Chickmgua  01/39 $4499  Figiting Steel 0639 $39.93
Baldur's Gate 12/38 §3999  Swonds of Horoes 01/99 $4699  BCT:Brigade Combat TeamOR/AS $42.98  Great Battles Caesar 0398 51409
Blaze & Blade 10/83 £3589  The Summoner 0100 §4499  Bombing the Reich 11789 55509 Great Ghal War Builg 0999 $19.499
Dark Stany 0849 53829  Throne of Darkness 1189 £4795  Civil War Generals 3 10/89 54809  Guts Glory; Btil Scly 09/M9 829499
Habilo 2 11/89 §48.089  Uttinn @ Ascension 1129 54599 Close Comlrt 2 1147 $19.89  Last Baitlas 45 0899 $44.99
Hablo 2 Expnsn Pek 02700 529.99  Ultima Onfine. 20d Age  11/98 §30.99  Close Combat 3 (0] Wan of War 2 0689 £20.90
Nablo Bundle 10:93 529.99  Vampire; The Masquerade 12/99 54599  Close [ t LATH) MNapoteon 1813 10799 54209
Diablo Helitire 12797 $19.99  Werewoll: Apocalypse 1299 33899  Combat Operation Vict  07/99 Operational Art War 0698 $29.98
blo Vengeance Pack 0200 52999  Wirardry 8 1299 54999  Decisive Action 1299 Patitic Battles a9y $3989
1est - 03/89 $4499 I 'PLANESCAPE: TORMENT' TI‘IE_ Panzer Gen 30 Assault 0999 $46.99
: st Ruins of Kunrk 1029 $19.99 producers of Baldur's Gate intro- Panzer Ganeral 2 W07 59993
Fading Suns N Armda 1089 83988 duce the 15t computer RPG set in | F* nple s General 0998 $2999
Fa'i;iv-lz 11-133 £19.68 the AD&D Planescape campaign Rising Sun 1180 54453
i Fantagy Vil 0G/e8 51980 world. An epic story of an immontal Shogun: Total War 0200 84680
F VAL Q200 $46.99 | character who, suflering from Steel Panthers 3 11487 $1288
catus: Sanetuary of Gods 11/98 $26.99 amnesia, searches for his  past, | Storm i the Wost 04198 53399
angs of Lore 3 04139 51699 identity and destiny. Curiosity, fear, Tides ol War 1198 52489
_epacy of Kain 2 09/99 52999 greed, survival, self-defense and Wictory In the East 1 10799 539.99
e i 3 i e o shat | Yoo o sn
ight & Magic 7 06/99 $39.89 e nloEe . War in the Ease Kinv 04/98 52499
':':u 11799 547.99 llllBl’P'Elh‘ tRuIepla II'IQ War in the East: Leningrad04/98  $24.99
Jium 11/99 $37.99 Release: 1’1.,-53 West Front 1198 £4409
nescape Torment 1099 §39.99 ssg_g PC GO | VWest Front Bitl Pek 1 07/99 §26.99
1age of Mages 1098 $2999 — West Front: Sea Lion 0899 §28.99

spend the specilied amount on any in-stock soltware and choose one
ree IBM game from the corresponding list. Request must be made at

Spend $60 Jungle/Desert Strike CO, Riddle Master Lu CO ,Spaceward Ho 4 CD
Spend $100 Command & Conquer CO,Red Baron/A10 CO, War Bieeds CD

ime of order. Offer good on in-stock software only, while supplies last, |Spend 5200 Falcon Gold CD, Imperialism CD,Jagged Alllance Deadly Games CO,

Limit 2 per customer. Valid through October 4,1999,

Jutland CD, X Com Apocalypse GO

Acquire 06/95 §29.99
Antignl Empires 01/85 $3499
fis & Alies 11794 84990
Bartletoch 4th Ed 12184 §21.99
Blue & Gray 1085 $28.98
Casti of Magic 0589 §2499

Crimson Skigs 01/99 529.9¢
Detuxe Oipl 1284 £

e

et
urg 3 Days July
a1 8ea 4

Lionheart

10/87
Monopaty Marvel Comics 08/99 534.89
Rebels & Redooats Tor 2 £ 05/95828 88

Rigk 0396 534.99

Robo Ralty 0125 §36.99

Samural Sviords 047 $45.99
| 11795 ]
0 0399

'PANZER GENERAL Ill: ASSAULT

Features a new game system and
simplified interface in a full 3D
world. Dynamic lighting, true ling of
sight. and customizable leadership
Four major campaigns on the
Western Front (including Narth
Africa) with aver 200 units and 20
special Leader abilities. Allerable
terrain (forests can burn, cities and
airlields can be destroyed).

Mindscape [Warg

Release: 10/0
PC CD

/isa, MC & Discover accepted. Checks held 4 weeks. Money Orders under €200 same as cash, COD $6, Price, release, availability, shipping times
% offer not guaranteed & are subject to change al any time. Hardware may require added S&H, Within 10 days defectives repaired or replaced at
ur discretion, After 10 days the manufacturer’s warrantee applies. All sales final. S&H calculated on a per order, per shipment. and per ilem basis.

[he “per order’ charge is charged onca per arder placed, the "per ilem’ charge
s charged once for each item ordered and the “per shipment® charge is
harged once for each shipment we make to you. For each US order $10.00
will be allocated to a 12 issue subscription to Computer Games Strateay Plus,

ball for details.

Suandard o Express  Express Wil To
1 US. Ml Caadda

2 10y 1D
w0l 0 20
$1300 $2.00
$100  "$200 £2.00

Per Dedei
Pet Shipment
Pt lm

‘REVENANT" is a Dark Fantasy
Adventure/RPG that will immerse
you in a stunning environment
Interact with over 40 characters as
you choose weapons, spells, armar
and magical items, and battle hand
10 hand in the 3D fighting tradition.
All the realism & excitement of an
adventure with the exploration,
character development, and gaming
longavity of an RPG!

Eidos (Raleplayin s

@ Release: 11/
: PC CD

2159 CHIFS &
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GREENSPEAK

Johnny Levels

The King is Gone, but He's not Forgotten

Things fall aparl; the centre cannot hold
~William Butler Yeats, “The Second Coming” (1921)

With a joke, perhaps, to pay tribute to his unre-

pentantly raunchy sense of humor? With a memo-
rable anecdote from times past, to acknowledge his 156-
plus years at Computer Gaming World? Or how ahout
with some kind of erudite, literary quote to set the tone
and establish a conceptual framework — the kind of
thing Johnny always did in these pages?

The problem, unfortunately, is that whichever way
you choose to begin, you're almost certainly doomed to
failure. Because nothing you could write in one page
could possibly do justice Lo a man who has been so
closely identified with, and done so much for, this mag-
azine. So you might as well go for the literary one. It'll
make you look smarl for the chicks — and Johnny could
always appreciate that, too.

| I I

As it turns out, this Yeals guy knew what he was talk-
ing about. The center cannot hold forever, even at a
computer gaming magazine. Johnny Wilson, CGW's long-
time editor-in-chief and patron saint, has moved on. And
why should you care? Because you wouldn't be holding
this magazine in your hands right now were it not for
his extraordinary, near two-decade long career here.

Way back in 1982, when Johnny first started working
for CGW, gaming was still a young, humble, hobbyist's
medium; a subculture of a subculture. Gaming was far
from mainstream entertainment — it was the arcane,
funky new refuge of chess club and Dungeons
and Dragons veterans. Guys like Richard
Garriott and John Romero were nol yel
celebrity superstars, just geeky programming
guys writing code late into the night.

The early CGW reflected this: amateurish,
pamphlet-sized, with ugly black-and-white
artwork. Johnny's first review was for a game
called HORSE RACING CLASSIC for the Apple,
which he called “a darn good party game."

From such humble beginnings, Johnny ascended Lhe
ladder from writer to Associate Editor to Editor, and
eventually to Editor-in-Chief. Along the way, he helped
shepherd the magazine from an underground geekfest
to a mainstream international publication with hundreds
of thousands of readers. He saw the industry grow and
mutate into something radically different from what it
was, and he took CGW through this same process -
heroically struggling to straddle the line between satis-
fying older readers, while giving newer readers some-
thing they could relate to. Maybe he didn't succeed all
the time, but he damn sure never stopped trying.

LI

What is important about Johnny Wilson is this: He

taught the entire industry that though computer games

H ow do you begin a column about Johnny Wilson?

may be, in the grand scheme of things, a rather frivo-
lous husiness, that doesn't mean we can't think about
them and write about them with intelligence, and pas-
sion, and a strong sense of integrity.

It was Johnny Wilson who insisted that all reviewers
finish a game completely before writing a review. To him,
anything less was half-assed and irresponsible - the
equivalent of writing a movie review afler walking out
halfway through. It was Johnny who for years refused to
preview a game unless we had playable code. Long after
CGW'’s competition began escalating the war to grab
“exclusive" previews, Johnny stuck to his guns - over
the protests of his own staff and superiors — not wanting
Lo participate in what he saw as empty cheerleading for
games that might ultimately suck.

Johnny Wilson obsessed over every page of every
issue that he ever worked on. I've never met anyone
who took his joh more seriously. He could not bear to
see us print something that was incorrect. He'd fret in
his office for days, with the door closed, if he perceived
that we had blown it somehow. It was sometimes
painful to watch.

Market realities forced CGIW to evolve over the years,
but Johnny always fought to ensure thal thal evolution
never Look place at the expense of the magazine's
integrity. He was a warrior and a visionary. He worked
ceaselessly. He never gave up, even when he wanted to.

He also did the best Elmer Fudd I've ever heard.

" 88

Johnny Wilson is alive and well. Actually, with a new

wife, home, and job, he's probably more alive and more

D ...you wouldn’t be holding this
magazine in your hands right now were
it not for Johnny Wilson’s extraordinary,
near two-decade long career...¢})

well than he's been in at least five years. So don't feel
sorry for him. Feel sorry for his new bosses instead,
because, unless he's undergone a radical personality
change, he's going to start giving them all hell beiore
they know what hit them.

Don't feel sorry for Computer Gaming World, either.
Because the thing is, Johnny Wilson hasn't really left at
all. His heart and soul are infused on every page of this
magazine. He taught us all everything we know. He
was, and is, The Man.

Thanks, Johnny.

What Jeff does realize is that if it weren't for Johnny, he'd
still be reviewing networking cards for Macintosh magazines.
Jeff thanks Johnny for that, too. Send email to
jeff_green@zd.com. jcGw)
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Your stereo has reason for concern, Because we can cuslomize your Dell® Dimension® PC into a true music monster.
The pre-tested and factory-instolled jukebox sofiware lets you download MP3 files off the net and convert your CD
collection. The 512 Voice audio card, combined with the jukebox software provides near CD quality playback. And
you can store your enlire CD collection on a roomy hard drive and create play lists; no more fumbling for thal
CD you just knew you had yesterday. It's one more benefit of the Delldme total ownership experience. A
complete resource for products and services that make it easy for you to get the most oul of technology.

DELLAMe" YOUR THOUGHTS EXACTLY.

NEW DELL®" DIMENSION® xes B&oo*

The Audiophile’s Nirvana

® Intel” Pentium® lIl Processor at G00BMH: = G4MB PC700 RDRAM at 356MHz ® 512KB Integrated L2 Cache
® 13.6GB' Ultra ATA Hard Drive (7200 RPM) = 17® (16.0" viewable, .26dp) M780 Menitor

® NEW32MB NVIDIA TNT2 M64 4X AGP Grophics m NEW 48X Max' Varlable CD-ROM Drive

® FREE Upgrade to NEW SB Livel Valus Digital with MusicMatch Jukebox Enhanced software offor

® NEW Harman Kardon HK-595 Surround Sound Speakers with Subwooler (Not Shown)

= 3Com* USRobotics v.90 PCI Telephony WinMaodem

® NEW 1-Year Dellnet™ Internet Access' with 20MB of Online Backup™

® 3-Year Limited Warranty” ® 1-Year At-Home Services’

$2199 @l mnem BE DIRECT"
Upgrade your ears: '
® 20.4GB* Ultra ATA Hard Drive (7200 RPM), add S84 » Sony 4x/2x/24x
CD-RW Drive, add 5198 = RIO 500 Partable Digital Audio Player, add 5269

WWW.DELL.COM/DELL4ME = |.800.303.!l:u1’r3|23 www.dell.com

*Please contact your sales representative for more information as estimated ship dates will exceed 30 days.
*48-Mo. Purchase Plan offered through Dell Financial Services L.P., 14050 Summit Dr., Austin, TX 78728, to qual-
ified consumers. Only available in the 50 U.S. states and District of Columbia, except AR & MN. Availability
may be limited or offer may vary in some states. Advertised payments are based on sales prices depicted for
48-mo. term at 18.99% APR, with approved credit, Excludes taxes & shipping charges which vary (For example,
hased on sales price of $2199 for a desktop system, the total of sales taxes and shipping charges via 3- to 5-
day ground to Hartford City, IN would be $204.95 [includes sales taxes of $109.95 and shipping charges of
$§95.00].). Taxes and shipping charges due with 1st payment unless included in the amount financed, in which
case your monthly payment will be higher.



BRINGING GREAT VALUES HOME.

NEW DELL® INSPIRON™ 7500 Notebook

Mobile Deskiop

® |ntel® Pentium® Il Processor at 400MH:

= 15% SXGA+ Active Matrix Display

= 54MB SDRAM = 10GB' Ultra ATA Hard Drive

® Removable Combo 24X Max' Varlable CD-ROM and

Flappy Drive

2X AGP 8MB AT RAGE Mability™-P 30D Video

= 3D Positional Sound with Wavetable

Internal FCI 56K Capable' v.90 Fax Modem

® NEW 1-Year Dellnet™ Internet Access™ with 20MB of
Online Backup"

Dell Recommended Upgrade:

= Removable Combo 6X" Max Variable DVD-ROM add 5169

® Removable lomega ZIP 100MB Drive for MegaBay, add $139
& Port Replicator, add 5159

h Purchasa Plan

E: 89334-801029f

USE THE POWER OF THE E*VALUE CODE.
Match our latest technology with our latest prices.
Enter the e-vALUE code online or give it 1o your sales
rep over the phone. WWW.DELL.COM/EVALUE

NEW DELL® INSPIRON™ 7500 Notehook

Mobile Desktop

® Intel* Celeron™ Processor at 466MHz

= 15" XGA Active Matrix Display

= 98MEB SDRAM

® §5.4GB' Ultra ATA Hard Drive

= Removable Combo 24X Max" Variable CD-ROM and Floppy Drive
w 2X AGP 8MB ATI RAGE Mobility™-P 3D Video

= 3D Positional Sound with Wavetable

® Internal PCl 56K Capable" v.80 Fax Modem

25 99 ‘*’ 578/Mo., 48 Month Purchase Plan®
E«VALUE CODE: 88334-801025

Dell Recommended Upgrade:

= 128MB SDRAM, add $99

= NEW 1-Year Dellnet™ Internet Access™ with 20MB of Online Backup,® add $129
m Deluxe Nylon Carrying Case, add $38

NEW DELL* INSPIRON™ 3700 Notebook
Lightweight, Light Price

® Intel® Pentium® Il Processor at 400MHz

= 14.1° XGA Active Maltrix Display

= G4MB SDRAM = 4.8GB* Ultra ATA Hard Drive

= Modular 24X Max' Variable CD-ROM

» 2X AGP 8MB ATl RAGE Mobility™-M1 30 Video

= 3D Paositional Sound with Wavetable

® 56K Capable" v.90 WinMedem PC Card with XJACK

» NEW 1-Year Dellnet™ Internet Access™ with 20MB of Online Backup™
= Custom leather case

$ 26 9 9 < $81/Mo., 48 Month Purchase Plan"
EsVALLIE CODE: 89334-801026q

Dell Recommendad Upgrade:

= Upgrade to 6.4GB* Hard Drive, add 889

= Hasbro Interactive Family Gaming Bundle,” add $79
® HP' DeskJet® 895, add $299

NEW DELL® INSPIRON™ 3700 Notebook
Lightweight, Light Price

® ntel® Celeron™ Processor at 433MH:z

u 141" XGA Active Matrix Display

= 32MB SDRAM

= 4,BGBE" Ultra ATA Hard Drive

® pModular 24X Max’ Variable CD-ROM

u 2X AGP 8MB ATl RAGE Mobility™-M1 3D Video

® 3D Positional Sound with Wavetable

$ I 9 9 9 4@ $5UMo, 48 Month Purchase Plan”
E=VALUE CODE: 89334-801019

Dell Recommended Upgrade:

= 58K Capable” v.90 WinModem PC Card with XJACK

® G4MB SDRAM

Add 5189 E-VALUE CODE: 89334-801021¢

All Inspiron Notebooks include: MS Works Suite 99 Software
= McAfee VirusScan 4,02 = MS Windows" 98 SE

= Lithium lon Battery ® Inspiron Set-up Video

= 3-Year Limited Warranty’

*48-Mo. Purchase Plan offered through Dell Financial Services L.P., 14050 Summit Dr., Austin, TX 78728, to
qualified consumers. Only available in the 50 U.S. states and District of Columbia, except AR & MN. Availability
may be limited or offer may vary in some states. Advertised payments are based on sales prices depicted for
48-mo. term at 18.99% APR, with approved credit. Excludes taxes & shipping charges which vary (For example,
hased on sales price of $2199 for a desktop system, the total of sales taxes and shipping charges via 3- to 5-day

pentium@m ground to Hartford City, IN would he $204.95 [includes sales taxes of $109.95 and shipping charges of $95.00].).
ans Taxes and shipping charges due with 1st payment unless included in the amount financed, in which case your

monthly payment will be higher.



NEW DELL* DIMENSION® xps Bsoo*

Cutting Edge Performanca

u |ntel® Pentium® Nl Processor at 600BMHz » 512KB Integrated L2 Coche
= 54MB PC800 RDRAM at 400MHz » 13.6GB' Ultra ATA Hard Drive (7200 RPM)
¥ 17" {16.0" viowahle, .26dp) M780 Monitar

NEW 3ZMB NVIDIA TNT2Z ME4 4X AGP Graphics

NEWBX Max" Variable DVD-ROM Drive

FREE Upgrada 1o NEW SB Lival Value Digital with MusicMatch Jukebox
Enhanced software offer

harman/kardon HK-195 Speakers

= 3Com* USRobotles v.90 PCI Telephony WinModem

® NEW 1-Year Dalinet™ Internet Access™ with 20MB of Online Backup™

£66/Mo., 48 Manth Purchase Plan™
$ 2 ’ 9 9 e FeVALLIE CO0OF: 89334.501021a
Dell Recommended Upgrada:
s NEW Microsoft Natural Keyboard Pro, Dell Edition
8 Sony 4x/2x24x CD-RW Drive ® Altec Lansing ACS-340 Spoakers with Subwoaofer
Add 5299 E«VALUE CODE: 89334-501024u

DELL4 M

The Delldme total ownership experience;
a complefe resource for products and
services that make it easy for you to get

the most out of technology.

SOFTWARE: pell offers a variety of software multipacks designed for work, ed ion or
play. m Fast Track Game 5-Pack, featuring Star Wars Rogue Squadron, $99 = Quicken Powar
3-Pack, 8§79 m Choose from one of four Education Packs, §79

PRINTERS: pen simplifies your life and ensures compalibility by pre-installing printer drivers™
on your new Dell PC. » HP 895 Printer, $299 ® Other brands and models available, starting at $129

CAMERAS AND SCANNERS: Dell offers you the 100ls you need to take pictures and
archive images on your hard drive instead of in a shoebox. Send pictures and video to friends
and family via e-mail. ® HP 4200 Cse ScanJet, $199 » Logitech” Digital QuickCam* Home Video
Camera, $99 ® Fuji MX1200, 5299

SERVICE AND SUPPORT: pell offers you the help you need when you need it, via phone
or online. m 24x7 phone and online tech support m Premier 3-Year At-Home Service', add $99
u Support.dell.com for innovative online support tools

INTERNET ACCESS AND SERVICES: poll offers you access to the Internet as well as
online services and resources designed to help you make the most of your PC, ® Dellnet™ Internet
access" with 20MB Online Backup” ® Simple drag and drop website creation tool with 12MB
storage m Over $100 waorth of special offers for Dell & 5 wilh lar online il

PAYMENT SOLUTIONS: Dell offers several payment options designed to fit a wide
range of customer needs. ® Dell Platinum Visa® ® 48-Month Purchase Plan®” ® E-Check (automalic
checking withdrawal)

*Please contact your sales rey ive for more inf i a. I siip dates will exceed 30 days.

5
Pricing not discountable. Prices and specilications valid in LS. only and subjact to change without notice. ‘For a complete copy of Guaranees or Limited
Warranties, write Dall USA LF, Attn: Warranties, One Dell Way, Round Rock, TA 78682 'At-homa or on-site service provided via senice contract between cus-

NEW DELL® DIMENSION® xps psaa*

Cutting Edge Performance

® [ntel® Pentium® Il Processor at 533BMHz

= GAMB PC700 RDRAM at 356MHz

= 512K8 Integrated L2 Cache

= 13.6GB' Ultrn ATA Hard Drive (7200 RPM)

® 17" (16.0" viewable, .26dp} M780 Monitor

u VEW 32MB NVIDIA TNT2 M64 4X AGP Graphics

® NEW 48X Max" Variable CD-ROM Drive

® FREE Upgrade to NEW SB Live! Value Digital with
MusicMatch Jukebox Enhanced software offer

= harman/kardon HK-195 Speakers

= 3Com* USRobotics v.90 PCI Telephony WinModem'

= NEW 1-Year Delinet™ Internet Access' with 20MB of
Online Backup™

$1799 @ i Gtttz

Dell Recommended Upgrade:

u NEW 32MB Diamond Viper V770D NVIDIA “Ultra”™
4X AGP Graphics Card

= NEW BX Max' Variable DVD ROM Drive

= 100MB Zip Drive with One Disk
Add $279 E»VALUE CODE: 89334-501020u

DELL® DIMENSION?® xps 1450
High Performance, Great Value
= |ntel* Pentium® Ill Processor at 450MHz
= §4MB 100MHz SDRAM = 512KE Integrated L2 Cache
= 5.4GB* Ultra ATA Hard Drive
= 17* (16.0" viewable, .26dp) M780 Monitor
= 16MB 3DFX Voodoo3 30000 AGP Graphies Card
® 40X Max® Variable CD-ROM Drive
® Yamaha XG 64V Wavetable Sound
= harman/kardon HK-195 Speakers
= .90 PCI DataFax Modem"
® NEW 1-Year Dellnet™ Internet Access™ with 20MB of
Online Backup"
$ I2 9 9 < ?33;!\;1&; ?Bol\r';?nlh Purchase Plon™
. F + B9334-501012
Dell Recommended Upgrade:
= 32MB Diamond Viper 770D NVIDIA AGP Graphics
= Turtle Beach Montego Il A3D™ 320V Sound Card
= NEW Harman Kardon HK-595 Surround Sound

Speakers with Subwoofer
Add 5219 E-VALUE CODE: 89334-501015u

DELL® DIMENSION® Laooc

Affordable Deskiop Solution

= Intel” Celeron™ Processor at 400MHz

= 32MB 100MHz SDRAM = 128KB Integrated L2 Cache

4,3GB* Ultra ATA Hard Drive

NEW 15" (13.8" viewable) M570 Monitor

Intel 3D AGP Graphics

40X Max® Variable CD-ROM Drive

u SoundBlaster 64V PCI Sound Card

= harman/kardon HK-195 Speakers

= .90 PCl DataFax Modem"

® NEW 1-Year Delinet”™ Internet Access™ with 20MB of
Online Backup"

8 9 9 < $27/Mo., 48 Month Purchase Plan™
E=VALUE CODE: 89334-501008

Dell Recommended Upgrade:

= GAMB 100MHz SDRAM

= 64GB' Ultra ATA Hard Drive

= 17" (16.0" viewable, .26dp) M780 Manitor
Add $159 E«VALUE CODE: 89334-501010u

All Dimension systems include:

= Keyboord ® MS Works Suite 99 Software
® Mouse ® McAlee VirusScan 4.02

= 35" Floppy ® MS Windows" 98 SE

= 3-Year Limited Warranty®

= 1-Year At-Home Service'

BE DIRECT"

tomer and third-party provider, and is not available in certain remote areas, Technician dispatched f necessary pursuant to phone-bosed Irm:bln_shnﬁnn with

technical support personnel. ‘For hard drives, GB means 1 billion bytes; total accessible capacity varies d

and AK. "Online backup

ding on op ] 17X Min. 10X
Min. '204 Min. “25X Min. "Download speeds imited to 53Kbps, Upload speeds are less (in the 30Kbps fanfel and vary by modem manufacturer. Speads also ®
vary depending on lne conditions, Analag phone line and compatible server equipment required. “Includes 150 hours Internet access per month, with $1.50 per
hour charge for each hour (or fraction thereof) over 150 hours, Remate subscribers subject to additional eharge of $4.95 for each hour of Delinet service. Excludes
applicable taxes and locallong distance telephone access fees or charges. Additional $1.00Mour sureharge for Dolinet service in HI 2 by
services are provided by a third party, and such services are dplruvided subject tn terms and conditions between such third party and the customer. Limited to

20MB online storane; addrional storane space available at additional charge. Dell an y for lost data,
documentation di erfr'pm retail wraong..’_‘i’or select Hewlett Packard printers. Intal, the Intel

IntedliMouse and \ are

Tn‘sid?] loga and Pentium are rogistered tradamarks
H] tel Corp . MS, i of Microsoft Corporation. 3Com is a rogistered trado-
mark of 3Com Corporation. HP and DeskJet are registered trademarks of Howlott Packard Corporation. ©1999 Doll Computer Corporation. All rights reservad.

Y and

www.dell.com



QUALIFY AS AN
EXTREME SPORT.

pentium@ﬂ!

Your heart beats like an overheated jockhommer. Sweat forms on your forehead. Your dilated left eye twiiches. s just
another normal afterncon sitting in front of your Dimension® XPS B Series Desktop, Ii's normal because the new motherboard
on this system, combined with RDRAM, offers up to o 166% performance gain over earlier systems. The result: stunningly
impressive 5Trct‘|ming mullimedia and awesome 3D (_]rnphics And when you [n(__'] on, y(]u'” find that (.w:.'rylhing 5 irlf.k::,
smoother, more incredible and more intense. This latest lechnology is one more benefit of the Delldme total ownership expe-
rience. A complete resource for products and services that make it easy for you to get the most out of technology.

DELL4Ime” YOUR THOUGHTS EXACTLY.

NEW DELL® DIMENSION® xps Bs33*

The Multi-Media Workout

= |ntel® Pentium® |Il Processor at 533BMHz = 64MB PC700 RDRAM at 356MHz » 512KB Intograted L2 Cacho
w 13.6GB" Ultra ATA Hard Drive {7200 RPM) = 177 (16.0° viewable, .26dp) M780 Monitor

® NEW 32MB'NVIDIA TNT2 MB4 4X AGP Graphics ® NEW 48X Max® Variable CD-ROM Drive

® Crystal 128V Integrated Audio Accelerator

= harman/kardon HK-195 Speakers = 3Com" USRoboties v.90 PCI Telephony WinModam®

u NEW 1-Year Dellnet™ Internet Access™ with 20MB of Online Backup
L
']

Take a virtual tour of this system online at www.dell.com/btour
3-Year Limited Warranty’ ® 1-Year At-Home Service’

i

3 18 Month Purchase Plan® ™
$ I79 9 ¢‘ CODE; 89332-501017m B E D I R E [: T

® Free Upgrade from" Crystal 128V Integrated Audio Sound to Mew SB Livel
Value Digital Sound Card ® See www.dell.com for additional promaotional offers

/
WWW.DELL.COM/DELL4ME m IIEOG'EUEEJNQ:?:E?] www.dell.com

*Please contact your sales representative for more information as estimated ship dates will exceed 30 days.

“48-Mo. Purchase Plan offered through Dell Financial Services L.P., 14050 Summit Dr., Austin, TX 78728, to qualified
consumers. Only available in the 50 U.S. states and District of Columbia, except AR & MN. Availability may be limited
or offer may vary in some states. Advertised payments are based on sales prices depicted for 48-mo. term at 18.99%
APR, with approved credit. Excludes taxes & shipping charges which vary (For example, based on sales price of $1739
for a desktop system, the total of sales taxes and shipping charges via 3- to 5-day ground to Hartford City, IN would be
$184.95 [includes sales taxes of $89.95 and shipping charges of $95.00].). Taxes and shipping charges due with 1st pay-
ment unless included in the amount financed, in which case your monthly payment will be higher.

“Offer valid for Dell Home System Co. purchases only. Limit one per customer. Not valid with any other promotional offer. Offer valid 9/27/99-10/29/39,
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