ING

Bhaerons @ #1 EATEATZEID NP F )i/_!@

The of the

BALDUR'S
GATE Il

Zar=an (i}




wm
[
o
a
o
m




e

O
o

=

-

BRING 1T IF YOU GOT ITTO NBA LIVE :
2001, THE BASKETBALL DYNASTY. FDR
THIS CENTURY. NEXT CENTURY i
AND THE C[NTURY AFTER T’HAT 5

& NIGHT‘R’-NIGHT MOVI;S AND HOW’
CHE- DO#THAT AlR SHOWS THIN»K
.YOU GOT THAT KINDA GAME?




_ i  "The World's Fastest GPU"
EVIDIA. - 'Nuff Said
GFORCE e

Developed by

; B- .
Use ef Alcatiol nvi I]” A IOWA:B‘E
praphics

Animated Bloed




NOW AVAILABLE!

www.interplay.com/Bgatee

BALDUR'S GATE Il: SHADOWS OF AMN: Developed and © 2000 BioWare Gorp. All Rights Reserved. Baldur's Gate, Shadows of Amn, Forgatten Realms, the Forgolten Realms logo, Advanced Dungeons &
Dragons, the AD&D logo, D&D and the Wizards of the Coast logo are trademarks owned by Wizards of the Coast, Inc. and are used by Interplay under license. All Rights Reserved. BioWare, the BioWare Infinity
Engine and the BioWare logo are trademarks of BioWare Corp. All Rights Reserved. Black Isle Studios and the Black Isle Studios logo are trademarks of Interplay Entertainment Corp. All Rights Reserved.
Exclusively licensed and distributed by Interplay Entertainment Corp. All other trademarks and copyrights are property of their respective owners,




In the ancient land of Yamato,

an aging and power-hungry warlord turned o
darkness in his mad quest for eternal life.

gad your samurail through ten
Be env1r0nments of fast-paced
action role-playing based on
nese monsters and myths.

e Get rfi‘ly 5_(1)1' 1ntense multiplayer
em! Up to 35

people can pla Onll e and vie for

the mantle of Dark Warlord.

a2 Wadamaiks of Siera On-Line, Inc. Developed by Click

& Innovative character Al

- gives you more than 30

commands for you to lead
your Earty th ou h the

always-c angmg ndscape

of the single- player game.

©2000 Sietra On-Line. Inc. All rights reserved. Siema, Sierra Studws. 2nd Throa
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Holiday Hit List 2000

Naughty? Nice? Does it matter,
when you've got our Holiday
Lust List in one hand and a
credit card in the other? Check
out our picks of games and
hardware that you can buy now,
and pay for all year long!

. the line.

High Heat 2001 ...........cooooececeeerererecsssseneneenss B2

It’s the best baseball game ever, and it's only getting better.

 Is the World Ready for a “Cyher” Olympics?

Or has Korea just gone mad? Ken Brown uncovers
the ungainly spectacle of the world's first
international games challenge.

In Search of the Ultimate Gaming Machine

When you're feeling the need for speed, and money is
no object, our annual Ultimate Game Machine drag race

. 1s what you need to read. Seven systems put it all on

_INSIDE GAMING |
Player Banning in Online RPGs

Massively Multiplayer Games
by Thomas L. McDonald .......cccccoveurecereerruecne. 180

The Adventure Game Is Back
(Bid It Ever Leave?]

Adventure Games by Audrey Wells .............. 182
3rd Edition D&D Is the Charm
Role-playing by DesslocK ........ccccevevnreereeenas 184

Space Strategy Gaming in Your Palm
Homebrew Games by T. Byrl Baker................186

Get Boardgame Designers Into
the Computer Biz
Wargames by Bruce Geryk........ccocvucvveuerennnn 187
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- . . There is a place-where s_rarsﬁlps, space stations, and planets once thrived. A place where alien
races were as one. A place called Startopia. Gome. It's time to rebuild the old empire, maintain
peace and order, and prosper. Yes, we can all get along.
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Ancient Enemies, Frozen

' You're in Our
-~ World Now!

+The newly discovered frozen continent of Velious adds 16 new advanced adventure zones

+19 new player character armor graphics for each race »

+Hundreds of new mamcal items to discover, trade and sell from the mundan { the mdgmf:cem

+Dozens of quests for characters level 35+ which will take you to the planes and a city of dragons

+ A new cast of creatures to confront Frost Giants, Ice Dragons, Cave Bears, Snowfang C}n_, Storm Giants and mor
+Full version of either EverQuest orRuins of Iunark l‘t.L]Uthd -
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Dang'er awalts, hardy traveler, | or invite companions to join you
in the turbulent lands of Arcanum! | online. And for those with discriminating

Prepare potion or pistol, for armament is | taste, we sport the most advanced

a must! Encounter more than 500 | role-playing system ever created

friends and fiends of the oddest sort on. | in this or any
dozens of quests and campaigns. | other reality.

Travel alone through this massive realm,

AR

,
ierra On-Line, Inc. Tha

S,

Brigands beware! Eighty
spells in 168 Colleges are at
your disposal, while the
mechanically inclined can
construct wonders of the age
with 56 technological degrees
from eight disciplines.

==
An epic story with multiple
paths ensures you'll never
play a single or multiplayer
game the same way twice.
Or create your very own

online campaigns with the
Arcanum World Editor.

Dozens of quests and a limit-
less character design let you
decide the destiny of your

character, be it elf, half-ogre
or other sundry races.
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Think yon know eyeﬂff//fifq about Myst?

Then you're in for a real surprise. realMYST"

uses a state-of-the-art, realtime 3D graphics

engine to present Myst as it was originally

intended: a fully immersive, dynamic world that you
can wander through and interact with. For fans, it's
like nothing you've experienced before.

lf you‘ve never played, realMYST is the ultimate
adventure you‘ve been wailing for.

Wide-Open, Walk-
Throngh Gameplny

For the first lime, you
can explore whatever you
want, with 360 degrees
of freedom.




System
Rema’tﬁ

realMYST is optimized
to run best on
NVIDIA-based PC's
and graphic cards.
For the best realMYST
visual experience make
sure your PC has an
T b b | NVIDIA Graphic
Special 3D Effects and Animations | Srocesieg Univdihving

your gaming experience.

Day, Night, Dynamic Lighting, Weather
Effects, and Special Interactive Effects bring
the world of Myst to full, vibrant life.

< Does your PC
PLate e Nave graphics to
the ™ degree?

The Ulfimate,
Directors’ Cuf
realMYST is the
version of Myst
that Cyan and the
world-famous -
Miller brothers THE ADVENTURE
always wanted to "
make, but'the

. technology wasn't |
- ready-—unti ;
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- winpowst
55/ /2 000/M)




e closest to |

day for a memorial service irt her ho'n‘t,x. , the
H Wi RN '
\ friends sit quietly togethar“- in the "s\'t" - of tba\“i Croft | |
o i 1 i 1 1
,\ i ,Ma}’asibn and provide new insights‘,b qut oy

0 2000 Core Dusgn, Lid. Core, Ouwbuqn mcuowu.undl.nmcmﬂw Todpatan Mmamrhdm-uww\.uﬂ Eifss, Exion Iatoractivi. tho Exbos Migeiacia logo, and Tomb

Fuider ars -\r&mm ruillwl’h,smm Inqmomupmuhr ol Sany GCompdat Enarasvment e Sega, Dreamcast and )
menomﬂmnlumww ol Soga Ei ratings icon B o Imdemark of B Intometve Digdal Satware Assotiaton. Nda and .
m:wa\mwuwmdﬂlﬂﬂw;omwmmmmw - Ve R TA B e u

_' prali G



Does your PC
a4t Pl have graphics to
the 72" degree?

graphics

Animated Blood

Animated Violence |8
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wrestling the f‘aw ﬁowers
“of Mother N_a__t_u;g.

Y Real flying is all

B Hanginé‘ on as you

-throttle your engines.
“And rellshmgthe feellng
¥ asyour -whgel; ki_ss the
" tarmac. \_'(uu’vé;._never felt
I'E‘.énything;__li.k'é' the new
Sidewliri.;li-_:ér‘” Force
Feedback 2 joystick.
Usmg a ngxt-generatmn
"‘-'prqcesso r. it takes
9 technology to the limit
by delme_r_fng over 100
distinct forces with more
sﬁeed-and strength than
0! . ever hefore. Turning
more than 200 force
feedback-enabled games
into the most intense
gaming experience
imaginable. So the next
_ time you're ready to
push the envelope, you'd
better buckle In first.

FORCE FEEDBACK2

ok : wﬁ . Mcroon and are eiher regf www.microsoft.com/sidewinder
| k ks of Mac: Ce in the United States and/or other countries.
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FOUNDER RUSSELL SIPE

GEORGE JONES

keorge Jones, Game Psychic

hat happened to my year? Wasn't the

Fourth of July just last month?? The curse

of the print magazine is that because we're
consistently two months ahead of ourselves, we lead
this strange, quasi-futuristic existence that keeps us
ahead of the rest of the world (in our own minds, at
least). So for us, it's December in October. Or
something like that.

And so, seeing as I'm currently two months ahead
of the rest of you, I've decided to enlighten, astound, amaze, and inform you
with my predictions for 2001:

B BLACK AND WHITE will be released to rave reviews in the springtime. It will
get coverage in Time, Newsweek, and CNN.

M Someone, somewhere, will release a SURVIVOR game to very un-rave
reviews, but blockbuster sales.

B Nintendo will surprise everyone this year. With the Fall 2001 launch of the
Game Cube, and the spring launch of the Game Boy Advance (which plugs
into the Game Cube), Nintendo is going to astound us with a degree of innova-
tion—and hopefully more mature titles—that console gamers aren't used to.

M Ditto Microsoft and the Xbox.

B On the second anniversary of the Columbine shooting, the violence in
gaming issue will rear its ugly head, this time in the form of anti-viclence
legislation.

“Nintendo is going to astound us
with a degree of innovation—and

hopefully more mature titles—that
console gamers aren’t used to.”

B DUKE NUKEM FOREVER won't ship until very late in the year.

W HALF-LIFE 2 will be announced at E3.

B You are going Lo see many more stories like our Korean gaming story in
Computer Gaming World. The author—CGW
Editor Ken Brown—is now GEORGE’S MIX

officially my hero. He finally nailed the story 1. NO ONE LIVES FOREVER

we attempted to accomplish two times

prior—and il's a landmark story. For a 2. Easy Riders, Raging
magazine that prides itself on Bulls: How the Sex, Drugs,
computer game coverage, we haven't done a JELLLGEELLEC]

great job of presenting the lives and souls Generation Saved

behind our hobby. Until now. Hollywood, by Peter Biskind

| | Y?u Ie gomng Lo see our competlmrs 3, Bridgl'ng the GEP,
begin to copy our newfound approach to by the Black Eyed Peas
feature stories. (A0 (hip/hop CD)
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Sega Rally now You know, like the
available on PC. ©  one in your office.

ATV M ATTE L

ey

P e RACTIVE
2000 Mattol, Inc. .
Al Rights Reserved. Customize your car’s setup Leave the competi

Tackle 21 white-knuckled

the dust. Unless it’s courses - day or night,

for maximum velocity and ¢
through all kinds of weather

perfect handling. raining or snowing -
then let ‘em eat mud!




Sega’'s hottest racing game ever is now available on PC.
Get ready for that road-chewing, dirt-spitting action
you’ve come to expect. With a fully customizable car, you
might even survive to see the checkered flag. Race the
computer or challenge your friends over the Internet.
And remember, if too much Sega Rally gets you fired from
your job...it works great on home computers too.
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LETTERS

Mouse-Look:
Who Came First?

| really enjoyed Robert Coffey's RETURN TO CASTLE
WOLFENSTEIN preview in the December 2000 issue. The screen
shots and artwork have me especially intrigued. I'm really looking
forward to experiencing WOLFENSTEIN after so many years,

While | was perusing the sidebar “You've Come a Long Way,
Wolfie;' | noticed that you gave QUAKE credit for being the first
game with mouse-look. | do remember reading an article a while
back that stated that id software took this idea from Bethesda
Softworks' THE TERMINATOR: FUTURE SHOCK. Being an old
FUTURE SHOCK fan, | had to bring this to your attention.

Tony Wong

| just opened up my fresh-out-of-the-mailbox December issue of
CGW, and rushed to read the caver story on RETURN TO
CASTLE WOLFENSTEIN. The game will be amazing, but | have to
correct a statement that you guys made. DUKE NUKEM 3D was
the first game to include mouse aiming up and down - all you
have to do is press the U key.
Miroslav Djuric

Contrary to your comment that DUKE was the first game to
incorporate the mouse-lock [actually, we said it was QUAKE -
Ed.], Bungie Software's MARATHON had this feature when first
released back in November of 1994 (that's right, a full two years
before DUKE). | can remember the glory days of the Macintosh
(circa 1995 or so, when there were actual games lo play) where
we would watch DOOM players and ask “why can't you look
around?" Nobody understood that we had been looking up and
down for over a year.

Ryan Bolduan

Actually, you're all correct. All of these games had some form
of ‘mouse-looking" available before QUAKE. So any way you
slice i, we were wrong. As to who did it first amongst the three
games listed here, our crack team of fact-checking monkeys has
determined the following: MARATHON wins, with a release in
1994 on the Mac. THE TERMINATOR: FUTURE SHOCK,
refeased in 1995, wins as the first PC game with mouse-look,
followed by DUKE 3D in 1996,

Gieorge Jones: Potty Mouth-in-Chief

| was appalled that George Jones chose to use an obscene word and
ask his readers to “excuse our French” in his arlicle on MAJESTIC
(December 2000). For some time, | have noted with sadness how the
editorial staff continues to lower their standards to that of giggling
teenage boys trying to demonslrate their machismo and sound cool by
sprinkling their articles with blustering profanity to describe a game. For
years | have ignored the excessive use of the phrase "kicks ass” which
often appears in ads and occasionally in editorial, |'ve ignored the
constant use of “sucks,’ because the phrase “sucks” has a different
connotation than it did when | was a teen during the 1970s. | can ignore
the sometimes incessant usage of *hell” and “damn.” However, | take
offense at Mr. Jones' use of the word - which used to eamn an “R” rating
for any film. If Mr. Jones cannot communicate any better than this, it is
time for a new editor. One who holds the standards of print media just a
touch above the locker room banter of 7th grade boys.
lay
Redondo Beach, California

My B-year-old has recently discovered all the neal stuff in CGW, and
is now usually the first one to grab it from the mail and check out the
new game litles and reviews. Given that fact, | am disappointed to find
the use of the “F-word" in the MAJESTIC preview. | hope this is a goof
on the part of the editors. If this is a view of the future, CGW will need
to be an example of “parents must have standards; and you will have
lost a long-time subscriber. | know the kids will understand, because
they have even commented on the frequent use of rough language and
gross-oul images the ads tend to use. Too bad. For all of us.

Larry R. Schultz
Bellevue, WA

George Jones responds: Usage of the “F-word" is never gratuitous or
laken for granted in CGW, In fact, this is only the second time we've
used it. (The first was in our KINGPIN review earlier this year) My point
in using it in the context of my preview of EA's MAJESTIC was two-
fold: First, it was literafly my reaction when | saw the bold nalure of the
game (“Oh {~-"). Second, it was an attempt o signify that this game is
most definitely not business as usual. Still, though, | apologize to any-
one who took offense = just because | have a dirty mouth shouldn't
mean that you have to hear it.

Look, Some Guy Likes Garfield

| just read your December 2000 issue and was SHOCKED to see
that your game rating scale had Garfield the Cat at the bottom!! Some
of us just happen to like him (I think). And how could you put Ren as 4
stars? He's an idiot!! Who comes up with this

Penny Arcade hy Mike Krahulik and Jerry Holkins (www.penny-arcade.com)

is o superior developmel
Aplatform, And I've always really/

liked fat sacks full of
sh

€ Mike Krahulik and Jerry Holkins

stuff?? | demand to see the manager!
Matt Moody

Another Egregious Mistake

| received the most recent issue of CGW a
few days ago, and started to peruse your most
excellent reviews. When | came to CRIMSON
SKIES, | had to chuckle at the author's use of
*egregious! | have seen this word appear in
quite a few gaming magazines recently, and it
musl be the new “paradigm,’ or “obfuscation.” At
any rate, | believe that egregious is an adjective,
not a noun; therefore, it cannat be the object of
the verb as the author is using it. Mayhaps he
meant to use “egregiousness” instead? Keep up
the good work.

lohn Ponsolle
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LETTERS

Jahn, while we appreciate the correction, we had to chuckle at your use of the
word “mayhaps.” Actually, “mayhap” does not have an “s™ at the end. It is a singu-
lar word, derived from the phrase ‘it may happen.” We don't mean to obfuscate
the point of your letter, but such an egregious mistake could not go unmentioned,
seeing as though it sets a new paradigm in irony. Thanks for writing.

Look, a Rock Star Says We're Cool

When | saw page 192 of the November CGW, | was half asleep and reading in
bed. | jumped up and danced around the house shouting out to my wife that we
{the Old 97's) were finally in a cool magazine. Al least, one that | like. Thanks to
Robert Coffey for putting us in his Mix,

I'm a game freak and have read CGW since the early 90's. It's a great maga-
zine. Funny thing is that it's more exciting lo me to see our name in a mag that |
care about than stupid Spin or Rolling Stone, which totally suck.

Ken Bethea
guitar player
0ld 97’s

Nice Tip, Eh?

I finished perusing your December issue, and took special interest in the
online purchasing article [Read.me, page 50). It attracted me because | am
Canadian, and purchasing games up here costs a lot more than down south
(grrr..). Anyway, during my Internet travels, | came across a little site called drag-
on.ca. They specialize in Canadian orders (their site is based in Canadian $),
but also ship to the U.S. Just figured I'd paint this out for the rest of us above
the 40th meridian.

Kyle Zwarich

Thanks. All the moose whao read our magazine will
be thrilled.

200th Edition!
Your Favorite Gaming Moment

What was your favorite gaming moment? As part of our
countdown to Issue 200, we're inviting everyone to sub-
mit their wildest gaming experience in 200 words or
less. We'll collect the most interesting stories and print
them in a special section of the March issue. Here's your
chance to be a part of gaming history. Write to us at
cqwletters@ziffdavis.com.

Write to us at:
Cawletters@ziffdavis.com
For help with subscriptions:
Cgw@neodata.com

WOLFENSTEIN Story: The Patch

In our December story on RETURN TO CASTLE WOLFENSTEIN (pps
106-107), we incorrectly identified Scoft Miller as the funding
source for WOLFENSTEIN 3D add-on SPEAR OF DESTINY. Actually,
id Software funded SPEAR OF DESTINY. We also reported that
Todd Porter talked lohn Romero into forming lon Storm. Romero
strongly denies this, saying he had discussions about forming a

company with Tom Hall months earlier.

The group of developers who formed Third Law Entertainment
left lon Storm in 1998, not 1988, We also wrote that Third Law's
game, KISS, “shipped in one-fourth the time of DAIKATANA - and
outsold it” Actually, it shipped in less than half the time (14
months vs. 36 months for DAIKATANA), and did not outsell it.
DAIKATANA sold 40,351 units as of the end of September, vs.
22,725 units of KISS for the same period, according to PC Data.
We sincerely apologize for the errors.

m cow gamesact com = COMPUTER EAMINE Wﬂllﬂ“



1 face. "y darke.st thf*l'ar : |
The. Q"”‘“ has  Tavght you Waﬂ e
'ﬂwwgl, Yoy ’ﬂwﬂ( oq dre. MY Qorf’ror '. l-.:v-" ‘-~
ﬂow" 500N kaﬂr ngn “dark K-ﬂg_" 7

A N “:‘-\‘ ) Y,
T S

¢

onderland has been cruelly corvupted by the deranged fBueen of Hearts.
The Mad Hatter, Jabberwock and other familiar chavacters have become her menacing -
minions. BOut~run, outwit, or outfight these twisted characters and confront the sadistic Bueen.
Only one of you can survive. Iravel through wickedly surreal landscapes wielding an arsenal
of sinister toys, including rapid~fire plaging cards and jack-in-the~box bombs. Besigned by
American McBee of Nuake® and Duake [l fame, and using an enhanced Quake I Arena” engine,
American Mcibees FAlice pulls you into a fast—paced, third—person world where horrific
characters and fiendish puzzles conspire to deprive you of your sanity before they take your life.
FAre you ready for the next chapter of Mlice? Wisit alice.ea.com
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Whether 'is nobler to work on PC, and suffer |
| the slings and arrows of outrageous fortune,
 or sell out and do console games

are ready to thoroughly embrace the PS2: “For play, the
PS2 is the future of gaming,” Hawkins says. Then there
were some who see the advent of the new console sys-
tems as ushering in a sea-change in the marketplace.
Sierra Studios producer Jeff Pobst sees the new consoles
changing the marketplace. "These new opportunities
provide a sort of shake-up of the status quo. If you were
the leader in the past, you need to step up and reassert

yourself by making a great new game. If you were behind
the leaders a bit, the new playing fields give you an
opportunity to demonstrate your ability.” We've already
; seen this with Bungie, who agreed to be acquired by
Microsoft in large part so that they could be one of the
leading Xbox developers.
And what about the games that are designed for con-

soles—will we see those games ported to the PC? Todd
Vaughn, director of new business at Bethesda, thinks so.
"We do foresee a few 'ports’' of console projects to PC, but

EEE With the release of the PlayStation 2, the dogs of only where it's appropriate. The PC is a different market
war have been loosed. The PS2, Dreamcast, Xhox, and with different expectations.” Steve Ackrich, head of devel-
Game Cube aren't only battling for our hearts, minds, opment for the San Jose branch of Infogrames says that
and wallets, but also for those of PC the console market is bigger, but it's also
developers, as they consider the potential * 1 Quotes from the Industry 1 tougher. “Our PC titles have more potential
rewards of offering games on those plat- Page 31 for financial success. Given the licensing
forms. We contacted many of the leading developers and and manufacturing costs on a console title,
publishers to get a peek at their plans. we need to sell nearly 50 percent more than a PC title."

Some were careful in their comments, such as Tom How much will the lure of the larger console market
Byron, LucasArts' director of product marketing, who affect PC game companies? Only time will tell, but it's
would say only that “LucasArts could be a very big player reassuring to see so many of our favorite developers stay
in the console market.” Others, like Trip Hawkins of 3DO, committed to our favorite platform. —Mark Asher

Placing Their Bets

Here's the percentage of resources publishers say they're allocating to the PC (as opposed to consoles) over the next 18 months.

300 Activision Bethesda Bioware Eidos Firaxis G.0.D.

A2 M A L5

100%

id Irrational Impressions Microsoft Mythos Red Storm
Games Games Entertainment
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lll Westwood Studms is pulllng itg =i
| head out of the sand while diving: deep
\into the gritty stuff at the same time..
I'How? By returning to its cherished Duna
i license while acknowledgmg that real-
|'time strategy (RTS) games have evohred ;
{beyond the staid structure of thslr
trecent C&C titles. EMPEROR: BATTLE
{FOR DUNE is a futly-aD RTS and even'
{now, a full yea.r away from 1elease, it's

| drop-dead gorgeous. The designteamis

{ moving away from linear mission-hased

{ gameplay to let players conduct'a more -

| free-form campaign, fighting for plane-

| tary sections on a map that looks almost 5

| like a Risk board.

Players can choose from three dlfferent_--' S

'Taces: the noble House Atreides, the evil
{ Harkonnen, or the insidious Ordos; and " -

{ make alliances with any two of five sub

| houses, each with unique ‘Wweapons and

{ advantages. Each combination of house wit
fsub-houses gives players different kinds of:
| armies, 50 they can tailor their tactics ror
spaclﬂc strateglas

" Quotes From the Industry

In Their Words

‘I don't think there will be a drop-off in quality or
quantily of PC games. A few big name PC developers are
focusing somewhat more on consoles, but most of the PC
shops are staying with the PC”
- Phil Steinmeyer, PopTop Software

“Our belief is that the days of porting consale titles to
the PC are over. The vast majorily of games currently in
development are being built for either format, not both”

= Nick Earl, V.P. of Development at Eidos

“I think the PC platform is in a bit of a recession
(no kidding), but | do think it is

only a temporary situation!’

- Mark Dochtermann,

Ritual Entertainment

Westwood is creating a large single-player |

~ game with 33 maps and more than 100 mis- |
“sions. Several multipla}*e: options are also

.' ing uhpredictable p}ay This could well be
. the title that reclaims Westwood's status as
. an innovator. —Robert Coffey

continued from page 36

“The only prediction I'd dare to make is that the gamin
scene probably isn't going to change as much or as
quickly as many people would believe”

=~ Chris Beatrice, Director of Design and
Development at Impressions

“l am a former PC gamer who has tired of the constant
revisions on the PC platform and the constant feeling of
dread that the game won't work for some reason!’

- Trip Hawkins, CEO 3DO

“I suspect that new consoles arriving imminently will
cause some PC developers to unwisely leave the PC
platform, only to find out the competition

isn't any easier on console!

- Greg Zeschuk, loint CEQ at Bioware

The GOOD...

SAYANARA,
STARBUCKS

Our lives are suddenly worth living
again with the recent advent of an
engineering
marvel that
dispenses
piping hot
java or
espresso,
free, at the
push of a but-
ton. The half-
coffee, half-chocolate “Mokachino”
is our new life's blood, without
which you surely wouldn't be
holding this magazine, Blessed
caffeine, blessed coffee hean, we
praise thy glory.

The BAD...

BLAIR WITCH

If you're looking for fuel to build a
pyre that will cleanse the Blair
Witch demons from our midst, look
no further
than the
three Blair
Witch
games from
the
Gathering
of
Developers.
Saddled
with the same engine that made
NOCTURNE such a nightmare, these
games couldn’t rise above awkward
cinematic angles that interfere

with the actian. Call us crazy, but
shouldn’t shooters let you see
where you're shooting?

and the UGLY

MATTEL MESS

Losing $4 hillion dollars in 16
months for purchasing The Learning
Company is ugly enough. But the
fallout from having lost so much by
acquiring a software company
(including
game
developers)
may have )
lasting
implica-
tions. 85I
will likely L,
face -
continued uncertainty as they chart
their future with new owners (see
po 44), but we hope that the warst is
behind this venerable publisher.
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strophe were unfounded, the year
2000 proved Lo be a tumultuous
one for PC gamers. Industry buy-
outs, rumored firings of legendary
game designers, and even the
threat of PC gaming's number-one
ally selling us out were just some
of the highlights.

Despite all this, a number of
quality games hit store shelves
and managed to take the edge off
of things...a little bit. One thing is
for sure: With the upcoming con-
sole battle royale, 2001 should be
another up-and-down year for PC
gamers. Herewith, we revisit the
Top 10 stories of the past year.

10. Richard Garriot Splits
With Origin

Hot on the heels of the ULTIMA
ASCENSION debacle, the legendary
game designer responsible for the
ULTIMA series parts ways with the
company he helped found. Was
Lord British fired, or did he quit?
And when—and with whom—will
he dive hack into gaming?

9. The Unwashed Nasses

Replacing the Deer Hunters of the
world is none other than Regis
Philbin. Who wants to be a
Millionaire? Disney Interactive,
obviously—their PC quiz show sat
at the top of the bhest-seller charts
all year long. This begs the ques-
tion—who's going to publish the
Survivor game?

8. Sequels Rule the Day

One of the bright spots: The year's

Although fears of global cata-

two biggest sequels—BALDUR'S
GATE 2 and DIABLO 2—did not
disappoint. Huzzah!

7. Sleeper

Just when we thought the small-
time developer was dead, Big
Time Software surprised us all
with COMBAT MISSION, an
absolutely amazing 3D war game.
Meanwhile, a small, unfunded
group of Croatian designers
released a technology demo of
SERIOUS SAM that blew gamers
and game designers away.

6. Bungie Sells Out

We can only pray that the
Redmond Giant's swallowing of
one of the last truly great game
design shops is a good thing.
MicroBungie's belated announce-
ment that HALO would ship on
both Mac and PC, in addition to
Xbox, helped calm many fears.

5. Chapter 11

G.0.D. sells oul to Take 2
Interactive. Mattel gets sold for a
song and a prayer. Looking Glass

bites the dust. We must be a lead-

ing indicator for New Economy
companies—the gaming industry
started to shake out long before
the dot-com world did.

4., Dai-, Dai-, Dai-, Dai-,
DAIKATANA
Johin Romero's long-chroni-

TCHOTCHKE OF THE MONTH

are the tangible manifestation of the soul-wracking

Do not be deceived: These are no simple puppets. They

conflict constantly thundering in the black, tarry hearts of

each and every Dark Prince of Gaming that is the CGW edit
staff. Thanks to TalonSoft’s kind gesture, we could finally use
these crude stand-ins to settle the metaphysical war waged
in the core of our very beings: Would godliness prevail, at long
last silencing the hot evil whispers forever ringing in our tortured
minds? Would saintliness redeem our wretched souls and pull us from the bottomless pit of venomous
loathing in which we have dwelled for lo these many years? Would we finally be good?

Oh, come on—the nun never knew what hit her.

m”um GAMING WORLD » cgw.gamespot.com REELLUE]
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magnum opus

1s released and immediately
eviscerated by the critics with a
level of cruelty rarely seen. The
primary culprits: excessive hype,
an outdated engine, and some
serious Al problems with the
game's sidekicks.

3. The Two-Ton Gorilla

When CNN covered Sony's new
console release, PC gamers sud-
denly understood why game com-
panies have been scrambling to
the video game side of the world.

2. Sim Life

Will Wright creates a national
phenomenon with THE SIMS,

an instant game-of-the-year
candidate that got men talking
about such previously tahoo issues
as wallpaper and carpeting.

1. Xbox

Microsoft decides to battle Sony on
their own turf. Confused PC
gamers don't know whether to
take this move as validation or
betrayal. Time will tell.

—by George Jones




Blinded by Science

EEE After hacking
through PLANESCAPE,
ICEWIND DALE, and
BALDUR'S GATE II, will
role-players be ready
for more in ARCANUM?
They will if I'm any
judge. Losing most of
my waking hours to
these masterpieces
over the past year
didn't stop me from
becoming utterly
obsessed with Chapter
One of Sierra’s upcoms-
ing RPG epic.

The attention
to detail in this
game is incred-
ible. Troika
Games—iound-
ed by FALLOUT
veterans Tim
Cain, Leonard
Boyarsky, and
Jason
Anderson—has
crafted a world
every hit as
compelling as
everyone's
favorite post-
apocalyptic
planet.
Pollution has
gotten out of
control and
rusty grime
covers nearly every surface. You won't find
elves frolicking in the forests and halflings
smoking in the shire. Ever since technology
reared its ugly head, people have been aban-
doning magick for science. Many have set
aside sorcerers’ tomes for machinists’ text-
books, and—just as engineering students razz
art students today—a “sibling rivalry” has set
in between the two groups.

Players have to choose where Lhey stand on
this issue hy specializing in Technological
Disciplines or Magickal Spells. Of course, you

£We do nat assodate withyour kid
i acound here, half-ogre. i

| ARCANUNT's

| steamworks

'make us hot

and bothered

4. This mage could use a few
spells from the magickal water
college right about now.

§ 4 Like its predecessor FALLOUT,
ARCANUM is a character- and
story-driven game.

might forgo both and
spend all your character
creation points on differ-
ent physical skills.
Replayability is key
here. You could go
through the game as a
stereotypical mage,
picking incantations
from the 16 spell
colleges. Then, you could try your luck as a
scientist trained in chemistry and explosives.
Or as a riverboat gambler/gunfighter trained
1N gambling, haggling, and firearms.

Having what amounts to the entire spec-
trum of a skewed Victorian society available
to role-play makes ARCANUM a unique experi-
ence that most RPG veterans will appreciate.
Anyone who can tear themselves away from
traditional dragons 'n' damsels fare should
enjoy this twisted look at a yesterday that
never was. —Brett Todd

EVERQUEST Reaches 300,000 Active Players

HEE Verant Interactive has signed up
300,000 EVERQUEST players, according to
Sony Online Entertainment. Since the
game's launch in February 1999, EVERQUEST
has broken all records previously set by an
online multiplayer game.

With monthly fees of just under $10,
that's $3,000,000 a month in revenue from
EVERQUEST alone. The second EVERQUEST
expansion pack, THE SCARS OF VELIOUS,
is scheduled to come out in December
of 2000,

cow . gamesool com » COMPUTER EAMINE WORLD

5, 10, 15 Years Ago in CGW

January 1986

Ah, ain't he

sweet, This

portrait of win-

Some young

Sid Meier

appeared on a

1986 advertise-

ment for the e
submarine sim SILENT SERVICE.
Thus began the relentless market-
ing of the Sid Meier name that
continues to this day. Also in this
issue: the first review of Hall of
Fame gaming classic, ULTIMA IV,
designed by the other enduring
game design personality, Richard
“Lord British” GarriotL

January 1981
This was the

year that the ¢ R
Grinch stole Nk o
gaming's

Christmas. Due

to a number of

factors, the

most important

being that game

tevelopers had to re-tool to sup-
port VGA graphics and sound
cards, about 50 percent of the
games expected for Christmas
didn’t make it. And there was
much wailing and gnashing of
teeth. Since then, fortunately, the
game industry has improved its
holiday batting average (a little),
and gamers have learned to regard
release dates with as much
skepticism as election year
political promises.

January 1996 p—————y
The knockout EP\MEHEEL%
king of our 1936  NETIO=T I
Ultimate Game s, POVVEY!
Machine feature S5
was the
Gateway P5-
133XL. This baby
offered a screaming 133Mhz
Pentium chip, 16 MBs of RAM, and
a whopping 1.6GB hard drive. All
this could be yours for the low, low
price of $3,500, Take a look at our
Ultimate Game Machine feature in
this issue to see what we'll he
smirking at in five years.
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"EI.3 oput of 10"

“Go buy the game.”
- |GN

' "The most visceral, thrilling
- A and heart-poundingly intense
RTS experience ever seen
on the PL."

- AVault.com

“One of the most enthralling
and addictive RTS games
we've played.”

- Gamecenter

“If you're Iooking for the
~ hottest RTS this year, your
ship has come in."
- bamers Depot

e L game to date.”
- PC Zone (LK)



ULTIVIA ONLINE players

EEE The granddaddy of massively-
multiplayer, online role-playing
games continues to evolve with
Origin's second major upgrade:
THIRD DAWN. Unlike THE SECOND
AGE, which was designed to fix
many of the game's early problems,
THIRD DAWN is a graphics enhance-
ment in order to bring the 2D game
into the 3D generation. Although
the new graphics still don't com-
pare well with UQ's popular cousin,
EVERQUEST, they do help to give
UOQ a desperately
needed facelift
and a bit more
eye-candy for
its 206,000
aclive users.
All the
creatures and
characlers are
going 3D, and
there'll be cool
new animations
and special
effects. There will
also be a huge
new area o
explore: llshenaur
will be 60 percent
bigger than the Lost
Lands of THE
SECOND AGE. It uses

CGW

Age of Empires Il

'$5 upgrade for existing

Reality Gheck

PC Gamer

the Trammel rule set, and will be
adventure-only (no housing). Evil
will make a difference here (for
example, evil characters will be
more likely to be attacked by
monsters), and it will have “good”
monsters (for evil characters to
battle against).

If you're willing to pay a small fee
to beta-test the new version, then
be sure to get in on the THIRD
DAWN beta program. During the

CEM  Bamepower.com Bamaspol

fAD BREATH THIRD DAWN introduces 3D characters, improved animations, and betler special effects.

Gamecenter

beta period, existing UO customers
can upgrade for only $5. After that,
the upgrade price goes up, but it
should still be less than the $40
boxed version.

Current players will not he
required to upgrade, but none of
the graphic enhancements will be
visible to them, and they won't
have access to the new land.

THIRD DAWN is scheduled Lo come
up in late January. —Ken Brown

HOMEWORLD: CATACLYSM, proof

B+ that expansions can, sometimes,

outdo the very games they

expand. Other noteworthy titles

include another expansion

(AOE2: THE CONQUERORS), and

MicroProse’s foray into the

racing arena with GRAND PRIX 3.

The Star Trek curse is still alive,

Star Trek: New Waorlds

Mnuuun EAMING WORLD » cow.qgamespol.com RIFLDLE]

* indicates game has not been rated

Grand Prix 3 B+ B+ A B A- B+

Heavy Metal: FA.K.K. 2 B- A B+ C C+ A B
Homeworld: Cataclysm A+ A o A- A- A A
Madden NFL 2001 A B+ B- A- B- B- B
Sanity: Aiken's Artifact c- B+ H c C+ c G
Sims: Livin' Large . A A- o [ B+ B+ B
Soulbringer c- B- B- C- C+ B- C
Star Trek: ConQuest D- o- D- ¢ B B- c-

with two Trek games by two
different publishers festering at
the bottom of the barrel.
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Microsoft Cans
CONQUEST

Microsoft recently announced that
it would not publish CONQUEST:
FRONTIER WARS, the highly unantic-
ipated game from Chris Roberts’
Digital Anvil Studios. In an official
statement, Microsoft said it “had
high aspirations for the game, and it
simply did not progress as [we] had
hoped it would."

In an interview with GameSpot,
Digital Anvil's Eric Peterson said the
game is basically complete, and the
team is currently making minor

tweaks to some of the single-player
missions. They plan to finish
the game before looking for another
publisher, pursuing a co-branding
deal, or deciding to publish
the game in-house, according
to Peterson.

CGW never got excited enough
about CONQUEST to preview it.
Our view 1s, If you want to play a
game that features three races in a
science fiction future, dust off your
copy of STARCRAFT,

Sega’s Dreams Dying
It appears that Sega is the first
console manufacturer to abhandon
the high-stakes game of video game
hardware. After the company's
recent quarterly loss of $205 mil-
lion—its fourth consecutive loss—
the company has announced a
strategic shift away from Dreamcast
and toward developing software for
multiple platforms. Sega said it
would license its Dreamcast
technology for use by other hard-

FiB COMPUTER GAMINE WORLD » cqw.gamespot.com BEELLRI

& Notes

ware vendors.

This leaves Sony, Nintendo, and
Microsoft to duke it out for video
game supremacy next Christmas.

Mattel Dumps Games
Division

After paying $3.5 billion for The
Learning Company in 1999, Mattel
recently unloaded the entire soft-
ware unit for basically nothing. In
late September, Mattel sold The
Learning Company unit to Gores
Technology. Details were not dis-
closed, but the Wall Street Journal
reported that Mattel
essentially gave the
division away for a share
of future earnings that
The Learning Company
might generate.

This brings to a close
Mattel's disastrous foray
into the software game
and educational market.
The company lost so
much money on the
software division that it
lowered earnings and
drove down Mattel's stock
price. Earlier this year,
Mattel went through some
highly publicized corporate bloodlet-
ting that included the resignation of
CEQ Jill Barad and other senior
Mattel executives.

Besides educational
software, The Learning
Company also consists
of Mindscape and SSI.

Terry Fahn,
spokesperson for the
Gores Technology
Group, told CGW that
Gores is reviewing their
options and looking at
ways of restructuring.
“They've sent

ALIENX latres impmssvn graphics aﬂd! Eﬁéd_ll.

¥ Ry

Groove Games

Free 3d games you can
play from your browser

HEEE Browser-based games are getting
downright sophisticated—and surprisingly
realistic. If you're looking for a quick
diversion, check out some of the games
you can play for free from 3D Groove.
They'll work on Windows or Mac-based
gystems, require no 3D hardware, and can
he played over dial-up or broadband con-
nection. Five million people have already
downloaded the front-end software needed
to play them.

REAL POOL 3D is easy to play and fea-
tures realistic physics and multiplayer
options. TANK WARS 1s an action game
set in an apocalyptic world, where players
battle each other in a post-modern
cityscape. Players can choose from four

Stitch Fritz
on your
Internat
hrowsar in
WWI ARCADE
DOGFIBHTING

AR SPEED

people to look at the

assets and are planning on operat-
ing it successfully. They plan on
having it profitable within six
months.” Fahn said that Gores
specializes in acquiring non-core
businesses {rom large corporations
and turning them around. They sell
some, but they “hold onto more than
50 percent of the companies they
acquire,” said Fahn. Vance Diggins,
President of Gores Technology, has
been named the interim CEO of The
Learning Company. —Mark Asher

different tanks and a variety of weapons.
Other Groove games are also up and
running.

Several new Groove games will be com-
ing online in 2001, including WWI ARCADE
DOGFIGHTING and ALIENX. The arcade
flier and 3D shooter both feature detailed
graphics' and low-latency gameplay, but
the AT and netwark code is still being
worked on.

Check them out at 3Dgroove.com or
shockwave.com.
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The 1930s ain't what they used to be.

America lies in pieces and air power is

king. It's a shoot-or-get-shot-down world.: f

You'll dogfight ruthless air pirates. 3

Rescue saucy pinups. Dodge flak from ;
dicey femmes fatales. And mix it up with.
other aces online. But remember, one thing
still holds true—don’t get mad, get even.

www.microsoft.com/games/crimsonskies &

Microsoft 'Zone.,,






THIS MONTH'S TOP 10

REORDERS

Myst lil: Exile (srcoersunn)

Fallow the story of the extremely popu-
lar graphical adventure series, but from
the standpoint of an embiltered villain
who seeks revenge against Atrus.

Black & While (eiecrronic aars)

Complex in detail, graphically gorgeous,
with free-flowing, individualized play.
Already voted one of the games that
will change gaming forever.

Trihes 2 (sieraa sTUDIOS)

No armchair generals need apply, since
the action in Tribes 2 promises o be
so fasl, you'll need your wits about you
before you charge into the fray.

Pool of Radiance: Rulns of Myth Drannor
{551t Not your run-of-the-mill, linear
role-playing game, Has a cooperative
multiplayer mode and a good deal of
character environment interaction,

Clive Barker's Undying (ececraomc arts)
Clive Barker acted as story consultant
on this atmospheric game that is best
described as a mix between Resident
Evil, Half-Life, and Thief.

Monopoly Tycoon jHasero)

The family-favorite board game has been
turmed inta a 3-D city-building sim.
Practice cutthroat schemes against your
opponents on the Internet or LAN.

Halt-Life: Counterstrike isicrra stumos)
This mad is now the newest game for
Half-Life! Join a terronist or anti-lerronst
assaull squad and play hostage rescue,
assassination, or just blasl the enemy!

Arcanum: OF Steamworks & Margick Obscura
(sierra sTupios) Imagine a place where
magic and technology hold equal sway,
and an adventurer might just as easily
wield a flintlock pistol as a flaming sword.

Thrones of Darkness (sicama s 5
Combines the hack-and-slash gameplay
of Diablo with the rich historical texture
of feudal Japan. A good-looking game
with interesting action-RPG twists,

MechCommander 2 (wcaosor)
Fast-paced Mech strategy game featur-
ing 21 different skill sets and a full
Mech bay to give you total control of
your forces.

‘Reazacam b 3 eagistind indumink of Amarsaen. bie

Escape from Monkey Island (LucasArTs)
The first Monkey Island 3D graphic
adventure game, with all the humorous
antics and addictive gameplay of the
first three installments,

EverQuest: The Scars of Velious

verant wreracvel This 2nd expansion is
designed for mid- to high-level players,
E_'lnd f(.‘EI!L"l!H now zones, new enemies,
new treasures, and an improved interface.

Baldur's Gale 2: Shadow of Amn fwicaecar)
An ambitious role-playing game based
on the Advanced Dungeons & Dragons
game. Stands out as one of the best
RPGs available.

Command & Conguer: Red Alert 2

fetecrromic Arts) Set just a few years after
the original C&C, this fast-paced, real-
time strategy game focuses on quick,
intense firefights on American soil.

The Longesl Journey (ruvcos)

Gorgeous graphics, excellent anima-
tion, and the cinematic sequences add
up 1o a mesmerizing plot and a wonder-
ful gaming expenence.

Comhat Hight Sim 2: Pacific Theater
erosort) A deep, involving game with
excellent graphics, great sound effects,
and adjustable realism settings. A dream
come true for historic flight sim fans.

Mechwarrior 4: Yengeanee (wcrosors)
The creators of BattleTech and the
original MechWarrior game return to
give MechWarrior 4 an all-new staryline
and six new BattleMechs.

realMyst (sropersuno)

Solve puzzles and roam magical realms
filled with archaic technology in order
to solve an ancient mystery, all in a
beautiful, interactive virtual world.

NHL 2001 (ea sronTs)

Paste a picture of your face onto a
character model and go head-to-head
against 50 NHL and international teams
in your living room or on the Internet.

No One Lives Forever (rov inieractive)
Contend with deadly agents, evade traps,
unravel mystenes, and become entan-
gled in a cleverly constructed conspiracy
that threatens the entire free world.




t's the rare game that nails a top five slot in our poll in its first month, but

that's what BALDUR'S GATE Il did, This future Hall of Famer is already a

huge hit with gamers, and why shouldn't it be? It's deeper and more
detailed than the best RPGs of all time. The only question now is, will it
unseat DIABLO |l for #17

Several other new titles made a strong debut, but we were surprised to
see ULTIMA ASCENSION sneak in at #40. Who left open the gates of hell?
After all this time, it must finally be playable.

Top 40

CGW’s Monthly Readers’ Poll

WHAT WE'RE PLAYING

No One Lives Forever

Yeah Baby! Shagadelic Cate
Archer has had us glued to our
manitars playing this
surprisingly good (not ta
mention wickedly funny) 60's-
spy-movie-themed first-person
shooter. Top contender for
Aclion Game of the Year.

Baldur's Gate 2

Yep, we're still playing it. And we'll

still be playing it this time next
century, Looking hack on chapler
one from chapler three is like
Iooking back on one’s childhood.
Haw young, how naive we were
then. IF only we could return to

chapter one and know all that we

know now...

Red Alert 2

After TIBERIAN SUN caused near
fist-fights around the office last
year (Mutant Commandos any-
one?), we were relieved to find
that RED ALERT 2's mulliplayer is
somewhat mare balanced. And it
has the best single-player pame-
play (not to mention hottest cul-
scene habe) of any C&C game.

Nothing remotely new here,
but for HEROES Il crackheads
like Jeff Green and Robert
Coffey, the new self-contained
single-player campaigns are a

D e = o e & L R —
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Diahlo 11 Havas

Half-Life Havas
Age of Empires 11: Age of Kings Microsoft
Baldur’s Gate 11 Interplay
Unreal Tournament Epic/GT
The Sims Electronic Arts
Quake 111 Arena Activision
Age of Empires Il: The Conquerors Microsoft
Deus Ex Eidos
Rainbow Six: Rogue Spear Red Storm
Ieewind Dale Interplay
Command & Conquer: Red Alert 2 Westwood/EA. ... 4
Final Fantasy VIl Eidos
Half-Life: Opposing Force Havas
Sid Meier's Alpha Centaurl Firaxis
Asheran's Gall Microsoft
Homeworld Havas
Final Fantasy VIlI Eidos
System Shock 2 Electronic Arts
Baldur's Gate: Tales of the Sword Coast Interplay
Homewaorld: Cataclysm Havas
Planescape: Torment Interplay
Roller Coaster Tycoon Hashro
Heroes I11: Armageddon's Blade 300
Metal Gear Solid Microsoft
Need for Speed: Porsche Unleashed Electronic Arts.....
Command & Conguer: Tiberian Sun Electronic Ars.......
The Sims: Livin' Large EA
Thief: The Dark Project Eidos
Caesar (Il Havas
Soldier of Fortune Activision
Worms Armageddon Hasbro
Civilization: Call to Pawer Activision
Shogun: Total War Electronic Arls
SimCity 3000 Electronic Arts
Thief 2 Eidos
MechWarrior 3 Hasbro
Star Trek Voyager: Elite Force Activision
Freespace 2 Interplay
Ultima Ascension Origin/EA

WE WANT YOU!

Vote in the Top 40 Games poll at www.computergam-
ing.com. The more people who vote, the better the
results, but please vote only once per month.

nice, cheap fix. Goad, solid,

tumn-based comfort gaming.

“l!“' cgw.gamespot.com » COMPUTER GAMING WMLD“



Software development is an inexact science, so pinning down release dates is like predicting
Madonna's next persona. These dates represent the hest available info we had at press time. If
you're a publisher, send your updates to: cawpipeline@ziffdavis.com.

B M B-17 FLYING FORTRESS The game is still on
track, but it's been delayed. You'll only he ahle
fo get it in the U.K. by Christmas. While the
mother island gets the game this year, it won't
hit the colonies until sometime early next year.
Mayhbe our British brethren are acting as surro-
gate heta testers?

all. Let's hope this is more like MDK and less
like MESSIAH.

B MW PO0L OF RADIANCE: RUINS OF MYTH ORANNOR
With the recent sale of Mattel Interactive's gam-
ing assets, factors such as branding, sales
strategles, and even the name of the company
are up In the air. Hence, the refuctant announce-

expansion to market, hopefully by the time you
_ read this.

Ground Control: Dark Conspiracy-

ment that POOL OF RADIANCE Is now a 2001 title
instead of a Christmas title.

W AMERICAN MCGEE'S ALICE Barrett Alexander,
one of the higwigs at Rogue (the developers),
recently commented that'they are in the home
stretch, and therefore are seriously pushing to
meet the mid-November ship date. Mayhe this
surreal vision will make It by year's end after
all. Or mayhe we just swallowed the blue pill,
and this is all an elahorate illusion.

o AER
JABBED
ALLIANCE 2:
UNFINISHED
BUSINESS
This une has
a happ
andlng After
searching for
months for a
publisher,
Interplay
agreed to
bring this

MM GAOUND CONTROL: DARK CONSPIRACY
Following the path set hy SWAT 3, GROUND
.CONTROL gamers can now snag this add-on for
free. If you already have GROUND CONTROL, all
you have to do Is pay for the shipping. \'nu get
an-entire campaign and a new faction for under
five bucks. Hit up darkconspiracy.sierra.com for
more details.

EE N STARTOPIA We called it here first. Back in
our preview, we predicted that the November
ship date would not he met, due to the complex-
ity In halancing strategic elements. Mucky Foot
has delayed till spring, due to factors such as
polishing the missions, balancing the game, and
squashing bugs.

W DELTA FORCE: LAND WARRIOR Out
and on shelves as you read this.
We'll see if the final conversion
from voxels to 30-accelerated
graphics makes a difference in
gameplay.

W W SACRIFICE This god-filled
slugfest went gold recently. It
looked pretty slick, with eye-bleed-
ing graphics; ahsorbing pameplay,
and an elegant interface to carry it

American Mcfiee's Alice EA.
Anachronox Eidos
Ann McCalfrey's Freedom: First Resistance
Red Storm Enerfainment ~~  December 2000 Fm, om | Furl:e Cravei sl iU =G
Arcanum Sierra N _February 2001 Freelancer Microsoft
uppate B-17 Flying F Fnrtrm Hashm Balactic Commander Onling 3000AD Ine.
Battlecruiser Millennium 3000A0 Blants: Citizen Kabulo Interplay
i Bround Control: Dark Conspiracy Sierm
Halo Bungie

_ Winter 2000
_Winter 2000

‘Mew Emperor: Battle For Dune Westwood Summer 2001
s: Brotherhood Of Steel Inforplay  Spring 2001 ©

_ Winter 2000

___ Winter 2001

Fall 2001

Summer 2001

Winter 2000

‘new D.RA. Strategy First
UPDATE Pgol Of Radiance Il SSI
Praclorians Eidos A
Republic: The Revolution Eidns
Red FactionTHO. Spring 2001
“""-‘TE. Aeturn To. \'Julfansiem ll::lwlsmn . Spring 2001
iy Sosa’s High Heal Baseball 2001 300 jprm_zg_i
Winter 2000 Sennus Sam B0 et ____s;_;i_nn 2001
January 2001 Sid Meler's i:ivll!:allun 1 Hasbru August 2001
Harpoon 4 851 Spring 2001 Sid Meler's Dinosaur! Firaxis . Winter 2001
Hitman: Code 47 Eidos: -~ - December 2000  Sigma Microsoft Fall 2001
Icewind Dale: Heart Of Winter Inlz[p _1 ___ Winter 2000 Silent Hunter || Mattel __Summer 2001
IL 2 Stulmmrilt BlueByte. ~ Spring 2001 Simsville EA
January 2001 . Savereign Sony Qnline Entertainment.
February 2001 __q_uad Leader Hashro
.. Spring 2001
Winter 2000
Fall 2001
Spring 2001
February 2001
~ Summer 2001
Summer 2001
Winter 2000
 Spring 2001
__ Spring 2001
Spring 2001
_ Summer 2001
January 2001

_ Spring 2001
_Spring 2001

~ March 2001
Winter 2001

i __.EEE.@.h.EL?ﬂ‘JP.

__ Spring 2001

.. Winter 2000

Summer 2001
March 2001

February 2001 _
Winter 2000
_ Winter 2000

Winter 2000

_. Winter 2000 __

Lt . Winter2001
Destroyer Command. Mallcl . Winfer 2000

i Deus Ex 2 Eidos Winter 2001

Diablo |1 Expansion Blizad = Spring 2001

EW Disciples II: Dark Prophecy Siraleqy FirsL ___ Spring 2001

Dragen’s Lair 30 Blug Byte _ April2oo1

Dreamland Chronicles: Freedom Ridge HBothesda  May 2001

W’ Duke Nukem Forever 30 Realms ~ ~ Summer 2001

| Dungeon Siege Microsoft _ hugust 2001 _

Echelon Bethesda Winter 2000

Elder Scrolls: Morrowind Bethesda  ~  Winter 2001
Empire Earth Sierra ; Spring 2001

ﬂalllc Realms Crave Entertainment

Black & White EA S
POATE Clive Barker's Undying EA.

_ Summer 2001
Wntnr 2000

lm\l Indapendsn:a War 2 Infogrames
Kingdom Under. Hm 800,

51-1&'*1@.!1.'!!1."9_!rstn,ulilygzﬂ_ﬂ_rfa_ el
Summaner THQ

Team Fortress 2 8ierra
The World Is Not Enough EA

Thist 11l Eidos

!\f.n.te.r P
Spring 2001
. Fall2o0t
_Winter 2000
. Winter2001 _
Winter 2000
March 2001
__Summer 2001
Spring 2001
Winter 2000
Spring 2001

Lonse Cannon .!-!I_t;m_s_uﬂ
Magic & Mayhem 2: The Art 0f Magio Bethesda
__ UpoaTE' Majestic EA

Max Payne 6.0.0. =
MechCommander 2 Microsaft
MechWarrior 4 Microsaft
Motor City Ooline Electronic Als
MystiiMatlet .~ o
NASCAR Racing 4 Sierra

Neverwinter Nights Int Iuterplay_

Onl Bungle

Tropic 6.0.0. et
WarCraft |1} | Ilhzzanl A
Warlords IV Mallel 1:|lmacl|1m
Walerloo Breakaway Games

X-GOM: Alliance Hashro:
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The Future of Adventure

is a ourneEI to the Past

EJD
I:II:I

Based on his latest best- selling novel, Michael Crichton, the creator of Jurassic Park,
sends you on a story-driven journey back in time for one of the greatest adventures of your life.

Rethink What Is Possible. Fall 2000

For more information visit www.timelineworlds.com
f TIMELINE
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greed and tre&saﬂ;i:f 151 assign, lf
mission of stealthand retaﬂﬁtmn.

Battle your way through Eastern Eumpe In pursuit of a
homicidal ex-Russian Colonel bent on turning Europe into
a radioactive wasteland. An adrenaline pumping plat
keeps you riveted as you go behind em.'mg lines to save =
the world from nuclear terrar! (3

« Callin for Napam@mges Wa ynur revulutmnary
map/communication PDA. ;

= E|DOS
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Death can strike anyone.

For the right price.

You never know when death will come—unless you make a few special
arrangements. Because once the Hitman takes your assignment, someone
takes a bullet. It's not a righteous way of life, but we all have to make a living.
Even if it means making a killing.

* Plan your assignment to account for multiple completion paths to each mission.

* Access black market weapons, decoys, traps, and personnel from an innovative
currency reward system.

* Artificial intelligence that redefines the genre of the "Thinking Shooter".

* Learn how to become a more proficient hitman through a comprehensive
weapons and agility training session.

¢ Gripping and mature plot driven by stunning cinematic visuals.
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The godfather of gangster sims
is back, Rule the streets of

Prohibition-era America with your

own brand of violence and
greed as you build the perfect

organized crime machine.
It's terribly wrong. Of course,

that's what makes it fun.

Real=time game play keeps up
appearances by day while working
bank vaults and brothels by night.

Command a host of new specialist
characters to build your team's
criminal power and experience.

In large campaign mode, you'll wreak
long=term havoec across fifteen
counties of the Gtate of Temperance.

VENDETTA"

It's Disturbingly Authentic
wWww.gangsters2.com

cftware Astociaticn. Al rights reserved,

of companies. © 2000 Eidos Interactive. The ratings icon 15 8 registered trademark of the Interactive Digital
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This publicolion aliides by the Fincipler and Guideines for Responsible Advertising Prockess
davoloped by the Adverilsing Review Counsil of The Entertoinment Softwors Rofing Boord [ESRB).

The Entertainment Software Rating Board (ESRB) rating system can help you decide whether a
computer or video game is right for your family. The ESRB system offers both RATINGS that tell you
what age the game is appropriate for, and CONTENT DESCRIPTORS that indicate whether there are

particular content elements which may be of interest or concern: :

RATING SYMBOLS (found on the front of the game box):

Content may he_sulrulﬂe for

Content may be suitable for
persons ages 13 and older.

Content may be svitohle
persons ages & and older.

for persons ages 3 and older.

Content moy be svitable

Content svitable only
for persons ages 17 and older.

for adults. Product is awaiting

final rafing.

CONTENT DESCRIPTORS (found on the back of the game box):
The content descriptors tell you whether the game includes elements such as:

MILD ANIMATED VIOLENCE

Contains scenes depicting cartoon/ animated/ pixilated characters in
unsafe or hazardous acts or violent situations.

MILD REALISTIC VIOLENCE :

Contains scenes depicting characters in unsafe or hazardous acts or
violent situations in photographic detail.

COMIC MISCHIEE

Contains scenes depicting activities characterized as slapstick or
gross vulgar humor. o

ANIMATED VIOLENCE

Contains depictions of aggressive conflict involving cartoon/animat-
ed/pixilated characters.

REALISTIC VIOLENCE

Contains realistic or photographic-like depictions of aggressive con-
flict.

ANIMATED BLOOD AND GORE

Animated/pixilated or cartoon-like depictions of mutilation or dis-
memberment of body parts.

REALISTIC BLOOD AND GORE

Depictions of mutilation or dismemberment of body parts in realistic
or photographic-like detail.

ANIMATED BLOOD
Animated/pixilated or. cartoon:like depictions of blood.

REALISTIC BLODD
Representations of blood in realistic or photographic-like detail.

SUGGESTIVE THEMES
Mild provocative references or materials.

MATURE SEXUAL THEMES

Contains provacative material; including depiction of the human body
in either animated or photographic-like formats.

STRONG SEXUAL CONTEXT

Graphic depiction of sexual behavior and/or the human form

{i.e., frontal nudity) in either animated or photographic-like detail.

MILD LANGUAGE :
Product contains the use of words like "damn.

STRONG LANGUAGE
Commonly referenced four-letter words.

GAMING
The depiction of betting-like behavior.

USE OF TOBACCO AND ALCOHOL
Product contains images of the use of tobacco and/or alcohol in a
manner which condones or glorifies their use.

USE OF DRUGS ;

Product contains images of the use of drugs in a manner which con-
dones or glorifies their use,

INFORMATIONAL

Overall content of product contains data, facts, resource information,
reference materials ar instructional text.

EDUTAINMENT

Content of product provides user with specific skills development or
reinforcement learning within an entertainment setting. Skill develop-
ment is an integral part of product.

SOME ADULT ASSISTANCE MAY BE NEEDED

Early Childhood Descriptoronly.

ENTERTAINMENT
SOFTWARE
RATING BOARD

1-800-771-ESRB

www.esrb.org




Visit www.esrb.org
or call 1-800-771-3772
for more info.
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QUICK TAKES ON GAMES IN THE WO S

Red Faction

WEE RED FACTION is a great-looking firsl-per-
son shooler from a developer with a pedigre
Volition is the qmup behind the FREESPA

this case, they're bUIJdlng in IhP abifity to driv
six different vehicles. Their “Geo-Mod" 1

ogy lets players destroy walls, floors, and just
about any other solid thing in the gaming envi-

Jeformable environments co
new pr'\Ii ilities. Don't hav

Watch for Red Faction coming from THQ
this spring. www.redfaction.com

:always finds ways to invalve plsr 3
the action. And that's euacily whi
for this enormously ambitious

You'll take giinmand of a Federation
issuing orders like a captain on the ﬁﬂ'
The Next Generation. While exchani
with adversaries on: screen, you‘l

phasers and photan "lorpedoes, and dyna

damage models depicting actual compone:

and systems blown to smithereens. It prum1ses

pulse-pounding, pants- -filling action. ol
. Beam aboard for the shakedown

cruise this summer,

www.bridgecommander.com

{1 COMPUTER GAMING WORLD » cyw.gamespot.com REIEILRY



BEE As war games become
more action-oriented, and action
games become more war-like,
expect to see more games like
FLASH POINT, a tactical war game
similar  to HIDDEN &
DANGEROUS. Players control a
squad of up to 12 soldiers on a
Cold War battlefield, each of
which operate independently
when not under your guidance.
Your troops will fight with anti-tank

Statusl q“u ] 985 missiles, grenade launchers, and

hand-held anti-aircraft missiles, while others offer support as medics,

sabateurs, snipers, mine layers, and mortar carmers. Solo players can
nise n rank from private to colonel in the U.S. Army, but the game will
also support LAN and Internet play.

The most interesting feature is that you can control many of the
vehicles, including Russian tanks, Hind Gunships, and armored troop
carriers. Keep this one on your radar, It's scheduled for release in
summer, 2001. www.bohemiainteractive.com

Age of §ail ||

i m 'J‘ | HEB Stop playin' with yer belayin' pin and hoist
¢ i : the mainsel, ye mangy mongrel, it's time to put to
sea. Lord Nelson commands us to engage the filthy
French once mare in battles from Copenhagen to
Trafalgar. Keep yer wits about you, for we expect to
see mighly armadas of up to 80 3D ships, in all
kinds of accursed weather, with up to 32 other sea
dogs via LAN or internet. Perform admirably, and
you might even make admiral,

Should you defect to the rebels, they'll likely feed
you to the savages. But there's a chance you can
work your way 1o admiral in the American fleet as
well. I's a great big world out there, with 2000 ship
lypes and 100 scenarios to fight through. But if you
betray Lord Nelsen, it won't matter what pretty port
or 3D cove you run to hide in; we'll find you and fire
a cannonball up your arse.

Now get crackin| we set sail in January.
www.talonsoft.com

SimCoaster

EEE Grab your mop and wipe up the vomit!
Slated for an early 2001 release,
SIMCOASTER 15 the sequel to last year's
SIMTHEME PARK. While the focus is still an
building and managing amusement parks,
SIMCOASTER moves away from the “software
toy" sandbox play of the previous title to a
challenging, objective-based style of game-

play as you work to
gamn a controlling
interest in a huge
corporation. The inter-
face has been
rewarked, with a
bigger zoom, more
detailed reports, and
an offline coaster

designer. {47
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\Nait tlll next year by Tom Pmce i

A BEAUTIFUL DAY FOR
n B.M.I. GAME So far, the

1I1L final version.

ship with

B coMpuTER GAMING WORLD » cqw.qamespot.com RIELLE

Partly because my heloved San Francisco Giants

kicked off their inaugural season at beautiful new
Pac Bell park with an NL West division crown (which
was squandered in their embarrassing first-round
playoff loss to the Mets, but I don't want to talk about
that). But also because of HIGH HEAT 2001, which
I've played relentlessly throughout the season, hoth
with custom leagues and teams, as well as with the
real-life season.

It's been fun to follow my digital players' real-world
exploits, and marvel at how well they've been scouted
and recreated by the HIGH HEAT team at 3DO. Jefl
Kent had a breakout year for the Giants in real life, just
as he did on my custom team. Darryl Kile proved to be
a diamond in the rough in both worlds as well. No
doubt about it, the HIGH HEAT guys know baseball
(jeez, how many times do we have to say it?), so of
course I'm gnashing sunflower seeds with anticipation
for next year's edition, even if I should be sick of
baseball (and those damn Mets) by now.

I had some serious baseball fever this year.

The last two HIGH HEAT games were two of the best
PC baseball games ever, thanks to their superb game-
play and attention to detail. HIGH HEAT 2002—which
should be rolling out sometime during spring training
for the 2001 season—changes nothing fundamental to
the series, and only adds to and enhances the game.
So while we can't predict how good HIGH HEAT 2002
will be when it's released, the building blocks for
excellence are there—and they're looking pretty sweel.

So what's new, you ask? Right off the bat (no pun
intended) gamers will notice the improved graphics,
with higher polygon counts for bath the players and
stadiums. In fact, improving the graphics is the
number-one priority for the HIGH HEAT team this year.
The added resolution results in player models that look
much more realistic than last year's, and stadiums that
are much more spectacular and full of minute details.
Even the user-interface screens got a facelift.

Generating Runs
Player animations have increased as well, with more




SAMMY SOSA'S HIGH HERT 2002

GENRE: Sports = RELEASE DATE: Spring 2001
PUBLISHER! DEVELOPER: 300 » CONTACT: www.3D0.com

signature moves included. One new animation comes in the
form of a hitherto ignored—yet highly important—member of a
baseball team who regularly takes the field. I'm talking about
base coaches. They're in this year, and not only will they be
animated, but their animations will be smart as well. Base
coaches will give you tips on whether to run or not by waving
players around, telling them to hold, or motioning for them to
shde. Now, when you've got a guy rounding third on a base
hit, you can get some help from your base coach just as you
would in real life. On the other side of the ball, you'll be able
to activate your cutoff man on plays at home from the outfield
throws (the cutoff man works the
infield; as opposed to the relay

man who's an infielder, who runs
partway into the outfield to relay a
long throw).

Base coaches aren't the only mem-
bers of your coaching staff who will
make an appearance in HH2002. Like
1 the classic EARL WEAVER
BASEBALL, you can now call mound
conferences and your pitching coach
will come out and talk to the pitcher.
‘The main function of this will be to
stall for time while your bullpen gets
warmed up. To what extent your
pitcher will be affected by these
visits (Will it settle him down? Will
he feel more pressured?) is still up in
the air.

Another new animation could also
have a serious effect on gameplay.
This year, you'll have the ability to
make your catcher snap throw to a
base after the pitch, in an effort to
catch a slow-to-get-back baserunner.
It looks like baserunning (which was
one of the few weakpoints of
HH2000, but was corrected in
HH2001) will become even more key
lo winning games, just as in real life. Catchers will also occa-
sionally drop third strikes, so that throw to first becomes even
more important.

The Numbers Game

Of course, the heart of any good baseball game lies in its
stats modeling, and the HIGH HEAT series has always been
tops in offering a great gameplay experience for those who

model, with and wilhout skin,

PREVIEW

A MAN IN UNIFORM
This player mode WS
higher

prefer manage-only mode. As if
they didn't have enough stats
tracked already, HH2002 will
now track streaks, and assess
team and player match-ups
based on histary. And for every-
one running online leagues,
HH2002 will allow you to export
stats in HTML format to make
posting them on the Web easier.

Custom-league players will
also be happy to hear that
expanded rosters will now be in
effect once your team gets into
the final stretch of a season. So
you'll have to do plenty of scout-
ing in your minor leagues to
bring up the best prospects—
something made easier by the
ability to use minor leaguers in
batting practice, and the all-new pitching practice mode.

Sure, HIGH HEAT 2002 is months away from even being near
completion, but if [ could buy stock in it, I would. I'm that
sure it's going to he a winner. With all the new features being
layered on top of what is already (in my not-so-humble
opinion) the greatest sports game ever, how can you lose?
Well, if you're the Giants, let me tell you: First, Dusty never
should have... @0

you change your mind about the pitcher you've brought in - really improve the overall look of the game.

y D The user interface (Ul) screens have been polished a bil, and a few new leatures — like an Undo command for when
ITS U I LOVE
1 v —
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Thin'k you're having a bad day? Try waking up from a 3000 year nap to find meddling humans
pillaging your crypt. Resurrecting the hit movie, The Mummy brings the horror of dearh back
vo life. And as the hero, it’s your duty to fight any scarabs, spirits and undead you meex while

exploring the uncharted rombs of the pyramid. Sure, you'll be loaded with weapons and special
moves. But beware. After sleeping that long, it just might be his morning brearh rhar kills you.

N

- ) CAMEBOY n : uuwz;l_sm.
Animated Violence : L ) A A
. Animated Blood @ Dreamcast_ CU Ly :/;?‘J ‘f;a E:a% UNIVERSAL




“The Mummy" Interactive game @ 2000 Uni Ine.™ Unis 1 Studios, L by Uni | Studios Li Ing, Inc. Dy ped by Rebellion Limited, Pubi and

by Ki i All Rights Reserved. PlayStation and the PlayStation logos are registered trad, of Sony Comp Ine. Sega, Di and the D logo are
either regis i or of Sega Enterprises, LTD. Game Boy and Game Boy Color are frademarks of Nintende of America Inc. © 1989, 1998 Nintendo of America Inc. The ratings icon
is a regl of the Digital Soft A {atlon. Konami® Is a regl of K Co.,, Ltd. © 2000 Konam|.




Il we want for Christmas
A is 50 great games. And a
blazing fast graphics

card. Oh, what the hell, how
about a new 1GHz system to
boot? In a boom-time economy,
is that too much to ask?

Hell no! Have a look at the
great gaming to be found in
our annual holiday wish list,
and you’ll see why our
consumer covetousness index
is at an all-time high. This year
more than ever,
the problem
won’t be in
finding good
games, it’s
finding the time
to play them all.
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HOLIDAY HIT LIST

action

he action games of 2000 were all over the map, and for that we should he grateful. While past years have featured scores of virtually
identical games, the class of 2000 brings real originality to the party in the shape of wicked humor, creative premises, and fresh spins on
standard gameplay. Their unique personalities make each of these games must-haves for the action fan.

1 No One LivEa.

Monolith, www.foxinteractive.com
HEE It’s setting may be a retro swinging ‘60’
London, complete with a go-go booted, big-
haired heroine, but there’s nothing backwards-
looking about NO ONE LIVES FOREVER—this
spy thriller has its eyes firmly fixed on moving
the shooter genre forward, and it succeeds in
spades. It’s the most enjoyable single player
shooter of the year.

NOLF indulges in its campy Avengers-
style action with relish, giving gamers
loads of useful gadgets (poisoned hair
barrettes and acid-spraying perfume
atomizers), inspired villains including a
demented opera diva and a belligerent,
kilted Scotsman, and some of the funni-

Star Trek Voyager:

est incidental dialogue ever
burned onto a CD.

But ultimatcely it’s the out-
standing varicty of missions that
make NOLF a winner. Many of

Elite Force

Activision, www.activislon.com

MEN The first outstanding game based on the delectable QUAKE
I11 engine, ELITE FORCE boldly takes you where other Star
Trek action games have never gone—deep into the spirit of the
source material, Frankly, we can’t think of any licensed product
that has so faithfully recreated the essence of its inspiration,
ELITE FORCE plays and feels just like an cpisode of the TV
show, from the surprise twist of the game’s opening sequence, to

[ comMPUTER GAMING WORLD + cow.gamespot.com RUELLR

the missions are stealth-based,
forcing you to clude security cameras,
searchlights, guard dogs, and some of the
smartest bad guys to be found in any
game. Don’t worry—there’s still plenty of
action, it’s just that NOLF delivers may of
its thrills in unexpected ways: on a sinking
ship buckling from water pressure; on a
space station bombarded by meteors; or
freefalling from a doomed aircraft as you
fend off enemics while desperately trying
to procure a parachute.

NO ONE LIVES FOREVER is a definite
contender for Action Game of the Year
and a game that any action fan absolutely
has to play.

the desperate battles that jeopardize your mis-
sion towards the end of the game.

ELITE FORCE serves up a steady stream of
action, punctuated by seripted scenes that cap-
ture that Tyek feel while propelling the game's
story, The levels are amazing, particularly the
sterile claustrophobia of the Borg cube, While
the brevity of the game is kind of a letdown,
it’s a great ride while it lasts, sure to please
both hardcore and casual gamers.




3. Crimson Skies

Microsoft, www.microsoft.com/games/crimsonskies
BB Chockful of the swaggering derring-do of a classic pulp serial, CRIMSON
SKIES is onc of the most entertaining action titles of the year. The tongue-in-cheek
fiction of the gameworld casts you as Nathan Zachary, a cocky “air pirate” in an
alternate 1930's America, where the union has fractured into a number of campy
new countries (think the Nation of Hollywood and Republic of Texas), While the
mission-based gameplay has you flying a number of fancifully designed planes,
CRIMSON SKIES shouldi’t be confused with a flight sim—this is an air-based
shooter, pure and simple, loaded with desperate dogfights, harrowing stunt-flying,
and white-knuckle bombing runs. How forgiving is the flight model? Well, the
ground will actually presh you back up into the airy unless you flat-out dive into it.
With an outstanding blend of action and personality, CRIMSON SKIES has one
of the broadest appeals of any action game.

4. Giants: Citizen Kabuto

Interplay, www.interplay.com

MEE This is casily the most wildly imaginative action game of the year, Set
in a beautifully rendered island paradise, GIANTS: CITIZEN KABUTO
chronicles the struggles between the gun-toting Meccaryns, the spell-casting
Sea Reapers, and the eponymous behemoth of the game, Kabuto. Blending
some light real-time-strategy clements, GIANTS defily combines three differ-
ent styles of action play with a smart-alecky sense of humor (the Meccaryns
camoutflage themselves as tiny shrubberies that dart about in a classic cartoon
manner). Multiplayer options let you fight as any of the three races: Will you

opt for the combined forces of the Meecs, the powerful landscape-altering
magic of the Sea Reapers, or the raw brute force of Kabuto?

5. MDK2

Interplay, www.interplay.com
EEE What other game lets you fight as a crazed scientist, defusing bombs
and blasting flatulent fig-shaped aliens with radioactive toast? What ather
game features a cigar-chomping, jet-pack-flying dog packing an Uzi in each of
his four arms as he hovers over a pool of toxic waste fighting hordes of nasty
ET’s? What other game lets you don a special sniping helmet so you can shoot
an enemy in the eye from about a mile away, before a frantic interlude of fren-
zied precision-shooting against a skyscraper-sized hepeat alien bastard?
MDK?2 is beautiful and hysterically funny. It’s three games in one, and
every action gamer should be playing it.

6. Metal Gear Solid

Microsoft, www.mgspc.com

HEE Okay. Wow. Console gamers have been crowing about the supposed bril-
liance of METAL GEAR SOLID for the last couple years, but we never knew
what they were talking about. Until now. Microsoft’s port of Konami’s critically
acclaimed PlayStation game is casily one of the best action games released for
the PC this year. METAL GEAR SOLID is the HALF-LIFE of the console
world—a compelling, atmospheric, beautifully-paced blend of storytelling and
action that presents a new challenge around every corner and keeps you riveted
to the screen throughout. Part shooter, part platform game, part THIEE-like
stealth game—and all totally addictive, It's an instant classic; don’t miss it,

HEE If you somehow missed out on last age as well as QUAKE I1l: TEAM ARENA, a team- new missions and muitiplayer functionality
year’s Game of the Year, there's good news: hased multiplayer add-on for QUAKE 11l ARENA. {owners of SWAT 3 can simply download the
UNREAL TOURNAMENT is being re-released in a Tactical sim aficionados need to have the new material for free at www.sierra.com).
honus-packed “Game of the Year” edition. The ROGUE SPEAR: URBAN OPERATIONS expansion Just hecause they're over a year old doesn't

holidays will also see a new HALF-LIFE pack- as well as SWAT 3; ELITE EDITION , which adds mean these games don't have plenty to offer,

(UL LRl cow. gamespot.com « COMPUTER GAMING WORLD
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role-playing and
adventure

every cool RPG out right now and still maintain an actual life. Our suggestion? Abandon reality. Fail your classes. Call in sick. Do whatever it takes, but

W e are never happy. In previous holiday issues, we complained about the dearth of RPGs. Now, there are too many. There's absolutely no way you can play

don’t miss out on the best crop of RPGs in years. And check out our adventure game recommendations too. No really, we have some!

Interplay

www.blackisle.com

HEE There’s a new God-Emperor
of RPGs, and its name is
BALDUR’S GATE II. Take every-
thing you knew about the original
BALDUR’S GATE—or the ADED
rules in general—and thrust that
knowledge into the hands of
wildly-imaginative Canadian mad-
men, and you'll start to get a good
grasp of what BALDUR’S GATE
II is like.

“Epic” docsn’t quite do this
game justice. It brilliantly mixes
clements like dragons, soul-
seeking mages, the war between
the drow and the “good” elves,
guild politics, and children of
angry gods into a cohesive and
intriguing story. It allows your
characters to progress from
adventuring champions to the
level of demi-gods, It consis-
tently throws surpriscs at you,
ranging from simple pleasures
such as seeing two NPCs in
your party become drinking
buddies, to witnessing the awe-
inspiring power of a level-17
mage. All this portrayed by an
updated engine with beautiful
high-res art and first-class
voice-acting and sound.

Bioware has really outdone
themselves with BALDUR’S
GATE II. If you have any han-
kering for ADED, if youw've ever
read and enjoyed The Lord Of
The Rings, or if you just want to
play one of the best PC games
of the year, you owe it to your-
self to check out this epic.

FLUB coMPuTER GAMING WORLD + cow.gamespot.com RUEIT]

el s Gatell,

Escape From
Monkey Island

LucasArts, www.lucasarts.com

MEE How can we say this withount sounding like over-anxious kids? Answer: We can’t.
The fact is, ESCAPE FROM MONKEY ISLAND is not just an adventure game, it is a
bona fide event—the next chapter in one of the best, most beloved computer game series
of all time. If you've played the previons games, you already know you want this. But if
you've never experienced the contic misadventures of Guybrush Threepywood, Elaine,
and Chuck LeChuck, now is the time to jump aboard. ESCAPE FROM MONKEY
ISLAND marks the series’ big transition to 3D graphics (featuring a modified version of
the GRIM FANDANGO engine), and the game was written and designed by Mike
Stemmle and Sean Clark, the comedic geniuses who made the classic SAM AND MAX
HIT THE ROAD years ago. It’s been a while since we've hiad a good, funny story to sink
our teeth into, and boy, does this industry nced it. Hail Guybrush, and hail LucasArts
for bringing him back one more time.




3. Diablo II

Blizzard Entertainment, www.blizzard.com

HEE We know it’s fashionable amongst the cynical gaming elite to
dis DIABLO IT now, but we stand by our original opinions: This is as
addictive and fun as the original game, and will keep most gamers
happily glued to the screen for a long time, No, it’s not a particularly
deep role-playing experience (it could easily be in our Action sec-
tion), but it’s a hack-and-slash game of the highest order. And
semantics aside, it’s just flat out a lot of fun to play. With five char-
acter classes and a large, craftily designed tree of skills to choose
from, DIARLO II sucks you in on an almost primal level, sending
you on an endless, obsessive loop of monster bashing and treasure
hunting. Blizzard didn’t break any real ground this time—which
accounts for some of the current backlash—but the fact remains,
DIABLO IT is one of the most mindlessly fun and accessible games of

the year. And there’s nothing wrong with that...
4. Deus Ex

Eidos, www.deusex.com

HEE Imagine the varied gameplay of the SYSTEM SHOCK games
mixed in with some X-Files conspiracy theory and “they’re-out-to-get-
me” paranoia. That's DEUS EX. Largely action-hased, DEUS EX is con-
sidered to be an RPG. Its gameplay is open-ended, with numerous
solutions to cach puzzle. If you spot some evil Men In Black, you can
just plain shoot them, sneak around them, or figure out a contrived—
yet brainy—way to disable them. We were bothered by Al problems and
system slowdowns when we originally reviewed this game, but, at vear’s
end, DEUS EX stands out for its originality, ambition, and depth. Well
worth a look.

5. Icewind Dale

Interplay, www.blackisle.com

HEN If BALDUR’S GATE II is the massive two-handed sword of
RPGs, then ICEWIND DALE is the scalpel; it’s smaller, tighter, and
more focused. It hearkens back to ye olde days of ADED yore, where
you roll up six random yahoos and have them perform acts of daring
fortitude and outright lunacy, hither and thither. Think of it as the
old-school, combat-fix RPG. Dungeons strewn all over the Spine Of
The World. Characters of your own devising, slaying frost giants and
grabbing +4 loot left and right. Tactical combat that rivals the likes of
X-COM. Straightforward, combat-intensive, ADED fun from those
wizards at Black Islc,

6. The Longest Journey

Funcom, www.longestjourney.com

MEE THE LONGEST JOURNEY is the best adventure game that you
couldn’t get your hands on—until now, that is. Previously obtainable to
North Americans only through overseas mail order, the game is now
available in the United States, just in time for the holiday season, This
is certainly one opportunity you don’t want to miss, because THE
LONGEST JOURNEY features a strong female protagonist, top-notch
graphics, and an enthralling story with excellent supporting dialogue,
characters, and puzzles. For more information, be sure to read the
review in this issuc.

RlEL I RNcgw.gamespat.com » COMPUTER GAMING WORLD



o

5 E
oS
<
ZE
8%
EE
2=
8%
A
=0
E'E
2%
88
=
3®
]

"A visual dynamo that could best be described as Monkey Island on some weird alien crack..." IGN.com




Mild Animated Violence
Comic Mischief
Mild Language

Spiraling through the Cosmos, five aliens have crashed on our fair

planet Earth. Their intent? World domination? Enslave our women?

Steal our bodily fluids? No, they'd just like to leave. For they are
rapped between the clutches of the evil Dr. Sakarin and his deadly
itman. You must help them fashion solutions from strange and

savage surroundings. Arm them with bathroom products, used 01. 2001
ndergarments, and cow dung to get them home. It's the greatest

adventure you and five space idiots could possibly imagine. 3 @

-I_’!—I)i So?f
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HOLIDAY HIT LIST

s mere meat cogs in the cold steely machine of human civilization, we live our lives as powerless automatons, forever dancing to please
the godless whims of The Man so we can keep roofs over our heads. Thank God for strategy games, which give us a sense of control and
autharity lacking in our everyday lives. Behold the games we think will best diminish the existential hum afflicting our withering brains.

1. The Sims

Electranic Arts
www.thesims.ea.com

i Crae O
Evaperns 1.0

Homeworld: Cataclysm

Slerra Studlos » homeworld.sierra.com
HER Don’t confuse HOMEWORLD: CATACLYSM for a
HOMEWORLD sequel—it doesn’t push the franchise forward so
much as it fulfills its promise, becoming an even better game in
the process. CATACLYSM features the same true 3D, deep-space
gameplay as in the first games but it succeeds with better mis-
sion balance, a number of interface and engine tweaks, and
even deeper, subtler strategy. A large part of the game’s success
is due to an entirely new sct of units, most with alternate
attacks and abilities that you can rescarch.

A new unit limit prevents the “Usurp and Destroy” tactic of

EEE Who would have thought that telling some-
one when to pee could be so much fun?
The breakout title of the year,
THE SIMS is an absolutely
addictive game that allows you

COMPOTER EAMINE 'HI!I.II * ggw.gamespol.co

to cxercise complete control
over a population of virtual
people that you create. Every
aspect of their lives is jerked
and twisted by you, their dig-
ital puppetmaster, telling
them when to cook, when to
sleep, who to flirt with, what
friends to have, what career to
pursue; and, yes, when to shake
the dew off their pixelated lily.
Okay, odds are you go to
the bathroom and buy lamps
in your own life, but the true
appeal of THE SIMS lies not
in what the game throws on
your monitor, but in what it
stirs in your subconscious.
From the moments you
spend designing your first
Sim’s home, until that home
is haunted by the ghosts of
dead roommates, the game
triggers your story-telling
gene and your mind starts
weaving involved and

the first game—no more taking over enemy ships to build a
gargantuan fleets on the contrary, yow’ll be battling a new
adversary, the Beast, a techno-organic race that will take over
your vessels if you’re not careful, CATACLYSM’s challenging
gameplay tells a great story and engages not only your tactical
mind, but your imagination as well.

involving narratives. That self-made soap opera

is what keeps you glued to your computer—just
check out the epics created by the game’s scrap-
book feature and posted on the Web site if you
need further proof, Make sure you pick up the
expansion pack LIVIN’ LARGE to enjoy even
more ways to torment/reward your little computer

LJ1/2001




3. Combat
Mission

Big Time Software
www.battlefront.com

HEE Do you fear the wargame?
The cold, lifeless abstractions? The
plodding pace? The hard number
crunchiness?

Time to set your assumptions aside
and check out COMBAT MISSION, a
game that has set the sleepy wargame
genre on fire. What’s the big deal?
That would be the 3D graphics.
Gone is the flat hex-grid and lifeless
units common to wargames, This
simulation of WWII tactical combat
drops you right down into the little
villages and dense woodlands of
Western Europe that hosted the
Allied offensive following D-Day.
The action plays out in realtime with
pauscs every minute for orders, cre-
ating a tense balance between the
player’s control and the chaos of the
battlefield, Underneath the 3D
graphics is a sophisticated artificial
intelligence, and a physics engine
that will pose reasonably challenging
tactical problems, and provide all the
historically accurate detail a war buff
could hope for. Tt includes dozens of
scenarios, and a dozen more can be
found online—thanks to the includ-
ed scenario editor and a dedicated
fan-base. Only available online at
battlefront.com.

4. Shogun: Total War

Electronic Arts

wiww.ea.com

HEE With beauty and grandeur
worthy of a Kurosawa epic, and
the demanding large-scale tactical
combat of the decpest war game,
SHOGUN brings the ancient art
of warfare vividly to life. A
sweeping campaign game charges
players to raise and maintain an
army as they seek to seize total
control of ancient Japan. While the overall campaign is engaging, it's the
real-time tactical battles that are the highlight here, as literally thousands of
warriors battle on foggy hills and rainswept battlefields, all brought to life
through the game’s muscular 3D engine. SHOGUN is an obvious choice, not
just for wargamers but for strategy fans tired of the same old RTS.

5. Majesty

Microprose

www.majestyquest.com

EEE Much of MAJESTY’s magic

is created by what the game

doesn’t give you—direct control

aver the units responsible for

protecting your kingdom,

MAJESTY is a fantasy kingdom

sim that bravely defics the

“churn out armies” mold of

most real-time strategy titles, instead asking you to create an environment to
support the heroes your various guilds produce. You can’t command your
forces where and how to attack, but you can offer financial incentives to get
them to do your bidding. Easy to learn, full of depth, and remarkably quick-
paced in spite of the lack of hands-on unit control, MAJESTY is one of the
freshest, most enjoyable games of the past year.

6. Red Alert 2

Westwood Studios

wwwivestwood.com

HEE If cver a game were
assured of being a hit, this is
the one. The latest installment
in the C&C universe, RED
ALERT 2 focuses its real-time
gameplay on fast-paced action

and constant conflict. Loads of
imaginative new units—like mind-
contralled giant squids and
demolitionists that can strap
bombs to anything, including
cows—should liven up this RTS
stalwart’s traditional play. With
an cnormous, rabidly solid fan
base, RED ALERT 2 is the obvious
choice for gamers looking to test
their mettle online—you’ll never
go wanting for an opponent.

TE TR cqw.qamespot.com « COMPUTER GAMING WORLO [ K]
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sports

I t may seem like dark days for PC sports gaming—what with former powerhouses Microsoft and Sierra essentially killing off their sports lines,

and stalwart EA Sports dedicating more time and resources to their PlayStation2 products over the PC versions. What's a desk chair quarterback
to do? Fear not. There are still same essential sports titles out there that should tide us over until next season,

SIS

300 » www.3do.com

EEE Sure, bascball season is over, and both Bay Area teams
lie in a smoldering pile of wreckage, but that can’t stymie our
love of the game of bascball, and its best representation ever
on the PC, SAMMY SOSA’S HIGH HEAT BASEBALL 2001,
HIGH HEAT has been an unbreakable addiction around the
CGW offices for the last year and a half, and there’s no sign of
it letting up anytime soon, Blame it on the sophisticated stat
engine, or the sublime pitcher/batter interface, or the realisti-
cally modeled attributes of the players. HIGH HEAT is
nothing less than the closest thing to actual baseball, outside
of stepping up to the plate for real. If you love baseball, you
must have HIGH HEAT 2001.

Madden 2001

EA Sports, www.easports.com

EEE It may be the only football
game for the PC in town (unless
the text-based FRONT OFFICE
FOOTBALL makes an appearance
this year), but it’s still a doozy. One
of the finest graphics engines in
sports games brings out every last
detail: from the laces on the ball, to
the refelection of the stadium lights
on helméts—MADDEN 2001 is a
beautiful game, But backing that
up is an improved play-calling sys-
tem that draws on unique play-
books for each NEL coach, loads of
new animations, and a cool chal-
lenge mode that'll have you playing
the final quarters of famous games,
Don’t bother flipping a coin—go

3. NHL 2001

EA Sports = www.easports.com
EEEEA Sports’ NHL franchise is
one of the strongest and most
popular perennial sports titles,
thanks in part to professional
hockey’s established-yet-growing
popularity in the U.S,, but also to
the fact that the NHL line has
been consistently solid. Year after

year, EA’ NHL products have
ranked at the top of CGW reader polls (well, we do have a lot of Canadian rcad-
ers). This year’s edition continues to improve upon the series, with an enhanced

graphics engine and a system of sliders for finely tuning opponent AL Now, if they

could just tweak the particle system to show flying teeth...

4. Backyard Sports Series

dous Entertail t * www.h ports.com

IllW'lmt Christmas all about, but the kids? The best publisher of titles for the

pre-teen set, Humongons Entertainment, continues their output of quality games

that appeal to both young and old with its Humongous Sports’ BACKYARD line.

The latest release, BACKYARD SOCCER MLS EDITION, features the MLS license
and some of its more popular players
like Carlos Valderrama and Cobi Jones;
some members of the U.S. Women’s
team—like Brandi Chastain—are also
included. Other titles like BACKYARD
BASEBALL and FOOTBALL feature
major league licenses as well, The
BACKYARD games are so much fun,
you'll be playing them long after the
kids have gone to bed.

getit.
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driving

been behind the wheel of a car has dreamed about taking that sucker out on the open road and pushing it to its limits. The beauty of

D riving and racing games have nearly universal appeal. Even if you're not a NASCAR fan or a Formula One devotee, anyone wha has ever

racing on the PC is that you can drive any car as crazy as you want to—without the repercussions. Here are a few games that should
appeal to any racing fan, be they grease monkeys or little old ladies from Pasadena.

1. Need For Speed:
Porsche Unleashed

Electronic Arts

www.needforspeed.com

MME Before its release, some (including this game
journalist) thought this latest NFS title might be
hampered by its focus on a solitary automaker, How
wrong could we have been? NEED FOR SPEED;
PORSCHE UNLEASHED continucs to improve
upon the venerable NFS line with a sharply realistic
graphics engine and a variety of excellent single-
and multiplayer modes that will have you appreciat-
ing the historic Porsche line like never before.
You’ll learn everything you ever wanted to know
about Porsches, from the uber-stylish Boxster to
the classic 356 roadster, via the background archival
footage included in the car showeases. The slick
Factory Driver mode—putting you into the role of
test driver at the German manufacturers’ hallowed
test site—is alone worth the price of admission.

4. NASCAR Heat

HEE Sporting a

crystal-clean

graphics engine

and sturdy

physics, backed up

by a design team

riddled with ex-

Papyrus staffers,

NASCAR HEAT : .
is the only NASCAR game really worth buy‘mg this
Christmas, Of course, if you’re shopping for a serious
hardcore NASCAR enthusiast (the kind who takes their

Motocross Madness 2

Microsaft

www.micrasoft.com/Gam

HER If your kid is begging tor a dirtb:kc this Christmas,
save on medical bills and instead buy them the best off-
road motorcycling game out there. MOTOCROSS
MADNESS 2 is guaranteed to be a hit with everyone in
your house, courtesy of its Dramamine-inducing jumps and
spectacular huevos-crushing spills. It doesn’t matter if you
prefer the extreme
big-air stunts of
Supercross or a nice
Ccross-country run
through lushly ren-
dered landscapes,
MCM2 has it all for
the motorcycle
enthusiast in all of
us, Buy this game,
Your kid’s neurolo-
gist will thank you.

——

Husbm

www.grandprixgames.com

WEEWith its dedica-

tion to hardcore

simulation-level car

physics, GP3 stands

head and shoulders

above the rest of the Formula One PC game field. Designed
by Geoff Crammond—the programming guru behind
Microprose’s genre-leading GRAND PRIX series—GRAND
PRIX 3 takes the genre to the next level, with even more real-
istic car physics, and more highly-detailed graphics to give
you the sensation of being behind the wheel of a lightning-
fast, open-wheel race car. The meticulously recreated tracks
are something to see as well. This may be the closest you’ll
ever get to Monaco, unless your name is Princess Stephanie.

force-feedback wheel to bed with them), vou might want to wait
until after the beginning of the vear for NASCAR RACING 4.
Still, NASCAR HEAT offers quite a bit in the way of an
innovative single-player experience with its mission-based “Beat
The Heat” mode. Beer belly and oil-stained t-shirt not included.
Hasbro

www.hasbro-interactive.com

(EL A Mcqw.gamespot.com » COMPUTER GAMING WORLD 11
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simulations/space sims

ne of the ironies of the “hard times” to befall the simulations genre is that the fewer sim games that do get made have all been at least
0 competent, and most have been very solid. One fortunate trend in simulations this year has been a better balance between the hardcore

sim and the purely-fun factor. These are games after all. The following are titles that virtual pilots would definitely appreciate seeing
under their holiday apparatus of choice.

1. Enemy Engaged: Commanche vs. Hokum

Empire Interactive
I‘WV\V-{?JTIPIF&-US.L‘DH?
HEE Without a doubt, EECH is one of the
breakthrough titles this year in any genre, revisit-
ing the neglected arena of helicopter simulations.
Not since Jane’s Longbow 2 has a game set a new
standard in chopper sims. But in addition to its
good flight models, beautiful graphics, and
impressive dynamic-campaign engine, EECH does
an excellent job of striking that precarious balance
between realism and fun—not that the two are
mutually exclusive. But in the simulations world,
this balance is crucial to make these games both
accessible to newbies and fun for the grizzled vets.
EECH’s excellent dynamic-campaign engine is
not at all player-centric. In other words, there’s a
conflict going on all around you; and while you
can pick and choose which sorties to fly, don’t
expect to just enjoy the scenery if you wander off
] coursc—you may stumble into enemy AAA or an
AII e Ian ce unexpected division of tanks. The flight models
arc somewhat simplified, again in pursuit of the
fun/realism balance, but this isn’t just yank and
Microsoft bank. You’ll need to learn chopper strategics,
www.microsoft.com whose main demand is the effective use of stealth
EEE While the wild blue yonder holds allure for some pilots, in order to stay off enemy radar. So strap yourself
others pine for bigger spaces, as in outer spaces. Microsoft’s in, and get into the action. Just remember to take
ALLEGIANCE puts you into the driver’s seat of a space fighter, a few breaks for food, drink, and general hygicne.
but you’ll have to do more than just turn and
burn. At its core, ALLEGIANCE’s gameplay is
akin to that of a space-based, real-time-strategy
skirmish map: A “commander” looks at the over-
all system map, and starts clicking around on the
units on his team, He decides where to send
miners to harvest resources, where to build
stations in order to create more ships, and which
interceptors should be dispatching of the incom-
ing enemy-bomber horde. All this in order to
wipe out the other teams and control all the
sectors in the map.

The twist is, with the exception of miners,
every unit is being controlled by an honest-to-
blood gamer. Gamers not only pilot fighter-craft,
they can control the turrets of bombers and gun-
ships, or take the helm of a mighty capital ship.
In short, we're talking a fully-functional gaming
universe, where gamers’ command decisions ulti-
mately turn the tide or seal the fate of a team.

I COMPUTER GAMING WORLD + cqw.gamespot.com RELLR
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Interplay
Kllngon Academy www.interplay.com
HEN Some of this year’s pleasant surprises were several
Star Trek games that didn’t take that license for yet
another traipse through the mud. Among them was
InterPlay’s KLINGON ACADEMY, a capital ship strategy
game set in the Star Trek universe, Naturally, you play
as the Klingons in the scripted mission, but there are
also plenty of Federation, Romulan, Theilian, Gorn,
and Sha’kurian vessels, objects, and stations. In the nar-
rative game, you start with a small ship and move up,
but in the quick-game menu, any ship or combination
of ships can be configured for a custom encounter.
Essentially a prequel to Star Trek VI: The Undiscovered
Conntry, KLINGON ACADEMY uses Christopher
Plummer to great effect as the Shakespeare-spouting
General Chang, one of the few interesting Klingon
characters. If you’re shopping for a Trekkic (they prefer
to be called Trekkers, but whatever), then KLINGON
ACADEMY should make the list.

4. Combat Flight Simulator 2

Microsoft

www.microsoft.com/games

BEE This year has scen a dearth of WWIT prop-sims, compared to
last year’s bumper crop. In fact, Microsoft’s new COMBAT FLIGHT
SIMULATOR 2 (CFS2), is just about the only stand-alone simulation
that will ship this year, Fortunately, the CFS2 crew has cranked out a
winner, both for visual panache and engaging gameplay. CFS2 focuses
on the Pacific Theatre of operations, and the planes involved are
mostly carrier-based, such as the F4F-4 Wildcat, the F6F-3 Helleat,
and the imposing F4U-1A Corsair. Japancse plancs include two Zero
models, and the Shiden-kai.

5. Jane’s F/A-18

Electronic Arts

wiww.ea.com

HEE Though this game may be the swan song from this august
development house, JANE’S F/A-18 is an outstanding jet sim that
will thrill all pilots who want to feel the rush of getting catapulted
off a carrier deck. JANE's painstaking flight models hold up very
well, and do a very good job of modeling the F/A-18E’ flight
characteristics, including its tendency to bleed speed, but to recov-
er it with afterburners.

6. Rogue Spear: Covert Ops Essentials

Red Storm

www.redstorm,.com

BEE A sim of a different stripe, tactical sims take you inside the world of
counter-terrorist squads and SWAT tcams. The latest installment in the
ROGUE SPEAR series, COVERT OPS ESSENTIALS, provides nine new
missions in a varicty of settings. But also included is a second CD with
extensive training exercises and background information, and interviews
with actual counter-terrorist specialists. This is a stand-alone game, and
doesn’t require that you own any previous version of ROGUE SPEAR.

gk R Bcgw.gamespot.com » COMPUTER GAMING WORLD 31
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Control the fate of ancient
Greece as you rule cities, defend
territories and rub elbows with

Gods, Heroes and Monsters.

From the makers of the award winning Pharaok™ and
Caesar(l11, comes a city-building game of mythologi-
cal proportions. Featuring more adventures and
gmm‘p|.1_\' than ever, Zeus lets vou interact with the
Olympians. Build a lclnph' to Athena, or summon
<the hero Perseus to battle the mythic beast Medusa,
And as your city grows, you can even establish
_colonies while engaging in diplomacy, or extortion,
with other city states, With action on land, sea — and

the.heavens — Zens proves that city-building isn't just

forymere 'mortals anymore,

AVAILABLE NOW
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consoles

ne videagaming console or another will be at the top of many a kid's (and possibly even more adults’) list for Santa this year. We're in the
midst of yet another evolution of living-room-centric game machines (if one mare person asks me if PC gaming is dead, I'll be naughty—
not nice), so there's some pretty exciting stuff coming out of Japan these days. And no, we're not talking about Hello Kitty sex toys.

1. PlayStation 2

Sony Computer Entertalnment

www.playstation.com

EEE If you've never heard of the PlayStation 2, we hope you're feeling
better after your coma. The followup to one of the most unexpectedly
successful videogame consoles ever, the PlayStation 2 aims to be an all-
in-one home entertainment center, thanks to its high-end graphics and
DVD-movie playback capabilities. Add backward compatibility (i.c., you can
play your original PlayStation games on it) to the mix; and you've got one
fine piece of consumer electronics, despite the 8300 price tag, The launch
titles, including MADDEN 2001, ARMORED CORE 2, and KESSEN look
mighty impressive. The only problem is getting your hands on one.

Jet Grind Radio

Sega Entartainment

wwiv.sega.com

BMEE Okay, so maybe a game that involves street kids doing helmet-less,
in-line skating tricks while spray-painting graffiti and battling cops (did
we mention they were in ganps?) may not sound like the best influence
on the youth of

America, but that

doesn’t have to stop you

from having a good

time with JET GRIND

RADIO, new for the

Sega Dreameast. What's

most noticeable isn’t its

potent fun factor; but

the cool “cel shading”
technique applied to the

3. Spider-Man

Activision

www.activision.com

PSX, N64, GBC.

WEHE Let’s face it. Most superhero games
haven’t been much more than crass attempts
to cash-in on popular merchandising
licenses. But the new SPIDER-MAN game
from Activision and developer Neversoft
succeeds in giving fans about as much web-
spinning, wall-crawler fun that can be had
without wearing Spider-Man underoos. The
expansive cityscapes are just the right setting
for Spidey, and yow’ll have a blast swinging
from rooftop to rooftop, battling your
favorite supervillains. Our Spidey-sense

is tingling.

I cOMPUTER GAMING WORLD » cqw.gamespot.com QUEDTRI
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a cartoon,




MUE is the long-awaited masterpicce from Sega design-god Yu Suzuki that
blends role-playing, adventure, and action. Yow’ll guide your hero Ryo through a living
world full of interactivity; almost everything in the world is open to your exploration, but

yow’ll especially want to check out the video arcade, There, yow’ll be able to play emulated

versions of classic Sega games, This one of those games you don’t play so much as live.
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NHL 2000

Nox

Panzer Eiite

Panzer General 30

182
198
194
188

184
194
191
167

188
185
187
187
191
194
1,

108
168
195

190
195
145
194
181
187

167
192

187
1886
180

186

Quake 3: Arena

Seven Kingdoms 2
Shadow Company
Silver

South Park Rally
StarLancer

Start-Up 2000

Tiger Woods PEA Tour 2000
Tear

Urban Chaos

Wheel 01 Time

X: Beyond The Frontier

7 3 STARS *

12 0-Clock High

Asheron's Call

Command & Conquer: Tiberian Sun
Cleopatra

FIA-18E Super Hornet
Hali-Life: Opposing Force
Indiana Jones and the Inf, Machine
KA-52 Alligator

KISS: Psycho Circus

Legacy of Kain: Soul Reaver
MechWarrior 3 Expansion
Metal Fatigue

Mind Rover

NHL Championship 2000
Pandora’s Box

Slave Zem

Rayman 2

Reach for the Stars
Revenant

Septerra Core

Shanghai Dynasty

TA: Kingdoms, Iron Plague
Tachyon

* 2.5 5TARS

1602 AD

AMA Superhike

Army Men: World War

Bang! Gunship Elite

Beatle Buggin'

Fi World Grand Prix

King of Dragon Pass

MS International Saccar 2000
Op. Art of War II: Hashpaint Kosovo
Sammy Sosa Softball Slam
Sanity

Shadow Watch

Soldier of Fortune
SoulBringer

Spec Ops 2

VeI T cow. camespot.com « COMPUTER Caming woato .YV

Tanctics
Ultima Ascension
Who Wants to be a Millionalre?

N L & o K
Abgmination
Arcomage
Armored Fist 3

Army Men: Air Tactics

Croc 2

Crusaders of Might & Magic
Cutthroats

Della Force 2

Descent 3: Mercenary

Final Fantasy Vill

Farce Commander

Bunship!

Hidden & Dangerous: Devil's Bridge
Interstate '82

Microsoft Baseball 2001

Might & Magic Vill

Napolean 1813

Odium

Omikron

Panzer General IIl: Scorched Earth
Test Drive 6

Spec Ops 1I: Operation Brava

Star Trek: Armada

Sydney Olympics 2000
R

® 1.5 STARS %
108ix
Codename Eagle
Daikatana
Die Hard Trilogy 2
Diplomacy
BGabriel Knight 3
Invictus
Mortyr
Messizh
Nocturne
Star Trek Conquest Online
Submarine Titans
Test Drive: Le Mans
Triple Play 2001
Vampire: The Masquerade

= | STAR *
Dogs of War
Dukes of Hazzard
Nations: Fighter Command
Professional Bull Rider
Star Trek: New Warlds

108

188

186

188

190

198

188
106
197

2
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HOLIDAY HIT LIST

dozens we looked through, we found the following four to be games that we would purchase ourselves. Hopefully, this category will help

Picking out four kids' games to recommend for holiday gifts isn't an easy task, especially when there are so many available. But of the
guide parents in their quest for quality games. Enjoy!

| FOR ALL AGES

1. Hoyle Kids Games

Slerra Attractions, www.hoylegames.com

EEE HOYLE KIDS GAMES has somcthing for everyone; it’s a collection of 12
classic games for all ages. Keep a snowman from melting as you play Hangman,
watch the tropical fish swim by during a game of Go Fish, or laugh at the
flushing frogs in a game of Checkers. There’s also Memory Match, Chinese
Checkers, Snakes & Ladders, Old Maid, War, Crazy 8s, and our personal
favorite, Battling Ships. There’re also a couple of racing games and a face-

maker that you can use to personalize your character’s portrait. Graphics are pretty good, and computer opponents are
entertaining with their snappy banter. Most of the games have adjustable skill levels, and game rules and help are
readily available on every sereen, Several of the games have multiplayer modes as well. Age recommendation: 5-12

FOR OLDER KIDS

Search & Solve
Adventures

The Leaming Company, www.learningeo.com
MEN SEARCH & SOLVE ADVENTURES
15 an adventure game for slightly older
kids, filled with puzzles that require a bit
of brainpower to solve, The goal 15 to help
the four ClueFinders find ont who is
sending SOS signals from a haunted
amusement park and figure outwhat's
going on there, Puzzles of deductive
reasoning and pattern recognition
abound, but there’s enongh adventure
included so that kids won’t mind actually
learning something along the way. The
puzzles are challenging but not'so diffi-
cult as to be frustrating, Also comes with
a “Real World Adventure Kit? with six
additional activities.

Age recommendation: 9-12+

COMPUTER GAMINE WORLD = cogw.gamespol.com REF{LAI

3. Barbie Magic Genie Bottle

Mattel Interactive, www.mattell| tive.com

EEE BARBIE MAGIC GENIE BOTTLE is an adventure game; it comes
with a clever “magic genie bottle” that plugs into the joystick port and
acts as a controller for some of the game functions. Pull out the stopper,
and the Barbic genic comes out to assist you with hints and instructions.
Rub the bottle with your hand to lift
items into the air so you can get what's
behind them, or to use your magic
carpet to fly to another town. Collect
clucs and solve puzzles in order to find
the five missing power gems, and save
the kingdom from the Evil Sultan!

Age recommendation: 5 and up

4. Hot Wheels Stunt Track Driver

Mattel Interactive, www.mattelmedia.com/hotwheels/stunt_track/
EEN HOT WHEELS STUNT TRACK DRIVER is the best Hot Wheels
game we've scen, particularly for the younger crowd. In addition to the
tracks that are provided, you can create and save up to four of your
own. You can also unlock new tracks by winning the trophy races, and
you'll unlock a new car the first time you successfully complete each
track. Cars are rated according to
speed, traction, and handling, and
the tracks have a variety of flips,
turns, and loops, Players can
perform various acrobatics while
flying through the air during
jumps. Easy enough for a § year
old to enjoy for hours.
Age recommendation: 5 and up
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hardware

Tu the gamer who is reading this: Stop now and hand the magazine over to your significant other. If you keep reading, it will ruin the

surprise. You do like surprises, don’t you? If you don't want yet another tie, belt, pair of mittens, or John Tesh CD, hand it over to your
spouse now and no one gets hurt...
To the spouse of aforementioned gamer: Are they gone? Good. Finally, we can talk freely. No matter what your significant other says he/she
wants for the holidays, here's the stuff they really want. 0f caurse, the anly downside is that this gear will pretty much pour gasoline anto the fire
that is their gaming jones, but hey, it'll keep them at home.

1. Hercules 3D Prophet Il Ultra

£500, www.hercules.com

MEN If there's one thing gamers continually quest and lust
after, it’s more 3D performance. This year’s king of the hill is
nVidia’s GeForce 2 Ultra chipset, which adorns Hercules’ 3D
Prophet II Ultra. This card packs 64MB of very fast DDR
SDRAM, and shreds every benchmark test we can throw at it,
The card offers second-generation accelerated T&L, has one of

the most complete sets of Direct3D rendering features, and lets
games run beautifully at high resolutions, At $500, it's a pricey
bugger, and if that’s just a little more than you were looking to
spend, consider the 3D Prophet IT MX, which for around $120, is a

solid price/performance offering,

KDS Avitron AV-17TF

§230, www. 2.c0m

B And, of course, the fastest 3D card
in the world leaves an awful lot to the
imagination without a good monitor
with which to see the pretty pictures.
KDS? latest Avitron offerings will make
any gamer’s face light up, Using Sony’s
Trinitron picture tube, the Avitron series
of monitors delivers beautiful color satu-
ration and sharp images that will make
your TV nervous, as in very nervous,
And all this Technicolor goodness comes
to you for around $230, Considering
what you get for this price, the KDS biz
guys should have their heads examined.

3. Sound Blaster Live X-Gamer 5.1

599, www.soundblaster.com

MEN Great images need great sound to round out the mix, and
Creative’s latest Sound Blaster, the Live X-Gamer 5.1, is this year’s hot
ticket. In some ways, there’s not much that’s new about the card, But
what makes it interesting is that the X-Gamer 5.1 can translate any
incoming audio—music CDs, MP3s, or two- or four-channel game
audio—into a 5.1 output, and send that to

your Dolby Digital decoder, bathing your

beloved gamer in a sea of sound. And given

the game bundle—UNREAL TOURNAMENT,

MDK 2, DEUS EX, and THIEF IT;: THE

METAL AGE—you could buy them this

product;, throw out the sound card, and still

save yourself moncy. All told, it’s a great deal.

4. Logitech WheelMan USB

560, www.logitech.com,
HEE Despite the myriad options out there for game controllers, the
fact of the matter is that you still drive most PC games with your key-
board and mouse. Logitech’s WheelMan series of mice were the first to
employ a canted design that made them more comfortable for extended
use, and the latest WheelMan is the heir apparent in this line. This
alluring rodent is of the USB species, and uses optical technology to
replace the old ball/sensor mechanism that mice
have used for 20 years. The result is a
comfortable ride and smooth game-
play, and that comfort extends over
to mousing through the Web and biz
apps too.

I L Rlcow.gamespot.com « COMPUTER GAMING WORLD
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But what they ean do is hunt vou down and
frag vour ass faster and more relentlessly than
anyone in the world at QUAKE I1T ARENA,
Their reflexes and visual acuity have grown
robotic through months of practice, cight hours
a day, seven days a week. Some even hired
gaming coaches.

They're all here, 166 “cyber athleres™ from
17 countries, at an amusement park an hour’s
drive from Scoul, Korea, competing for
$200,000 in prizes. Qutside the awards cere-
maony, costu med space characters wander
through a crowd munching on roasted squid
and grooving to a band braying “Livin’ La
American Brian Flander won $10,000 for taking first in Vida Loen. " 1 check the sky to see if the clouds
UNREAL TOURNAMENT, Beyond his gaming, he goes to are alpha-blended, half-expecting that I'm
college and has a job and a girlfriend. dreaming about HEAVY METAL FAKK 2.

Bur it’s real. A Korean
—— organization, in partnership
with several companies and

g [

2 R ‘hi (\}” %i LH §' Jé)“) £ guided by a large commitree
WOnLD Evman Bauas J T ol government ministers, uni-
T wo rl‘ﬂcybgrtﬁﬂme g,hél[enge versity members, and media

i y : leaders, has spent five million
dollars hosting an event that
is essentially a warm-up act.
In 2001, they will host the
first World Cvber Games in
Korea, which they have every
intention of turning into a
bona fide, Olympic-style
event. They plan to invite
400 players from 25 coun-
tries to compete in 6-8

St A g e

e e T ey i e e

events, including both PC
and console games.

The man responsible for all
this, Yoo Sup Oh, appears
neither visionary nor mad.
Gregarious and energenie,
Mr. Oh appears to be a com-
bination of savvy promater

Dancers, hawker babes, and balloon lolders

on stills helped draw spectalors lo the playoffs, and games enthusiast. One of

the first things he tells the
are a universal language and a way to exchange

press is how strongly he believes
culture. T think it we are successtul in creating a Cyber-Olympics, then that is a contribution
we can make to the worldwide games industry.”

All of which raises some fairly startling questions: Why Korea? Can they pull this off?
And, does anvone really want to watch gaming tournaments on TV?

Why Korea?

For Americans weaned on M.A.S8.H., it may come as some surprise that there aren’t any
tent camps in Seoul with boys named Ho-john who come to do your laundry. It's a
metropolis of 15 million, with high-risc apartment buildings that stretch for miles in every
direction, Tratlic clogs the city 24 hours a day; the normal work week is six days, 12 hours a
dav: for fun, families go shopping at midnight. “10s like Blade Runmer,” was one journal-
ist’s deseriprion of a bustling shopping district at 3a.m.

Competitive, hard-working people need ways to blow off steam. But the government’s
ban on Japanese-language software made it difficult to get video games; uncil recently,
PlayStations were also unavailable. (Japan occupied Korea from 1910-1945, leaving a legacy
of cold trade relations.)

All of these factors contributed to the emergence of computer gaming as a popular pas-
time. In the last two years, that pastime has grown into a national obsession with
STARCRAFT (see sidebar). Koreans have snapped up 1.8 million copies of STARCRAFT and

“rame

{ J a0
in.com tition 10 place on.astage its add-on, BROOD WAR—more than a third of worldwide sales. Many of those copics are
for Korea's “PC Bang,” Internet cafes where gamers can play multiplayer games, cat, drink,



and compare their standings. The PC Bang (liverally, “PC room™) now
number nearly 20,000, generating S4 billion last year alone in rental
revenue, Many Koreans point to STARCRAFT and PC Bang as the
main factors behind the country’s rapid adoption of the Internet. A
recent book, Starcnonrics, goes ever further, explaining how
STARCRAFT has had a fundamental affect on Korea's economy.

There are now weekly STARCRAFT tournaments thar give away
thousands of dollars, and some companies are giving top players
S30,000 or more per vear in sponsorships. Player leagues and ranking
services have become extremely popular, Given what's going on there,
Mr. Oh’s dream of a “Cyber-Olympics™ starts to make sense.

“Korea has very few natural resources,” My, Oh points out. “So our
government has put an emphasis on bringing our the gaming industry
as a core business. But most Korean game companies are very small,
and they aren’t organized. 1 think our World Cyber Games can help
organize [the Korean games industry | and make it internationally
well-known.”

Welcome to Korea,

Enjoy Your Stay on the Floor
After preliminary competitions in 17 countries, the organizing com
mittee for the World Cyber Games Challenge invited the top players to
come to Korea for two weeks, all expenses paid. Nineteen players came

from the U.S. to compere in four official events: QUAKE 111,
STARCRAFT, FIFA 2000, and AGE OF
EMPIRES 11, plus an exhibition event for
UNREAL TOURNAMENT.

The players didn’t expect rooms at the Rite,
but neither were they prepared for what they
found: rooms with bare floors, an end table,
and a desk. Brian Power, a 21-year old UT
plaver from Toronto, Canada, had a bad first
impression. *No onc told us about the mat-
tresses and pillows in the closets, so we
curled up with our heads on our suitcases
and slept on the bare floor,™ he says. “And
we didn’t know how to turn the floor on

“Mom, I'm
oing Pro”

HEMN In five years' time, die-hard game junkies have gone from
the stereotype of nerdy slugs to international stars. What a dif-
ference money can make. Johnathan Wendel, a.k.a. Fatality,
has become something of a celebrity in gaming circles for his
QUAKE Ill prowess—and his winnings.

“I'm very popular in a lot of countries: Bulgaria, Denmark,
everywhere in Europe, Asia, Korea, China, Hong Kong,
Singapore, Mexico, Canada. I'm popular among cyber athletes
in general, and especially among those who play QUAKE.
It's really ‘an honor to be known worldwide and have that
many fans.”

Wendel, 19, is among an elite few who will make more than
$100,000 this year in winnings alone. He also has sponsor-
ships from mouse maker Razor Boomslang and gaming Web
site STOMPED.

Wendel says he practices two to six hours a day. If a tourna-
ment is coming up, he practices at least eight hours a day. “it's
just like any other professional sport,” he says. “You've got to

play, play,

The top four finishers in QUAKE |11 wallwd away with $50,000. Don't expect lo see them on a practice,
hox of Wheaties anytime soon, practice.”

Parents

rarely

endorse the
idea, until
they see the
money.,
Wendel had
to move out
of his moth-

cither, so we were furions after our first
night. And then they rold us we had mar-
tresses and pillows and a heated floor. And
we thought, *that’s not so bad.™

“The first night I thought 1 was going to
be a cripple,” says Gordon Evans of
Succasunna, N.J., who accompanicd his 15
year-old son Jeremy to the event. *But you
get used to it I'm walking around.”

There were other problems, including
low turnout for many of the events. But
most of the players seemed pleased with the
way the events were organized and judged,
and they were happy o compete for such
lucrative prizes.

Power observed, “It’s their first attempt at
this competition, and there were some minor
bugs. But as a whole, they threw a lot of
money into it, gave the players a grear time,
and made it a competition that people could
watch and enjoy even if they weren’t playing.”

With North America’s preference for first-
person shooters, the Americans and Canadians
generally did well in QIT and UT, However,
no one from the western hemisphere even made it into the semi-finals
in STARCRAFT, FIFA, or AGE OF KINGS. The Koreans did so well in
FIFA it embarrassed the hosts: The top four finishers were all Korean,
and no Korean lost to a non-Korean. Then again, soccer is the coun-
try’s most popular “non-cyber” sport.

er's house
before he
could dedi-

cale himself
to his sport.
His  father
wasn't very
supportive
either, until
Wendel took
3rd place In
his first tour-
nament and
won $4,000.
“After that,
they were
really
happy,"”
he says.
Other play-
ers have
gone even
farther.
Several top
players have
moved to Korea to compete in more tournaments and earn
lucrative sponsorships that enable them to practice full-time.
If you're interested in registering for a tournament, visit the
following sites:
www.battletop.com, www.thecpl.com, www.worldcybergames.org

.
Age of Empires2

st prize USS 4,000

World Cyber Gug
e Cybes Gummw Challenge

17207 1 [ wanum



Has Anyone at ESPN
Stopped Laughing Yet?

It's one thing to host a gaming competition, it’s quite another to
think gaming will become a big sport, and it’s a huge leap to think it
could become Olympic material someday. There are plenty of skeptics,
bur you won't find many among the players and organizers,

“1 think the sport will grow,” says player dad Evans. “I just hope that
all the projections 1'm hearing aren’t overly optimistic, All these kids are
great kids here. 1f they can make money at it, either full-ime or part-
time, I think it's great for everybody.”

Canadian player Power thinks games will grow more popular as the
graphics improve. “Games still look sort of cartoony, they still look like a
computer game. In two years, they're going to look as real as watching a

the games, including
TV camer:
from Europe and Asia,

~h hockey game on TV.”
Y Brian Flander (a.k.a. Destruct), 18-vear-old win-
ner of UNREAL TOURNAMENT from Becker,

(9 Minnesota, thinks “People are going to have to
o ',-« open up their minds and not be so stubborn
v about it” for the sport to grow. “It could get

huge, like ivis in Korea,™ he says, *1 mean, Korea
can’t shape the world when it comes to gaming,
but it’s just going to have to take off from here.”

Actually, the World Cyber Games isn’t the only
game in town. In the U.S, the Cyberathlete
Professional League has been holding tourna
ments since 1997, and has recently expanded into
other countries. Founder Angel Munoz has his
sights on the future, but he doesn’t agree that the
Korean organizers have the right way to get there.

Close madia
atlention followed

and press

“We look at Korea as a phenomenon that cannot be replicated else-
where very casily,” says Munoz. “Korea has its own agenda, but we think
it’s sort of laughable. They think the sport is ar level 50, we think it's at
level 10"

But don’t spectator sports usnally require some visible action on the
part of the players?

“Every sport had humble beginnings,” he replies. “Docs [gaming |
offer the same spectacle as football? No. But is it more interesting than
bass fishing? Gaming 1s an incredible mult-billion dollar industry. 1s it
that crazy to think that 10-15 vears from now, gaming tournaments
could be as big as some other sports?™

Not il you're Korean. (407

EEE Like most Asian cultures, Koreans are quick to hop on trends, but not even the mass weddings of
Rev. Sun Myung Moon could foretell the natlonal fixation over STARCRAFT. The country of 45 million peo-
ple has bought more capies of STARCRAFT than any other country in the world. 40,000 copies are still
sold each month, according to Blizzard. That's more copies than HALFLIFE sold each month in 1999 in
the U.S.—a population five times larger than Korea.

Blizzard estimates that at least 70 percent of the population has played STARCRAFT. The ferver has lead
to STARCRAFT-packaged snack foods, STARCRAFT TV shows, music CDs based on the game, and, of
course, the profusion of game rooms throughout the country.

The game's popularity in Korea amazes its creators. Blizzard's
Susan Wooley and Bill Roper readily admit that Korea has become
an extremely important market, but say they struggle with the need
to serve Koreans without exploiting’ them, Blizzard's partners
clamor for more STARCRAFT specialty items than they will allow. The
latest request: STARCRAFT clothing. Roper says, “They wanted to
know if we thought military style, hip hop, or casual clothes would
be more apropriste. How do You
decide what style STARCRAFT clothes
should be? And do we even want to
do that?”

Another company has requested
Blizzard's blessing for a STARCRAFT-
themed restaurant, a la Planet
Hollywood.

While some of the requests leave
them shaking their heads, Roper ;
says he is always humbled when he Yy T
travels there. “We almost feel guilty _ -." h:ﬂ:ln'gum
that we're not serving them more Y P g i - tBr ; -p-- ofte
sometimes,” he says. "It's now L ' ~ware. Amate ted’

almost half our market.” amazifiply-detailed STARBRAFT
art for national i:umpeli_tlgq.
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Experience
intuitive controls
and a familiar
interface.

B

Caladan

il

¥ Command one of 3 unique sides
that fits your style of play, be it
honor, evil or deceit.

) Build alliances with any of 5
powerful subgroups to gain
access to bizarre new
technologies and units.

Y Do real-time battle on aver 4
unique worlds as you plot your
course to the Imperial Throne.

8 Create exciting tactical situations
using diverse new units, such as
the towering Kobra cannon and

the hulking Minotaurus tank.

Q Lead your forces through both
large-scale planetary strategies
and cunning ground-level tactics.

E Plunge into the full 3D universe
of Dune - one of the greatest
science fiction sagas of all time.

*d Wage multiplayer war on the
internet or cooperatively in

Actual campaign mode.
In*Game
Screenshot
[of JCaladan

K 1

Visit www.westwood.com
for more information.



7 top-of—the-line

sgstems shatter
the Gigahertz
barrier and

shred the road

, echnolust is an expensive jones. If you want the

best of everything in your gaming rig, you might as

_ well put a revolving door on the side of your PC case.

This year’s contestants in our Burn, Baby, Burn
roundup have CPUs and 3D cards whose clock rates are
twice as fast as last year’s best, a testament to the relent-
less rate of increase in processing horsepower. As we saw
last month, an awful lot of power can be stuffed into a
sub-$1,700 box. But if you don't want to add that tag line
“it's a great performer...for the money,” and you want the
fastest thing on the planet, then strap in and hold onto
something bolted down. Because things are going to move
fast. As in, insanely fast.

Story by
Dave Salvator
nEn
Photos by
Hayden Hauser
EER
Photo illustration by
Jason Babler

The Winners

Two systems made it to the winner's circle this year for one simple reason:
They're the fastest damned systems we've ever tested. Each scored important
performance wins, but neither dominated overall. They roared to life out of the
box, and shredded every Lest we could throw at them,

This year marks the first time that both winners were AMD-powered. What's
even more interesting is that they prove that a 1.2GHz AMD system tuned for
gaming can beat a 1.5GHz Pentium 4 system, given comparable 3D cards. Both
of these rigs come from companies that specialize in high-end PCs for gamers,
Alienware and Falcon Northwest. You pay more for the performance that a
boutique shop can give you, but you do get something for your money.



nce unpacked, Alienware's Aurora system

casts an imposing shadow. The Aurora’s full

tower case has eight, yes, eight cooling fans in it.
Strap a pair of wings and some landing gear on this sucker
and it's airborne, Fortunately, the fans are all quiet, so it
won't be like having an air conditioning unit on your desk.

This system lead the pack in 3D GameGauge perfor-

mance. It also tied for the top spot in 3D WinBench testing,
and had wins in the 2D graphics and CD-ROM tests.
Alienware
achieved this by

s e

and there are MIDI in and out connections for
budding musical geniuses. The LiveDrive also
includes a pretty slick remote that lets you
drive both the SB Live itself, as well as drive
transport controls in the Live's bundled media
player. And all this audio love finds voice
through Klipsch's mighty ProMedia V.2-400 4.1
speaker setup.

Alienware includes a recovery CD to bring the sys-

running its sys-
tem hot: The CPU

Alienware Area 51 Aurora

lifesaver when things go terribly,
terribly wrong. All the documen-

tem back to its factory drive

was clocked at
1.248GHz, 4 per-
cent faster than the standard
1.2GHz chip. They also warmed up
the 3D card, by overclocking the
engine and memory by 6 percent
and 4.3 percent faster than spec,
respectively.

Despite the over-
clock, the Aurora
never crashed on a
benchmark run.

And even left running
for days on end, the
Aurora always
snapped back to
attention with the
move of a mouse. It's
a stable system.

Nice Package
Alienware's choice
of an Antec caseisa
good one, as this full-
tower beast packs a 400-watt power supply to keep the
juice flowing smoothly. The side panel removes easily,
exposing a neatly packaged system where you have plenty
of room to move around and get components in and out. As
for added extras, the included Sound Blaster
LiveDrive allows both
analog and digital
audio devices to
send and receive
audio information
from the Sound
Blaster Live,

The fastest 3D GameGauge per-
former includes many bells and
whistles, including Creative's
LiveDrive for making fast audio
connections a snap. Also

tation for the installed compo-
nents are included, along with
individual driver disks. Buyers
also receive a Windows ME CD.
This may seem trivial, but

""'Ure ~ some system mak-
_ "" NG |

image, which can be a real
*hkkkyd

ers no longer send
YWogr,,  the actual CD, only a
recovery CD. You
paid for the damn OS,
P . you should get the
g “}E CD; make sure any
= ... % | system you buy comes
. : with it.

When push comes to
shove, hoth Alienware and Falcon are the high-perfor-
mance champs, though Alienware had a slight edge in 3D
GameGauge testing. Alienware's inclusion of some audio
extras struck a chord with me, owing to my own sonic
jones. If you don't dabble much in
things audible, it may
not be anything you
need or use. But make
no mistake,

Alienware's Aurora is

more than ready for

any game you can =
throw at it.

included is a third
and seemingly
unneeded CD-
ROM drive.
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will keep you cruising
smoothly.

alcon
F Northwest
isno

stranger to the

winner's circle. Their Mach V sys-
tem is usually as good as it gets for
gamers, routinely trouncing the
competition in pure gaming perfor-
mance. Although Falcon shares top
honors this year with Alienware,
both of these systems were able to
outgun a Pentium 4 in nearly all 3D
game testing, a considerable feat
given Pentium 4's ostensible clock-
and system-memory bandwidth
advantage. Chalk it up to years of (

G

tuning rigs specifically for gaming.
Although some PCs are finally
discovering that the visible color
spectrum extends beyond beige,
Falcon stuck with their usual beige case.
Despite a lack of visual panache, the case is
nonetheless excellent and easy to open sans tools,
thanks to twin thumb-screws. Once inside, the Mach V is
smartly appointed with top-shelf components and plenty
of lmuckle room for getting hands in and out of the box
scrape-free.

Nitrous Injector

Falcon runs its system very close to spec clock rates,
though the 3D card is slightly juiced, with the engine
and memory clocks running at 260MHz and 490MHz,
respectively. Also in the mix are Falcon's now standard-
issue Klipsch ProMedia V.2-400 speakers, as well as
Logitech's very solid optical-sensor mouse. And though
the rest of the Mach V's components aren't really eye-
grabbers, they're still very solid gaming iron that

- EVEITEI

The Mach V is one of two
Athlon systems to out-
class Pentium 4 on 3D
GameGauge testing. Its
placid exterior belies

the performance beast

thit dwaells within.

If the look is somewhat
banal, the performance is
anything but. On 3D
GameGauge, Falcon
outpaced all systems
except one
{Alienware's Aurora).
Although Falcon
didn't score the high-
est 3D GameGauge
score, it did tie
Alienware on 3D
WinBench, had faster
CPU performance than
Alienware, and came in
first running 3D WinBench at the very
high resolution of 1600x1200x32. In fact,
~# Falcon was just a fraction behind the
1.5GHz Pentium 4-toting Dell.

ok Kk

Sweating the Details

Falcon was one of the originators of “the world's most
detailed documentation,” creating a "paper registry”
with the amount of system detail supplied in their docs.
In addition, Falcon includes dogcs for all the installed
components, an actual Windows ME CD, and a system
recovery CD. Another little extra is Logitech's latest
WheelMan mouse, a USB rodent sans ball that uses an
optical sensor similar to those found on the newest
Microsoft mice. To my hand, this is actually a more
comfortable mouse than Microsoft's, though mouse
preference is highly subjective. But all-told, Falcon once
again shows its stripes as a top-drawer gaming PC
maker, and this Mach V will bring high-performance joy
to any gamer.



ellgot a

makeover this

year, finally
offering consumers a
color other than beige.

The Dimension 8100 is a Pentium 4-
packin' performer that combines high
performance with rock-solid stability.
The machine's performance comes at a
fairly low price as nutbar systems go, a
mere three large. But included in this
system is a 4.1 set of Altec-Lansing
speakers that can "ghost” a center
channel for 5.1 Dolby Digital playback,
as well as handle two- and four-channel
audio coming from the sound card—
which is Turtle Beach's solid Santa
Cruz board.

Dell's new case leans more towards
form than function, though it does a
pretty good job in both departments.
Getting in is easy enough; pushing a
button on the front panel pops the side
panel, making for a tool-less entry. But
once in, space is pretty scarce, owing to
a large wind tunnel over the Pentium 4
CPU. Like something out of the Austin
Powers gadget shop, the power supply
unlatches and flips up to allow access to
the motherboard power cable connector
and RDRAM slots. It's a pretty cool thing
to look at, though the release latch does-
n't work that smoothly, and there are

some sharp edges to be avoided so as not to make an
inadvertent blood donation. The hard-drive cage detaches
with a single screw, and adding a device in the one free
5-1/4" device bay is pretty easy, thanks to the slide-in

Dell Dimension 8100

£

= . A '-.‘ _
— . - . |

%k K

A Pentium 4-powered beast with

a beautiful Trinitron monitor. The
new case is a welcome change,
but isn't as easy to open and close
as it should be. Jammin' audio,
thanks to the bundled 4.1 Altec-
Lansing 880s.

trays that release sans
tools.

Intel's New Gladiator
Despite the recent
rash of Intel gaffs, Dell
has remained an Intel-
only shop, and is in
some sense the Pentium
4 flag-bearer. Pentium 4
tests well versus Athlon,
but fails to score a
knockout punch, espe-
cially given the fact that
the P-4 is currently teth-
ered to RAMBUS. But
having said that, Dell
placed a very
respectable third in 3D
GameGauge testing,
trailing only Falcon and
Alienware. The Pentium
4 performed well in 3D
WinBench's Processor
test, which tests the
CPU’s ability to handle
transform and lighting
(T&L) data from
Direct3D, though it only
edged out Falcon's
1.2GHz Athlon CPU.
These numbers suggest
that once Athlon hits

1.5GHz clock rates—and that should be sometime in the

defeat for the Intel crowd.

4 /9009

first half of 2001—Athlon may beat Pentium 4 clock for
clock. And that, my friends, would mean a crushing
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maker, offering both Intel- and AMD-
based hoxes.

Their 1.2GHz Athlon box turned in good—though not
great—performance, but despite this somewhat unre-
markable performance, it was stable throughout testing.
This mediocre performance comes despite having what
looks on paper to be a very hot system: a KT-133-based
motherboard, 1.2GHz Athlon CPU, and a 64MB GeForce
Ultra-based 3D card.

Gateway deserves credit for putting two USB ports and
a 1394/FireWire port on the front of their system, but
that's where the good news ends. In a botched attempt to
create a tool-less entry, Gateway instead created a box
that requires an extra set of hands to actually open it.
Two spring-loaded release handles have to be held while

G ateway has become a two-CPU system

)

Kook K

A competent mid-pack performer whose
most noteworthy feature is an “easy-open,
tool-less entry” case that's anything but.
The speakers sound great, but are a bit
underpowered.

Select 12

the side panel is removed. A daunting, and unnecessarily
complicated task.

As for performance, Gateway's 3D GameGauge perfor-
mance was a little below the average of all systems
tested, which seemed odd considering this rig's compo-
nents. Gateway was running Detonator 3 drivers, and the
3D card was running in AGP 4X mode as reported by
PowerStrip, and yet, they failed to excel. Which is not to
say that this Gateway was crashing left and right. Hardly.
The hox was stable, and always came back to life after
being asleep, even after being left on for a week.

The Boston Acoustic BA-7500s included with this rig
sound teriffic, though they come up a little quiet in the
volume department. All in all, a competent offering with
good USB-port location, and lousy case-access design. For
your large gaming dollars, you can do better.

00000
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ypersonic's entry this year represents a

kind of snapshot in time, and Hypersonic

will likely be shipping a 1.2GHz Athlon by
the time you're reading this. But the faster processor
won't shore up their 3D GameGauge performance that
much, where Hypersonic finished just north of this year's
slowpoke, Compag. This box was well-behaved and
crash-free, but its performance across the board, despite
this stability, was unremarkable.

Notahle features include a Card Cooler dual-fan cooling
unit to keep the 3D card happy and humming. Hypersonic
curiously decided not to send a GeForce 2 Ultra-based 3D
card, but rather a 64MB GeForce 2 GTS card with the
memory clock gunned up to 400MHz, which is an aggres-
sive 20% overclock over the spec'd 333MHz clock rate for

¥* %k

Good performance and generally compe-
tent choices are to be found here. Looks
like Hypersonic and Alienware have both
discovered Antec cases, judging from the
former's case, which features a slide-down
front panel that exposes the drive bays.

the GTS' memory. At this higher speed, though,

the system was well-heeled, didn't crash, and came
back to life from sleep mode even after running for
a week.

Opting not to follow the Klipsch herd, Hypersonic
instead sent VideoLogic's new CrossFire 4.1 speakers,
which sound good, if a bit under-powered. But these
speakers have a separate amp that accomodates three
inputs, and a headphone jack. Like Alienware,
Hypersonic loads this box out with Creative's LiveDrive,
which allows analog and digital audio, as well as MIDI
connections, to be made without having to futz behind
your system. For music audio/enthusiasts, this is useful,
though most gamers probably won't make much use of it.

By the time you read this, Hypersonic will probably
upgrade the CPU from 1GHz to 1.2GHz. With a GeForce 2
Ultra-based card, Hypersonic's performance outlook
would improve somewhat, though it remains to be seen if
they can catch Falcon and Alienware.




How We Tested/What the Numbers Mean 2524

Though Alienware is out in front, Falcon and Dell are hot on its heels. Next are Gateway and VoodooPC running mid-pack, and Hypersonic not
far behind. Compaq ran dead last, despite having a 1.6GHz Pentium 4 CPU and a 64MB DDR GeForce 2 board. The average score was 84.6.

Alienware Lean Alienware | Compag Dell Dimension | Falcon NW | Gateway Hypersonic | VoodooPC
and Mean Rig
Graphics Chipset | IntelBtbe | B4MB GFZ Ulra | BAMB GF2GTSBR | BAMBGF2 Uta | G4MB GF2 Utra | GAMB GF2 Uitra | BMB GF2FTS | GF2 GTS, GAMB
30 Card Engine Clocki Memory Clock 212/365 265/480 2501458 250/450 260.6/480.4 250460 2007400 221393
% Graphics Chipset Overclack (if any) 610 6/4.3 none nong A4.2/66 none 0/20 10.5/18
BRI T - _ | Pentium-11l B66MHz _ | Athlon 1.266Hz [ Pentium 4 1.56Hz | Pentium 4 1.56Hz | Athlon 1.26Hz | Athlon 1.26Hz | Athlon 1GHz | Athlon 1.26Hz
30 GameBauge Score R Y 831 |83 ] ses 864 [2K] 803 8a1
30 WinBench 2000 (1280x1024x32) BT m DHR* 103 m 07 857 63.7
3D WinBench 2000 (1600x1200x32) | DNR* 766 | Dnee 3 807 7/ B 504 515
30 WinBench 2000 Processor Test |11 aab, 19 B 2] 248 45 203 1182 198
Quaxe 3 (1600x1200x32) | DNR* 618 .| OWR= | 983 674 88 504 LA
3D GameBauge 3 Preview Tests (1260:1024x32)
QuAEs sooalmr |15 Rt | 508 s | 401 318 403
MOK 2 RSN AN 7 IS 3 1816 8287 5935 _T68 61.02
UNREAL TOURNAMENT 586 b ONR* 5899 7001 7863 6215 CRASH
WinBench Tests WUET R | Fo2 ) R | e .
High-End Braphics WinMark | 1040 L S 1860 TS0 |0 ] a0
High-End Disk WinMark " " | 20000 " |723000 f0ed 0 aww | 0w 20400 26800
CD WinBench 10 my L 9 <Y T - N I

*DNR=did nat run. Tests couldn't run because the monitor could not display test resolutian,

To shake these systems down, we hammered them will our own cruel cocktall of 1ests that incliude a healthy dose of Ziff-Davis' benchmarks, 30 WinBench, WinBench, and Audio and D WinBench. Then we
unieasfied our own 300 BameGauge, a callection of six Direst3D games (RE*VOLT, EXPENDABLE, UNREAL TOURNAMENT, JANE'S USAF, PANZER ELITE, and NFL FEVER), and ane OpenGL game, QUAKE 3 ARENA
These tests are run al 1024x768 with a mix of both 16-bit and 32-bit color settings. We also used three tests from our upcoming version of 30 GameGauge (3.0), which you'll soon be sesing as our primary testing
tool. In these tests, we crank the test resolution up o 1280x1024x32 for every game tested. As a final bit o' tarture, wa take the systems for a spin through QUAKE 3 AREMA at 1600x1200x32, with all the graphics
love tumed up. We also ran the simple *bum® test of leaving the systems on for over a week, letting them “go to sleep” and making sure they'd wake up uneventfully.

new screaming machines

are hitting the streets of
San Francisco and London. Not to |
mention the buildings, fountains |
and shopping malls. The only rule in |§
this race is: There aren’t any rules.

—mmmanYRRARY

wannnE
L L bbb bt
aamasaRAREEYAAN




ULTIMATE GAMING MACHINE

VoodooPC Monsoon XS )
£ & 6 o)

The polished metal case looks cool, but this
AMD-powered system looks better than it
performs, thanks to dated 3D drivers.

Monsoon XS didn't leave anything

out of this rig. Three hard drives, a
1.1GHz Athlon CPU, and a CPU cooling fan that
would make Igor Sikorsky envious. VoodooPC (no
affiliation with 3Dfx) is a Canadian gaming PC
maker who's looking to take on the big boys to
the south. Their XS offering does a good job, but would
have been faster with newer Detonator 3 drivers for the
GeForce 2 GTS-based 3D card. The result is a great-
looking box that performs stably, but squarely midpack.

VoodooPC scores points for one of the coolest cases in

this roundup. A brushed aluminum finish adorns this box,
along with a ventilation fan on the top of the machine.
Inside is a frickin’ huge CPU cooling fan which can be
removed by unscrewing three thumb screws. The
side pan is only two thumb screws away from
being off. The icing on the cake is two front- |
mounted USB ports, although they're very low
on the front panel.

L ike its name suggests, VoodooPC's

A E AT,

We've seen several systems in this roundup running
Promise EIDE RAID (redundant array of inexpensive
disks) to increase disk performance, and the proof is in
the X8' disk performance numbers. Promise RAID arrays
were sometimes unstable in the past, but the bugs
appear to have been killed dead.

What a difference drivers can make. If the X8 had
the 6.32 version of nVidia's Detonator 3 drivers,
it would probably finish closer to the front of
the pack, and since that would be a “free
upgrade,” the VoodooPC deserves your
consideration.

W Compaq Pregario '_2’000'1

CkkY

It's got the right ingredients, but they fail
to combine into a winning recipe. Still
uses an analog flat panel, whose maxi-
mum resolution is 1024x768.

'Y
ompaq has been trending
‘ positively in our roundups
over the last several years. e Y

However, Compaq tends to over-engineer

where it's not needed, resulting in sys-

tems like this one that underperform

despite their high-end components. This system features
the same top-of-the-line components as Dell, a 1.6GHz
Pentium 4, and a 64MB GeForce 2 GTS 3D card, and yet
it significantly trails the latter in performance, which
managed a respectable third-place finish behind Falcon
and Alienware.

Although Compaq has transitioned toward using more
third-party components, it still seems hell-bent on laying
out its own motherboards. Given that the similarly-
equipped Dell ran circles around this rig, we suspect
Compaq's proprietary motherboard is partly to blame.
The system was stable, but stability alone at this price
point doesn't cut it.

Compaq was the only company to send a flat-panel dis-

00000

-

play device, but it was a dated 15" analog panel whose
maximum resolution is 1024x768. Given the arrival of the
DVI standard, and the subsequent arrival of digital flat
panels, this is now older technology that has no place in a
gamer's dream system. We also believe that gamers
should have the option of going to 1600x1200. (Compagq
does offer CRTs in a variety of sizes that can be substitut-
ed for this aging flat-panel.) This monitor hurt the
Compag’s score, due to its inability to complete some of
our 3D tests that are run at higher resolutions.

This system would make a fine multimedia/Web brows-
ing/productivity box, but its game performance still has a
ways to go before we'd recommend it for your next
gaming system.

4 /5009



(ST THY HEGHROR INCHERATE THeE),

With the ultra-fast, mega-powerful 1200MHz AMD Athlon™ pracessor; the Millennia® MAX XP
helps you impale more crypt dragons, torch more Stuka divebombers and outwit
twisted necromancers than you ever thought possible. PC World' calls the AMD Athlon

architecturally superior to Intels Pentium® ll. And The Register™ reports it will hold its

own against the forthcoming Pentium IV. Get your hands on the insanely powerful,

feature-packed Millennia MAX XP Annihilation has never been this much exhilaration.

Visit micronpc.com/XP1 or call 1-888-717-1610 to order.

hsrg‘, .:nd a'l return i
rent terms and conditions of sale which are

publication are inr Iefenti

apable of rec

1200MHz AMD Athlon processor
128MB DDR memory
64MB Nvidia NV15 Geforce

56 AGP graphics
17" Micron™ monitor 700EX

(16" viewable, .26 mm dp)
Sound Blaster Live! sound card
Altec ATP3 speakers

with subwoofer
40GB? hard drive (7200 rpm)
144MB 35" floppy
DVD drive
8x4x32 CD-RW drive
56K* PCI modem
104-key keyboard
Logitech wheel mouse
Microsoft® Windows® ME
MS® Works Suite Basic 2000

Norton AntiVirus CD

10

micrenpc.com
Think beyond the box:
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SACRIFICE

GENRE : REAL-TIME STRATEQY

DEVELOPER: SHINY ENTERTAINMENT

PUBLISHER: INTERPLAY ENTERTAINMENT CORP.
FOR MORE INFORMATION: WWW.INTERPLAY.COM

«Choose one of five gods and challenge up to four players
over the Internet or LAN on a dynamic, ever -changing battlefield.

« Multiple paths and decisions throughout Sacrifice’s single player
campaign makes each time through a unique storytelling
experience.

« Crush your foes using fearsome monsters and powerful magic.

« Over 50 spelis and 50 creatures await your every command.

~ Beauty on an unprecedented scale, over 100,000 frames of
handcrafted animation.

« Colossal worlds are yours to explore.
“Best PC Game of the Show.”
- ECTS 2000

—Tucows.com
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el episode, Orwhat...
about good old HALF-LIFE? The opening
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GAME RATING move around that tram car. It was limited,
but it gave you the chance to get a feel for
Baldur's Gate 2 L Rk ok kK the control, and to look around at whatev-
Blair Witch Volume 1: Rustin Parr FeAk kA er you wanted to. As the game went on,
Close Combat: Invasion Normandy AAAAK the plot advanced through conversations
Combat Flight Simulator 2 SriePoc ST you initiated with NPI:’s_ - not long,
Command & Conquer: Red Alert 2 FoA Ak Er;f: ::: ;m"as o Nalideg esds
The Longest Journey Aok ok ok
Metal Gear Solid P Game designers take heed. Don't ruin your
Midtown Madness 2 AokAkAk game’s pace with long exposition. Don't
NHL 2001 A AR let us get bored. And maybe take a film
No One Li Fo e * iﬁ class down at your local community col-
IO ANGS YOIy EeRphi lege and learn a few things about camera
Rune ek Ak angles and direction. Who knows...one of
Superhbike 2001 * kK these days, you might be compared to
SWAT 3: Elite Force R M guys like Scorcese or Kurasowa, Some of

you already deserve to be. =Tom Price
HOW DO WE RATE® We review only finished games—no betas, no patches.
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SPOTLIGHT REVIEW: BALDUR'S GATE Il

SMAUG CHECK It's nice to be ahle to drop the
interface panels and square off against this massive
beastie in hi-res, wide-screen glory.

reviewed by Thierry Nguyen

N

CGW RATED
ey e i
PROS

Bioware gives us an epic filled with mad—yet beautifu—ideas and gameplay

“greal gaming moment": destroying a fioating skull in BALDUR'S
GATE 2.

In a game full of massive threats, both traditional (dragons) and
bizarre (mind-flayers), a floating skull
sounds, well, dinky. That is, until you realize
it's a demilich — something usually slain by
“Astral Mages" only or other uber-powerful individuals that you read
abaut, but never get to play as, in your Dungeons and Dragans ses-
sions. A demilich is so powerful, it doesn't even need a body; it kills by
merely looking at you.

In my several battles against this damn skull, | alternated between a
fanatical “must-kill" mentality, and hate-filled
resignation. | played, | died, | reloaded, | strate-
gized, and | died some more. | watched my
party get hit by Imprisonment and Wail Of The
Banshee repeatedly. But one night, | finally
made good use of my spells. Afler flinging
around Lower Resistances and Spellsrikes,
and using “hit-it-with-my-swords” tactics, | finally
put that skull down. | got a nifty ring, a bunch of
experience points, and the satisfaction of
destroying some unfair figment of D&D creator
Gary Gygax's imagination.

I n the spirit of our upcoming 200th issue, allow me to add a new

It's the massiue,
widescreen, RD&D
epic everyone's

heen waiting for...

...with some goofy

BALDUR'S GATE IIl: SHADOWS OF AMN (BG2) is filled with
moments like that. It pushes the limits of high-end AD&D gaming; it
constantly throws surprises at you; it forces you to think and stralegize.
When it's all over, when you realize that you just overcame whal is
essentially a force of nature, you feel great. And it delivers these great
gaming moments with style and polish.

Idioteque

Immediately after starting up the game, you'll notice the first real
improvement Bioware made: the story. While | can't even remember the
first three-quarters of the previous game, BG2 grabs you right from the
beginning. Although you were revealed as a Child Of Bhaal (the God
Of Murder) at the end of BG1, that didn't stop a powerful mage from
kidnapping and experimenting on you. Circumstances fit together to
allow you to escape from his laboratory into the humongous city of
Alhlatka, and you're off.

If anything, the plot style is reminiscent of The Lord Of The Rings; it's
a story with a simple center, but with political intrigue, wartare, moral
ambiguity, and lots of dark overtones surrounding that center. Each
chapter in BG2 has a pointed, focused, and inleresting goal, which
immediately takes care of the “where am | going, and why?" aspect of
the previous game. While it doesn't have the emolional or philosophical
resonance of PLANESCAPE: TORMENT, it isn't the light-adventure fare
of ICEWIND DALE either. It's a dark fantasy epic.

design/technical
quirks.

I!III FOAMDUHTED CAMINE WORID » row samecsool.com m

Requirements: Pentiun- 233, 328 RAM, dx CO-ROM, 750MB hard drive space, DirectX-compatible video and sound cards.
Recommended Requirements: Pentium-1l 450, BAMB RAM, 1200MB hard drfve space, Bx GO-AOM, 30 canl
3D Support: OpenGL Multiplayer Support: 1-6 plagers (TGRAF).

Publisher: Interplay « Daveloper: Bioware * $44 = www.interplay.com

ESAB Rating: Teen (13+); animated blood and violence, usa of alcohol.




NOVEMBER RAIN Combat suddenly becomes mage competitions,
with meteors Smashipy 118
way into our dimenghis®

To progress through the stary, you'll go
forth on quests. This is where most RPGs
degenerate into annoying tasks along the line
of “deliver mine Idol Of Buggery lo
Shagadelic EIf, and ye will receive three-
pence and twenty points of experience! |
cringed early on when some stuffy noble told
me to go kill some ogres that were loitering
on his property. Thinking | was going to play
a glorified weedwhacker/FedEx man, | went
to his property and, well, things were not
what they seemed at all. A simple, run-of-
the-mill, “go kill this now!" quest, thraugh a
series of twists and turns, became a neat
little mini-adventure, one that probably would
have been used as a major quest in another
game. BG2 s full of quests like this that take
our expectations about the genre and tum
them sideways.

Of the game's seven chapters, the bulk of
these quests lie within Chapter Two, Be
warned: Once you progress along the main
plot to Chapter Three, you're pretty much
locked on-course until Chapter Six. So while
this doesn't have the massive, outright free-
dom of say, DAGGERFALL or even

1

lves into the fray and demons ripping their

MAPQUEST, AD&D-STYLE
Thank the gaming gods that

maps of large cities now come
filled and annotated.

REVIEW

TORMENT, | think it
ultimately makes for a
nice compromise.
You can do as you
will in Chapter Two,
then follow the
focused story for a
couple chapters, fin-
1sh off any loose
ends, and plow your
way to the end.

Fitter Happier

Such an epic plot and quests require larg-
er-than-life heroes. Bioware pumped up the
experience-point cap to nearly three million,
resulting in characters that average between
levels 15 to 19 (for comparison's sake, the
overly-famous Drizzt Do'Urden is a level-15
ranger). You'll have literally ground-shaking
fighters who crush ogres with their bare
hands, mages who can banish their enemies
to other dimensions, and priests who can
channel the wrath of their god with but a
whisper. Combine this raw power with some
of the equipment you'll be running inte {Holy
Avenger, Draganscale
Armor, Staff Of The Mag,
Crom Faeyr), and your
group suddenly evolves
from mere adventuring party
to pantheon.

With such powerful char-
acters, Bioware spiced up
the overly-formulaic AD&D
character-creation system.
The traditional classes now
have “kits;” which are sub-
classes with various advan-
tages and disadvantages.
When limported my ranger
from BG1, | could either
keep him as he was, or
choose to turn him into an
archer (deals death-from-
afar), a stalker (sneaky and
backstabbing), or a beast-
master (he, uh, gets an
*animal companion”).

MAXIMUS! MAXIMUS! Gladiatorial combat against a heholder,

Just another day in the Underdark.

FIT FOR A KINB ‘Each class gels a “stronghuld of sorts. They.range
from simple eahing to massive keeps, furnished with servanis and taxes.

-4

Bioware also worked in three classes from
the new Third Edition AD&D rules: the hulky
barbarian, the versatile sorceress, and the
“my-hands-are-registered-lethal-weapons”
monk. The net result is that there's a lot more
flexibility and choice when it comes to char-
acter creation. Gamers have already started
discovering insane power combinations, like
kensai/mages or swashbuckler/fighters.

As in BG1, you only roll up your main
character; the other five slots in your party
will be filled by various NPCs you'll
encounter. The stats and class choices that
Bioware made for these NPCs aren't for
power-gamers, they're for gamers who care
about character. While BG1 had only & few
scant lines of dialogue, the NPCs now have
their own slories, rivalnies, and personal
ambitions. They will argue with each other,
fiirt, run off on their own quests, ask for help,
give you advice, or simply hit each other. You
can even choose to get romantically involved
with an NPC; | was amused lo see Jaheira
and Aerie have a massive jealous argument
over my stalker, Scooteris,

How To Disappear Completely

Since you now have a party of demi-gods,
the bulk of your combat is no longer puny
enemies such as goblins or orcs; you'll
mostly face off against enemies you've only
heard aboul. Vampires suddenly become
normal enemies. Gigantic iron golems are
everywhere, beholders start popping up fre-
quently; and don't be surprised when you
stumble onto packs of mind flayers (who can

m nnnnnnnnnn ¥ rnm « POMONTEE FARRINE Itnnlnm



REVIEW BALDUR'S GATE 1l

RUNIK'S CUBE The dungéens are a mix of
combat and minor puzzlelriddle-solving.

DRIZZTY BLONDE
fea, that dual-wielding
ell and’his merry
camen
appearance.

i, T oti, 1 o b it b, I T 1o o s 8 bt wildlerren, hadhing awy o Moty o
ROAD, RULES-Vii -G sigkteyourentiro-porly viae-workaroundehut youwheee
wiss NPO-interaction gerReliRec i, whicl add & lof of:pdrsdoality to-thé:amb.

YOU LDOK
MARBLE-DUS
Some. quests ‘pive
yoilimipre than
Ljoet faot dnd i
T Kelss ong fives

3
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s statues prosted; :
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even gotten to the mages yet.

kill you in about
two turns) just
sitting around,
devourng
brains. You'll
see first-hand
why liches are

50 troublesome,

and you'll meet
mare than one
dragon.

And | haven't

If anything, BG2 shows you why high-level mages are very power-
ful enemies. They don't just cast Magic Missile, they buff themselves
up with spells like Stoneskin and Fireshield, then start hitting your
party with Confusion, and then they might cast some offensive spells.
Don't get me started on the really smart mages who have Chain
Contingencies set up to cast Time Stop, and then throw several
Globes of Invulnerability or Protection From Magical Weapons. The
lich is the worst. Accidentally walking in an a lich and watching him

do his work is, well, in a word, awesome,

Combat used to boil down to this: Mages cast Fireball, fighters

walk in and hit things,
and priests heal. Not
anymore. With the
more powerful
monsters and the
insanely-devious
mages, high-level com-
bat becomes much
more lactical. You'll
need to learn how to
juggle ranged vs. melee
weaponry, split up your
forces, use summoned
creatures properly, and
what spells to cast
when, Traditional, mind-

MY EYES ARE BLEEDINE From interdimensional
arisans to whimsical dining halls, BG2's art is elaborale,

The “see what you're up against, and then reload to win" scenario does
pop up more often, but it makes major victories even more satisfying.

Everything in Its Right Place

Just now, all I've been talking about is combat, character, and quest-
ing. | haven't even touched on other improvements in both design and
technology. Higher resolutions, annotated maps and journals, scalable
difficulty - these things are nice, but all | can think about are the vast
improvements, and resultant gameplay, in those earlier details.

There are some minor issues that hurt the game. Like how the Al
somelimes cheats (thieves blinking in and out of existence?), occa-
sional quest bugs or random crashes, still-quirky pathfinding, some
choices regarding the massive manual (great for spell descriptions,
but light on
character
and/or enemy
info), and
sloocow battles
despite 3D-
acceleration.

But the good
far outweighs
the bad here.
BALDUR'S
GATE |l creates
the same sense
= of agitation and

insomnia that other great games

have inflicted on me. Even though |
think of this as Game Of The Year or
even Hall Of Fame material, | won't
trap myself with the “best RPG
ever” phrase. But it certainly ranks
up there with greats like FALLOUT,

PLANESCAPE: TORMENT, and

BETRAYAL AT KRONDOR,

Unless some other game man-
ages to top the idea of AD&D

demi-gods rampaging through a

less combal is rare;
you'll definitely put
more thought into
preparing and execut-
ing your battle plan.

48 cantar.on ynlll‘élj‘nlil ' Lord Of The Rings-style story, or
¢ by David Warner. Who - you're just not a fan of the Infinity
Engine, BALDUR'S GATE Il is the

Sethoutiht 1o cast him should getan
& . . i

symmiiediate raise, It's that spot-of. best role-playing game you can buy
today. 47
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our thirst for conguest
goes unguenched no longer.

Five new civilizations to lead or conquer: Aztec, Mayan, Huns, Spanish, and Korean, Four new campaigns to emerge victorious:
Attila the Hun, El Cid, Montezuma, and the Battles of the Conquerors. Your challenge: Expand your empire and rule the world.
www.microsoft.com|games[conquerors

Animated Violence “‘,:[]5‘
Animated Blood
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FIERCE PREDATORS
Encounter genetically engineered aliens and outlaw
bandits. Created using Half-Life's award-winning Al,

your opponents are as treacherous as they are varied.

FOUR UNIQUE WORLDS
Stalk your guarry on the Western rim of the golaxy,
Explore jungle ruins, technowastelands and more in

both single-player and multiplayer games.

Gunman Chronicles uses the Half-Life engine ‘ CUSTOMIZE YOUR ARSENAL

tO Etuﬂl'lil'lg Eff ct, Eﬂd pl"Ol'l'l‘EES tO br‘lng gamers Annihilate alien scum using an amazing arsenal of
.. weaponry that you can customize and upgrade

throughout the game.

ELES'

www.gunmanchronicles.com




BREVIEW STRATEGY

RED ALERT 2 offers retro Soviet-bashing action for diehard RTS fans

The Russians Are Coming!

u nece upon a time, a litte company called Westwood

released a game called COMMAND & CONQUER that, along

with Blizzard's WARCRAFT, more or less kick-started the
real-time strategy genre. The sequel, RED ALERT, refined the
formula. And then things started to slide. Seemingly oblivious to
the advances being made in the RTS field by games like
WARCRAFT 2 and TOTAL ANNIHILATION, Westwood began to
release a series of crummy add-ons, mini-sequels, spin-offs, and
“gold editions;’ culminating in the online fiasco SOLE
SURVIVOR. The long-awaited C&C sequel, TIBERIAN SUN, was
a small step in the right direction but way too little, way too late.

And now, as a wave of fully-3D titles like GROUND

CONTROL and DARK REIGN 2 have all but supplanted “old
school" realtime strategy, comes the belated sequel to the
sequel, RED ALERT 2, sporting = that's right — a simplified,
toned-down version of the 2D TIBERIAN SUN engine. It's a
strange decision...since when have gamers asked for less
fancy graphics as
time goes on? Is
there a method lo
this madness?

-4 < .. - v ’- B e - y
BLOWED UP GOOD RA2 may have a dated 2D engine, but the game makes
up for it with a whole lotta explosions.

someone cast Soviets as the bad guys? RA2 conlinues with the
ariginal's alternate history, in which time-travel meddling prevented
Hitler's rise to power = but allowed Stalin’s Red Army to march
across Europe instead. Now, Stalin's successor Romanov - armed
with weird-science gizmos and psychic commandos - has launched
a full-scale invasion of the United States, in a tip of the hat to that
80's Patrick Swayze classic, Red Dawn.

COMMAND & CONQUER:

R E D ALE RT 2 Retroactive
e ] G
Despite the odd
engine choice, the
multimedia package
surrounding RA2 is as polished and overblown as C&C fans have
come to expect. Whomping techno-rock assaults you from the instant
the install pragram comes up. Full-motion video may be officially
dead, but nobody's told Westwood — RAZ2 is chock-full of slumming
Hollywood actors in
bad costumes DEATH FROM ABOVE
spouting laughable A flight of Harriers delivers

dialoque. a piping-hot welcome to
55 50 Soviet invaders.

Unleash the Squids!

RA2's convoluted backstory certainly wins points for recombinant
silliness and sheer cheesy audacity. Among the forces arrayed
against the U.S. are assault blimps, mentally-controlled giant squids,
and bald psychics named Yuri. The Americans have developed some
unconventional gadgets themselves, ranging from time-traveling
troopers to weather-
control attacks to dol-
phins with sonic can-
nons. As for the actors
who grace the fre-
quent cul-scenes,
most notable are Kari
Wuhrer, supplying the
requisite T&A as tank-
topped agent Tanya;
and B-movie regular

The retro feel
doesn't end there.
When's the last time

CGW RATED
e e s 00 =
PROS

Nicely polished; Udo Kier, sporling his
lots of hi:arreiy, usual unrecognizable
OGRS S accent and penetrating
ml.agmatm e stare as the Rasputin-
still has that CSC

like Russian psychic.
The two campaigns

- one Soviet, one

Allied - play out about

multiplayer magic.

20 engine is how you'd expect, in
getting pretty scenarios of mounting
tired; offers difficulty, with the more
nothing you esoteric units and

haven't seen a
zillion times
hefore.

Requirements: Peniun-1l 265, GAMB AN, 350MB hard drive spaca, 56K motem for Internet play. Recommended Requirements: Pantiun-lll 500, 128M0 RAM.
3D Support: Hone Multiplayer Support: nternel, LAN, or Westwood Chat (2-8 playars).

Publisher: Electronic Aris + Developer: Westwood Studios - $45 - www.westwood.com

ESAB Rating: Teen; animated violence.
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REVIEW

Red Alert 2's

New Units

SOVIET FORCES

Crazy lvan

This demolitions expert can
attach a ticking time-bomb to
pretty much anything: passing
harvesters, enemy buildings,
even wandering civilians or cows.
Yuri

These psychic troopers can take
cantral of any one enemy unit,
directing its actions until killed.
Desolator

The special unit for Irag is
equipped with a massive nuclear

RADIATION HAZARD A nuclear attack renders this section of real estate
il uninhabitable _

M

i : y
FMV LIVES! Slightly embarrassed Hollywood
aclors advance RA2's canvoluted storyline.

structures introduced gradually.
They're well-designed if you like
this sort of thing, featuring lots of
recognizable cities and landmarks
(the initial Soviet scenario requires
you to level the Pentagan).
However, they're often
handicapped by the
“puzzle game” nature

GET ME THE JOINT GHIEFS A massive Sovief assault
on the Pentagon. The White House can also be toasted for
honus points,

Not only do the two sides fea-
ture almost completely different

of most single-player
RTS scenarios, partic-
ularly in the stages
that require you to
guide a small group of
commandos through a
maze-like map, seek-
ing the one specific
path or tactic that will
allow you lo beat
vastly superior forces.

Ah, but the Play's
the Thing

As for the gameplay,
it can't come as much
of a shock to hear that it's funda-
mentally the same as TIBERIAN
SUN or RED ALERT. Tiberium, er,
“minerals” are still gathered by har-
vesters; barracks still produce frag-
ile but cheap infantry; tanks still
rush. The “simplified” engine con-
cept mostly means that the multi-
level terrain of TIBERIAN SUN has
been toned down to make room for
more special effects and explo-
sions. This works pretty well, for
sheer camnage, RA2 is hard to
bea, often filling the screen with
more units, shrapnel, lightning
bolts, lasers, and assorted debris
than you can shake a yelping
attack dog at.

The interface is essentially the
same as in previous games, with a
number of welcome reforms. Chief
among them is the use of tabs to
quickly switch between buildings,
defenses, troops, and vehicles -
eliminating the frantic scroll-fest of
earlier C&C titles. Also gone, mer-
cifully, is TIBERIAN SUN's stillborn
waypoint system, replaced here

with a much more intuitive hotkey
system similar to TOTAL
ANNIHILATION's. The unil-experi-
ence syslem introduced in
TIBERIAN SUN has also been
tweaked, to the point where it's
now occasionally useful.
Production queuing and rally points
are cleanly implemented, bul any-
one expecting fancier features like
AGE OF KINGS-style formations
will be disappointed — RA2 is still
very much a “mob ‘em” experience
rather than an exercise in small
unit tactics.

And Now the Good News

So far, so blah. The big surprise
in RA2 is the unit mix. Where
TIBERIAN SUN stuck to a conserv-
ative mix of tanks and troopers
with one or two side-specific spe-
cialist units, RA2 chucks in every-
thing but the kitchen sink, Yes,
your engineers are still here, along
with some returning units like
super-commando Tanya, but prac-
tically everything else is new,

unit mixes, but in multiplayer and
skirmish mode you can select
from one of eight countries, each
with a different specialty unit -
such as the British Sniper or the
Iraqi Desolator. These can make
quite a difference, as you'll learn
the first time an atom-bomb-
packing suicide van from Libya
cruises into your base.

The sheer variety and imagina-
tion of the new units (see side-
bar) go a long way towards mak-
ing up for the dated engine. Even
versus the computer skirmish
opponent, it's a blast playing

around with new and exotic tac-
tics. Perhaps a Chrono
Legionnaire rush will succeed in
erasing your opponent's base from
history? Or maybe a wave of
mind-controlling commandos can
turn your opponent’s own lroops
against him? Only time will tell
how finely balanced the units are
in multiplayer, but | can honestly
say | haven'l had this much good
old-fashioned fun with an RTS in a
long time.

We Will Bury You

In the final analysis, RA2 cer-
tainly doesn't do much to advance
the state of the art, and if you've
tired of the real-time strategy
genre, it probably won't renew
your interest. But the nicely-tuned
interface and flamboyant units
make it an engaging blast from the
past for gamers who can overlook
the engine. For C&C fans, this is
unquestionably the best title in the
series; it's the game TIBERIAN
SUN should have been, ({9

cannon. His special ability allows
him to bathe a vast swath of
land in deadly radiation.

Terror Drone

This spider-like robot can savage
enemy infantry, but its main task
i5 to disable vehicles by leaping
inside and tearing them apart
from within,

ALLIED FORCES

Chrono Legionnaire

These elite troops can teleport
anywhere on the map instantly.
Their attack simply erases a unit
or huilding out of time.

Spy

These masters of disguise can
give you a variety of bonuses,
depending on the building they
infiltrate. For instance, sneaking
into a Tech Base will allow you to
build a new super-unit, while
hitting a radar station will erase
your opponent’s map.

Mirage Tank

Capable of disguising itself as a
tree, this stealth unit can make
far some strange Macbeth-like
scenarios as a high-caliber forest
advances an you.

Prism Tower

The Allied response to the Soviet
Tesla Coil, Prism Towers multiply
their firepower by the number of
towers in the ‘network,' that is,
within range of each other.

m FRW Rnamecenatl eam # FOMDHTER CAMINE wnnlm



REVIEW CTION

I'LL TUMBLE FOR YA A variely of greal cinematic animations — like this dead
bad guy crashing hrough the railing = really add to the game's mood,

GETTING' MEDI-EVEL KNIEVEL ON YOU A few useable
vehicles in the game means you'll have the chance to save bulleis
by running over had guys on your motoreycle.

NO ONE LIVES FOREVER goes undercover and over the top

Faster, Pussycat! Kill! Kil!

old-hoys network, with every rakish covert operative armed

The glamorous and deadly world of jet-set spies is the ultimate

with a sly wit, a silenced pistol, and a great hig sloppy Y
chromosome. Breaking through the bulletproof glass ceiling would

NO ONE LIVES

FOREVER

appear an impossible
task, a challenge requiring
ingenuity, energy, and a
daring approach to a
seemingly invulnerable
obstacle. Breaking
through the humdrum
design of the average
first-person shooter is no
less daunting a task, yet

NO ONE LIVES FOREVER shatters the barriers of convention with irrev-
erent humor, inventive missions, and tense, gripping action.

Kitten With a Whip

You play as Cate Archer, a paragon of bravado and confidence
sheathed in a skin-tight, psychedelic, leatherette catsuit. A reformed
thief and neophyte secret agent for UNITY - a clandestine law and
order organization operating for Her Royal Highness — Cate must not

CGW RATED
e macesiwert o — |

PROS
Fresh, funny, and
challenging—

what more do you
need?

Cut-scenes are in
need of some

only save the world from the evil machinations
of HARM, but prove to her superiors and col
leagues that an agent can succeed with a
metaphorical rather than literal set of big brass
thunderballs.

By setting itself in swinging 60's London, NO
ONE LIVES FOREVER (NOLF) immediately sets
itself apart from other shooters not only in terms
of timeframe, but in its attitude as well. With lib-
eral doses of the campy spy fare of the era,
NOLF is as much an homage to Get Smart, In
Like Flint, and The Avengers as it is classic
007. The cheeky, playful sense of humer that

infuses almost every aspect of the game is one of the principal reasons
NOLF is such a pleasure to play. While your arsenal is primarily realis-
tic, most of your special-use gadgets are as tongue-in-cheek jokey
as they are useful: cat's eye sunglasses that can scan for mines or
lasers, exploding lipsticks, a wind-up mechanical poodle for distracting
guard dogs, and an enormous mod belt buckle that does double duly
as a zipline.

But your inventory pales in comparison to the brilliantly funny
dialogue. Much of the humor plays out as straight-faced, classic two-

serious trimming.

Requirements: Pentivn-1 300, GIMB RAM, 325M0 hard drive space, 30 card. Recommended Requirements: Pentiom 111, 128 MB RAM, S00ME hard driva space. K
30 Support: Direct30 Multiplayer Support: LAN, Intarnel via Gamespy (2-16 players).

l!l'l FAMONTID CAMINE WADIN & raw asmesenal FAM m

Publisher: Fox Interactive « Developer: Monolith » $45 « www.foxinteractive.com
ESRB Rating; Teen; animated violence, comic mischied, mild language.
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person comedy routines, with

one NPC acting as the other's
siraight man. Many of these
exchanges take place as over-
heard dialogue while you

sneak through various HARM
installations; whether it's two
scientists offering each other
relaxing massages, a cruel

guard taunting another about

how his eyeballs will be

scooped out, or a foot soldier dis-
covering a slain comrade and flatly
stating, “This does not look good
here = dead person;' the one con-
stant is that it's funny, Even the
exchanges you have with various

SP;&E JUNK A meteor shosger durlng a
space stalion mission forces you tosvace for
an-escape pod, or die trying.

NE GRODUY (1 the swinging ‘60's, even Lop-
sech evil'spalsssiations have groovy nighiclubs.

ENTRAPMENT A seemingly innocuous room s revealed to be an
insidious trap, thanks to your stylish laser-detecting sunglasses.

deep-cover contacts are funny: A
series of sexually suggestive code-
phrases leads to your colleagues
lamenting the demeaning nature of
their remarks, speculating as to how
big a loser the cryptographer is, and
observing, “These codephrases have
a rather confessional nature, don't you
think?” Appropriately cartoonish voice-acting
and clever dialogue make it all work.
Unfortunately, the same cannot be said of
the frequently interminable cut-scenes. While
the game successfully plays as an inferactive
spy movie, the in-engine cut-scenes often as
not bring the action to a grinding halt. Yes,
they do a good job of pushing the engaging
twists and tums of the story forward, but they
go off on so many lengthy and unrelated tan-
gents thal you are likely to find
yourself slapping the space
bar to skip them, and thus for-
- feiting plot elements that set
| up the following mission.

| Spy Hard

| NOLF is broken up into 15

1 | episodes, each mission-

| based, each with several lev-

¢ els, each with & variety of

| objectives that are likely to

. change mid-mission. And

| many of those missions, espe-

* cially in the latter half of the

| game, are hard.

| But the inventiveness and

- variety make even the

toughest of the missions com-

! pelling. The tip-off that these

¢ won't be your ordinary shoot-

| erlevels comes with your very

- first assignment: Charged

| with protecting a thick-headed

. diplomat, you set up in a hotel

' room and snipe at a slew of
would-be assassins. This

shooting gallery mission is a far cry from the

typical run-and-gun. And the missions just

keep getting better: You'll have to escape a

sinking ship, battle attack copters from an
Alpine tram, and sneak past scores of
surveillance cameras lo stow away on a
spaceship. You'll even free-fall from a crash-
ing plane — whizzing past flocks of geese,
shooting at pursuing skydivers — all while you
plummet towards a bad guy in order lo
commandeer his parachute. It's thrilling, it's
challenging, and it's incredible fun.

Even the more straightforward missions
reflect the same care and attention fo detail
that make them stand above the average
shooter. The walls of that sinking ship groan
and buckle as it collapses under water pres-
sure, harpoons from your speargun will pin
enemy scuba divers to walls, and your
adventures ahoard a space station are inter-
rupted by a catastrophic meteor storm. And
when you face off against a boss, most of
the time it defies the usual “fire rocket
launcher ad nauseum” prototype: In one
boss encounter, you have one frenzied
minute to herd innocent civilians off the
streets; in anolher, you are charged with the
best mission objective ever — "Kick
Armstrong's Arse!

Kiss Me Dearly

As fanciful as much of NOLF is, a lot of
the game's rewards come as a result of ils
real-world elements. The nerve-wracking
slealth missions ramp up tension, thanks to
surveillance cameras that set off alarms
when they pass over dead bodies, guards
that nat only hear you but pursue you, and
the very logical fact that shooling out securily
cameras will alert security personnel that
something is not as it should be. As in
ROGUE SPEAR (and real life), you're much
more accurate firing your weapon when

standing slill - but you're an easier larget if
you do.

And don't let the general buffoanery of
your enemies fool you — these are some
tough adversaries. The Al will run and alert
other guards, fan out and take cover when
attacking you in packs, exploit higher ground
when possible, and irigger alarms if threat-
ened. Bul they don't cheat. They have the
same weapons as you and the same vulnera-
bility, there's just more of them.

Real-world weapons such as a .38
revolver or a 9mm submachine gun form the
bulk of your arsenal, though there is a rocket-
launcher disquised as a briefcase. What
really makes a difference in damage are your
bullets: Dum-dum bullets pound enemy flesh,
phosphorous rounds keep burning after they
hit, and cyanide-tipped bullets slowly poison
(and will make you hallucinate a floating flock
of bleating goats). There are no traditional
power-ups in the game, so while you'll be
able to pick up new body armor during a
mission, you generally won't be able ta
repair health damage. And forget about an
invisibility or quad damage boost.

NOLF pretty much hits every nail square
on the head. Except for the painfully long
cut-scenes and an inability to review the
intelligence item you pick up during a mis-
sion, the designers have created a slyly
funny game that deftly combines bullet-
spraying action, THIEF-style sneaking, and
imaginative storytelling. NO ONE LIVES
FOREVER is the best single-player shooter
of the year. (1]
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PUPPET GOVERNMENT Meet the brains behind the
nlobal force for evil that is HARM - a hand puppeL.
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COMBAT FLIGHT
SIMULATOR 2:

WAR IN THE PACIFIC

CGW RATED

REVIEW SIMULATION

CFS2 revisits the South Pacific, and keeps it fun

Beyond Midway

my dad worked, and read the U.S. Army Field Manuals. Back

then, a lot of content in those manuals was in comic book
format, and was surprisingly well done. The 300-plus page COMBAT
FLIGHT SIMULATOR 2 (CFS2) manual reminds me of those old army
manuals, with a slightly updated, edgier style. The in-game cut-scenes
and inlerface screens use the same comic style as well,

This style provides some real atmosphere = the kind that's missing
in many sims. It's also a testament to the attention to detail in CFS2.
The flight combat adheres to the same level of detail, though some
other areas are lacking a bit.

When | was a kid, | used to hang out at the army hase where

Naval Gazing

CFS2 focuses on naval aviation, for the most part. While there are
nods to the American and Japanese army fliers, the two campaigns
focus on these
nations' navies. In
either case, you'll
play a fighter pilot
flying carrier-based
aircrafl, though you
will sometimes fly
from ground-based
strips. While the
campaigns are
scripted, they differ
considerably from
the first game in this series; there are more missions, and the cam-
paign structure allows for branching. The missions are consistent, so
your default aircraft makes sense in their contexts. You can start a
pilot’s career at any number of key times during the war, usually at the
point of a major battle.

There are some oddities. Despite being an ensign, you are always in
command of a flight. And if you start later in the war, everyone in your
squadron is still a
rookie. These are
clearly gameplay-
balancing enhance-
ments, and didn't
detract from the

FORETEN RELATIONS A—

Hellcal sends ils warmest regards
1o a Japanese hase.

PROS

Great visuals;
excellent comhat
feel and atmos-
phere; accessihle;
highly expandable.

The world outside
the aircraft seems

overall historical feel (for me,
anyway). More odd, however,
was the ability to change the
default aircraft to planes that
simply didn't make sense -
allowing a P-38 to be chosen
for a carmer mission, or letling a
Japanese pilot pick an F6F
Hellcat.

During a career, there are a
series of fairly generic missions,
punctualed by major real battles,
For example, when flying as a
Japanese pilot, there were a
number of bomber intercept
missions while based in New
Guinea, followed by the Battle of the Coral Sea. In fact, the generic
missions are often fairly easy, whereas the historical missions can be
pretty tough.

Take to the Sky

CFS2's manual gives some performance specs for all the planes in
the game ~ flyable and non-flyable - but missing are some crucial
speeds and feeds like Vne (velocity never exceed, the plane's safest
maximum speed), comer velocily (speed at which the plane can turmn
the tightest), and approach speed (speed at which you land). The
CFS52 team researched deeper performance specs of the game's
planes, but found conflicting data, and for this reason decided to omit
these specs. Still, giving some idea as to what these speeds are for
cach plane would have been awfully helpful.

The flight models seem a bit forgiving, but they do behave properly.
It's fairly easy to get yoursell into a spin if you're not paying attention,
but spin recovery is prelly straightforward, even in a twitchy plane like
the F4U-1A Corsair. Torque seems to be properly modeled, and at the
highest settings, you have lo manage your
energy properly in order to be successful, In
fact, energy management is the name of the
game, because the Al has been pro-
grammed lo manage energy much like
human pilots. The overall Al is considerably
improved over the previous CFS; | didn't see
any undamaged Al planes auger in, though |
did witness two dimwits collide with each
{ | other on takeoff. At the highest settings, the
- Al pilols seem to take advantage of the
strengths and minimize the weaknesses of
their individual aircraft. Hellcat pilots will try
“hoom and zoom" tactics, whereas Zero
pilots will try to engage you in a “knife fight”
or turning battle. Note that whatever your
flight model settings, the Al will always use
the most realistic flight model.

Where CFS?2 excels is in the ability to
make you feel like you're flying World War Il

sparse; limited
multiplayer
options.

ESRB Rating: Everyone
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Requirements: Penlion-|l 26EMILZ, 700 RAM, AMB graphics card, 350M0 hant drive space, 4% CO-NOM,
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Publisher: Microsoft « $40 + www.microsoft.com/games




LOADED FOR BEAR An F6F-3 Hellgal
packing rockets and looking for trouble.

THE PATTERN IS FULL
This Hellgat buzzes the tower

before bringing ‘er home,

birds over the Pacific. The scale of some of
the missions is enormous, and fuel manage-
ment becomes critical. The aircraft models
themselves are highly detailed, with moving
control surfaces (even cowl flaps), fully-func-
tianal cockpit controls, and even retractable
canopies. CFS2's career (campaign) mode
avoids the “re-fly to get it right” syndrome;
you can actually fail to achieve mission goals
for several consecutive missions before get-
ting the boot. But if your pilot actually dies,
you either have to re-fly the mission or be
willing to start a new career,

In addition lo career mode, there are train-
ing missions and a number of stand-alone
missions based on actual historical flights by
Pacific War aces on both sides. Some of
the stand-alone missions have a lot of air-
craft in the sky, and even a fast system can
bog down a bit. There's also a quick ran-
dom-mission creator for instant action buffs,

REVIEW

TERROR FROM ABOVE
A Zero prepares to strale
these U.S. carriers.

| move, nor are there
human figures dashing
i across the landscape.
Naval missions seem a
littte more robust - if
two enemy vessels
encounter each other,
they'll fight, but carrier
operations seem
sterile. When altacking
enemy carriers, | never
i caught them with

planes on the deck,
_ which happened on

a number of occasions

during the war in

FLYING SHOTGUN
A Hellcat flies escort fora
B-24 on & bombing run,

the Pacific.

Clearly, Microsoft
put the lion's share of
its efforts into the
fighter pilot experi-
ence. Even the choice
of flyable aircratt is lim-
ited to fighters; you
can't fly torpedo- or
dive-bombers.
However, like CFS1
and FLIGHT
SIMULATOR 2000,
CFS52 boasts an open
architecture, Already,

|
|

e

flyable versions of
| American carrier
attack aircraft have
appeared on fan sites
(see thehangar.dog-
fighter.com for some
examples). The sim
feels and looks best
when you're in the air-
§ | to-air furballs.

' Room to Grow

Multiplayer is limited to flying against other
humans (no Al aircraft or co-op modes), but
yau can fly on teams.

Flight and Fight

Combat in the air is a pure joy, even when
you're outnumbered or outgunned. Control
response is crisp, and CFS2 supports multi-
ple controllers, much like its civil aviation
cousin, force-feedback is also supported. |
flew with rudder, throttle, and stick — all of
which behaved just like you'd expect. The
padlock system works well if you're in virtual
cockpit mode, and the view system is uni-
formly excellent. Near the ground, the level
of detail starts to fall a bit. You have ample
opportunily for close air support — during
one mission, | flew right along the front lines
between U.S. Marines and the Imperial
Japanese Army. But you never see any activ-
ity on the ground; vehicles don't seem to

As noted above,
CFS2 has an open architecture, so the cot-
tage industry of add-on makers for CFS1 is
busy working on add-ons for CFS2.
However, owners of the game have some
terrific options as well. Microsoft shipped a
mission creator in the box. The mission
builder is a sophisticated tool that allows
you to build missions with multiple triggers,
scripted avents, and semi-random encoun-
ters. You can even create your own cam-
paigns, though that means learning the file
format for the campaign files, which are
simply text files,

If you want to experience CFS2 in all its
simulation goodness, there's a price to pay.
The system requirements are pretty steep
if you want to turn on all the features. But
Microsoft's newest combat sim is such a
tremendous improvement over the original,
sim buffs owe it lo themselves to check

it out. ({97
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REVIEW SPORTS

NHL 2001 shoots and scores

E A Sporis’ NHL series has consistently sold a bazillion copies

and thrilled arcade hockey gamers with hyper-kinetic action
and enough eye and ear candy to make Dreamworks jealous.
But the game frustrated those who were looking for a truly realis-
tic NHL simulation. When Fox dropped production of the only
other PC hockey simulation (NHL CHAMPIONSHIP
2000), the oh-so-wise pundits predicted that -
with no competition to drive significant realism
improvements = NHL 2001 would just be more of
the same. We were wrong. Good gosh almighty,
we were wrong. If you don't like NHL 2001, then
you don't like PC hockey games. Or PC sports
games. You probably don't even like to have fun, You

]

o T,

may be dead. P epm— . 4
N H L 200 " | WAS HERE FIRST Cuf-scenes show players jockeying for
Have It Your Way position before the face-off.
_ All of the jaw-dropping graph-
ics and special effects are back in their heads and said “Instead of trying to determine the perfect game-
spades. This is one area that EA play settings, why not just let the gamers configure that for them-
Sports has always nailed in this series, with nearly photo-realistic selves?" And thus was born the first hockey sim that can please
recreations of every rink in the NHL, players that actually look like everyane from the wild-eyed action gamer who wants a rock'em-sock-
their real-life counterparts, cut-scenes between plays that display 'em arcade-fest, to the hardcore NHL realism aficionado. You can
players chatting with teammates and coaches giving advice on the adjust 17 facets of gameplay, such as game speed, aggressiveness,
bench, and much more. The background music, the crowd chanting, hitting power, frequency of injuries, frequency of penalties, goalie
the reverberation of missed slap shots banging into the boards - skills, shot accuracy, and much more. EA, in effect, lets you program
everything here pulls you into the game in a way that is unsurpassed the game to play it the way you like it. Think that the passing is too
by any sports game accurate? Bump the passing-accuracy slider down

a notch or two, and say goodbye to end-to-end
pinpoint passes. You say you're still learning the
game and you like everything, but you just can't
score yet? Keep your goalie's skill level up and
drop the opposing keeper's slider down, until you
have competitive games. You complain that you've
measured the elasticity of the pucks used in the

on any platform. If
you have a speedy
machine and a
good 3D video
card, lurn your

CGW RATED
stz snos2 0 o]

PROS

All the eye and
ear candy you'd
expect from an ER
Sports game; the
ahility to tailor
almost every )
aspect of game- speakgrs up to 11, crank this baby up, and
play. show it to your buddy when he brags about
his super console games. Bul you already
knew that NHL 2001 would be a superstar in
the sound and graphics depariments. So what
makes NHL 2001 such a revolutionary step in

NEW KIDS ON THE BLOGK The new expansion teams in Minnesota
and Columbus are included.

The computer

scores far too fre- | this franchise? :

quently from the It's the sliders. The glorious, miraculous |

blue line and sliders. In a burst of inspired genius, the

heyond; defensive designers of NHL 2001 must have scratched

Alisstillapeg |

short of ideal; Requirements: Pentium 200 MHz or AMO KE/KT, 32MB RAM, 100MB hard drive space, suppoited 4MB or higher 30 canf with 030 or Glide driver, 4X COROM.
online play is Recommended Requirements: Pentium-/ 500 MHz 64MB RAM, 200MB hard drive space, 8X COROM. 3D Support: Direct3, Glids.

spotty. Multiplayer Support: 2-8 plagars aver LAN, modem to madem, or Intamet via EA server or TOR/IP.

Publisher: Electronic Arls * Developer: EA Canada = $40 - www.easporis.com - ESRB Rating: Everyone

m”um GAMING WORLD » cgw.gamespol.com m



REVIEW.

NHL at rink temperatures and they bounce too much in NHL Defenders often stand and watch a forward blow by them before they
20017 Get a life. Then, lower the puck-elasticity slider until the decide to turn and give chase. The computer doesn’t exactly strike
game m cholarly ideals. terror in your heart when they ¢ ower play, And onl ay

The result is a hockey game that is a lot of fun and a real chal- appears to be very spotty right now. But even with those minor flaws
I_u;'.ngu- or every laste, Ip addition, some of the. . IT WAS A BANANA PEEL, REF — as well as the more significant f.requent
other bugbears of previous games in the franchise A little hooking action behind the play. long-range Al scoring problem — NHL 2001
have either been eliminated or severely reduced. — i1s a gem. By setting the new standard in user
No longer are there super-goalies op e N = configurability, the designers of NHL 2001
shot, save a few from spec s. Goals =N have completely di the old saying that
in NHL 2001 are generally satisfying. Whi - a to try to please
of the Al goals will be quick “where did THAT s F ove y" NHL 2001 is the game that hock-
come from?" slap shots (and these occur in the A - ey fans have been waiting for. 417
real NHL), many are the result of pretty plays on
St i pone. W 5T U s i s
T abatit % littie sideline encouragement.
one-timers, deflections, rebounds, and even the
occasional blast from the point. Unfortunately, all
is not perfection: Your Al foes will often fire a shot
from halfway across the ice that slides right past
your goalie, far more frequently than occurs in real
life. (Note: EA has r & pafch that is supposed to help allevi-
ate this problem.)

In the Net

While the configuration sliders are the key to the paradigm shift in
NHL 2001, there are other improvements of note, A momentum
meter displays the shift in that intangible factor, with big plays, big
hits, and goals contributing to a team's gain in momentum and the
resulting boost in play. The franchise mode, while still limited to 10
years, features Al general managers who are quite a bit smarter than
last year. As for fighting: It's lame. Turn it off. Gel a Dreamcast and
ULTIMATE FIGHTING CHALLENGE if you want a fighting game.

There are a couple of other areas that still need improvment.

Who’s keeping score?

Chalk up another victory and hang your fallen enemy on the wall.

Introducing Global Rankings™ — your tool for tracking all your

game scores, statistics, and world rankings. With FREE real-time
automatic reporting you can easily check the results when you're

done playing your favorite games. Find out who has the most kills
with the rocket launcher or who’s always camping out. User-managed
leagues let you compete against your friends or take on a rival

clan. Isn’t it time you take your game to the next level?

You Kkick ass, we’ll take the names.
wwwe.globalrankings.com

Look for Global Ranikings in these
Killer games:

Al [ 1.|A|G$ﬁmn 4100t 5-PREDATOR

S G YR T T

LU it g vl W
I ey A0I02€  RANKINGS

A e KForever

Global Rankings is a Trademark of HearMe. Designated trademarks and brands are the property of
their respective owners.




REVIEW RACING

SUPERBIKE |
2001

TRACTION TIME The game engine comes
standard with a flight model, which comes in
handy during those “unscheduled stops.’

Superbike 2001 earns the right to wear boots and a cape

It’s a Bird, It's a Plane, IUs...

no matter how badly we mere mortals wish
this were nat the case. Piloting jet fighters.
Performing black ops missions. Driving Indy cars,
dragslers, or production race bikes. These are pro-
fessions so overdosed on intensity and adrenaline
that some of us can't help but wish we could take part
in them just once. The goal of a simulation should be
to give the player a small taste of what an experience
like that might be like, without the nasty “give up everything else in
your life" side effects that usually go along with it. To that end,
SUPERBIKE 2001 is an oulstanding sim.

s ome activities are reserved for Supermen,

Time to Get Schooled!
The courses are incredibly detailed and a joy o ride. Every twist
and turn of each track is faithfully reproduced, all the way down o the

CGW RATED

PROS
The best road
racing game out
there, for arcade-
and sim-racers
alike; a complete
lack of game
crashes, hugs,
and other
annoyances.

HOW'S THAT AGAIN? The nicely-detailed tutorial walks you through
the course visually and verbally, with lots of tips about optimal gearing and
changing road surlaces. Would you like fries with that?

little dips, bumps, and rough patches that add character to a course.
Three new courses have been added since last year's offering -
bringing the total number of tracks up to 15 — and they make great
addilions to the game. In order to race competitively on any of these
tracks, you have to know the track you're riding in detail. You've got
to know where to pass, where lo stay cool, which corners are longer
than you think and whal gear to take the second chicane in. While
other games may leave this all for you to figure out, SUPERBIKE
2001 provides you with a corner-by-corner tutorial of each track. Let
me tell you, this is a great feature! In fact, after running through the
tutorials for a couple of the tracks, | eagerly switched to manual trans-
mission mode so | could be sure to use the proper gearing for each
turn. | really appreciated the fact that the help system gave me infor-
mation that allowed me to be more in control of the bike on a higher-
difficulty setting, rather than just restating the obvious. Also new this
year is a practice mode, so you can now get the hang of the tracks
riding solo before having to worry about traffic.
These two new features alone make this a
worthy successor to SUPERBIKE 2001,

The Way | See It

The external racing views and the replay sys-
tem remain relatively unchanged since last year,
which is fine, given just how good these already
were. Helmel cams, however, have been greatly
improved. Now, rather than having your helmet
remain directly over the handlebars, your point-
of-view actually shifts off axis from the bike, just
as your head would if you were actually leaning
into a turn. At first, this shift in POV is quite dis-
arienting, but after a couple of laps | forgot all
about racing from the third-person viewpoint.

There's only so
much time in the
day...

ESRB Rating: Everyone
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JUST HANGIN' OUT Here's a helmet-cam view heading into a
chicane. Notice how your point of view is not directly over the bars,
adding to the impression of the leaning bike.

REVIEW

TOO CLOSE TO THE RDAD The front-wheel view makes for some
great replays, but is one of two views that are almost completely useless

while aclually playing.

S“LODK; MA, NO/BIKE! The rnéiiﬁrl-f:aptumd riders atuallyfly:
through the air with llalling arms and kicking legs: While-entertaining; =
these maneuvers aren't recommended for turning in those record times.

The new helmet-cam view is not only com-
pletely usable, but from my experience,
preferable. It's definitely one of those little
things that make a huge difference. | went
back and played SUPERBIKE 2000 a while
to see if | was over-reacting, and | don't think
I'am. The head motion actually helps you get
into that zone where disbelief is suspended
and you forget that you're playing a video
game, not riding a bike. When accelerating
out of a turn at full throttle, you can almost
sense the asphalt sliding away mere inches
from your knee.

Bike setup is a breeze, and the effects of
each setup decision are nicely explained
right there in the interface. Oddly, you must
actually get onto the track and enter the
pits before you can tweak your bike; but
you can do that in any mode, including
training mode. Once you have the bike
dialed in the way you like it, you can save
your configuration for use later. In fact, you
can create a different bike setup for each
track in training mode, then load and unload
the settings when you decide to race. On a
level track with long straights, you'll want
stiffer springs and a higher top end. On a
course with lots of tight corners and short
straight sections, that setup would be
disastrous! The ability to gel your bike
completely dialed in for each course and to
save your configurations for a run at the
championship is an extremely nice feature
that will be appreciated by anyone looking

to compete on the higher difficully levels.
Multiplayer options in SUPERBIKE 2001
are pretty standard, with the game support-
ing LAN and Internet games over IP. The
manual claims that the game can support
up to eight players, but strongly recom-
mends that you restrict yourself to six or
fewer players for performance reasons. If
you are going to max-oul the engine, you'd
better be sure you're running it on some
prelly fast iron, There's also a split-screen
option that is surprisingly playable, though
you'll have to be content with the third-per-
son viewpaint in
this mode. Since
there's no
persistent online
community for
SUPERBIKE
2001, you'll need
to know the IP
address of the
machine hosting
the game in order
to connect across
the network. For
those looking for a
modem-to-modem
connection, you
unfortunalely
won't find it here.

Here They Come
Down the Back Straight...

After spending many hours playing
SUPERBIKE 2001, | can honestly say
it is the best motorcycle road racing
game | have ever played. It's smooth,
fast, stable, and a whole lot of fun.
With lots of difficulty options, you
should have no trouble finding a setup
that works with your skill level. If you
are a racing sim enthusiast, this is one
game that is well worth the price of

admission. ({47

SPLIT PERSONALITY The split-screen mode allows you to race pretty
st another rider on one machine. You will, however, lose the
BrSon Views.
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REVIEW ADVENTURE

IDTOWN MADNESS The world of Stark in all

THE LONGEST
JOURNEY
[reviemed by Audrey Wells ]

HE LONGEST JOURNEY, Funcom's
Tstnnning adventure game,
finally made available to U.S.
audiences after months of delays,
deals with the age-old notions
of the conflicts between science and magic, rationality and irmra-
tionality, reality and fantasy. In THE LONGEST JOURNEY, the world
has been divided in two: There is Stark, a bleak technological waste-
land: and Arcadia, a whimsical but stagnant world of magic.
They were separated from each other long ago to
prevent humankind from mindlessly destroying their
world and themselves.
A force called the Balance — watched over by a
Guardian — sustains the separation. The two worlds
have been divided for so long, that it would be cata-
strophic for them to be reunited if the moment wasn't
right. Unfortunately, the moment is not right and the
Guardian is nowhere lo be found. The Balance is col-
lapsing and the magical world of Arcadia is leaking into Stark, caus-
ing all kinds of disorder. There's only one person who can thwart the
impending destruction.

So, Who's the Lucky Heroine?
111]?5_.- The fate of both of the worlds rests on the
young shoulders of April Ryan, who happens
to have an intricate destiny laid out for her and

Superh graphics;

unparalleled depth A
of storyline a knack for traveling between these two paral-
chaestiie lnn d lel worlds = though she doesn't know it just

1

yet. At first, the 18-year-old appears to be
leading an unremarkable life in Stark. She
recently left home to escape a suppressive
family and to pursue an art degree. Her only
major froubles in life were dealing with the jerk

Dialogue may he
too lengthy for

THE LONGEST JOURNEY is one of
the year's best adventures

. |

across the hall and meeting her art competition deadlines. She has a
small but supportive circle of friends, a job at the local cafe, and a
room to herself. What more could a girl want?

It all begins with April's strange dreams of fantastic creatures and
ethereal places during the night, a growing source of anxiely for the
budding arlist, All is not well when the delicate Balance begins to
collapse — the dreams are no longer confined to sleep. Soon, other-
worldly creatures and scenes begin appearing from out of thin air, to
the astonishment of April and other Stark citizens. With the help of an
enigmatic and shadowy man, April learns of Stark's sister-world, the
Balance, the missing Guardian, and her unique talent for “shifting" or
traveling between the worlds. As a Shifter, April has a duty to help
restore the Balance before it's too late.

COLOR ME OVERWHELMED April Ryan, burgeoning arlist and the
savior of not one, but two large worlds.
. f—

some. Requirements: Pentum 166MHz MMX, 32 MO RAM, 16bil video card with 2 MB RAM, 300 M hard drive space. Recommended Requirements: Pentum |

JGBMHz, B3 MB RAM, 1 GB hand drive space. 3D Support: Direct 30 Multiplayer Support: None

Publisher: Tri Synergy = Developer: Funcom « $40 « www.longestjourney.com « ESRB Rating: Mature
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And We Do Mean "Longest”

THE LONGEST JOURNEY does not skimp on gameplay, unfolding
over 13 lengthy, gorgeously rendered chapters, Over the course of
the game's intricate plot, you will encounter a delightful assortment of
characters, puzzles, and locales. There’s a lot to accomplish before
it's all over, making for a thoroughly satisfying gaming experience.

The game often revolves around lengthy conversations between
April and other characters, fundamental to understanding the story.
The length of the conversations is usually a treat rather than a
nuisance because the voice-acling is superb, the script is well
written, and the characters are all unique and interesting. Subtitles
are available, and it's a simple matter to ESCape your way through
dialogue after reading it if you find it tedious to listen (but | don't
recommend this).

The characters in THE LONGEST JOURNEY are lruly a molley
group, ranging from profanity-spouting neighbors and openly homo-
sexual landladies in Stark, to blue-skinned women and strange crea-
tures who “flow with time"” (rather than living in the present) in
Arcadia. Profanity is used maturely and is never gratuitous, bul makes
the game unsuitable for younger children. The game also has an
underlying sense of humor, providing welcome moments of comic
reprieve. April and a few other characters impart some truly witty
comments and perform some actions — like challenging an evil
alchemist to a game of hopscotch ~ that will make you laugh despite
the game's serious subject matter.

Puzzles in THE LONGEST JOURNEY are very well orchestrated.

REVIEW

ART SCHOOL THE LONBEST JOURNEY features some of the best rendered

art and cut-scenes In any game this year.

WE INTERRUPT THIS EPIC... One of the funny moments: April challenges an evil alchemist to a game

of hopscotch,

Nt

Rz ’ W Many of them are straightforward and
e ‘ . } relatively simple, which help keep the

S0, ABOUT THAT RENT CHECK... April chats with her free-spirited landlady,

one of the game's many rich, complex characters.

focus on the story, but there are a few
really clever stumpers that present a
hearty challenge for even the most
seasoned of adventure gamers. All of
the puzzles can be solved with a good
dose of logical thinking and persever-
ance. None are so ridiculous or unfair
to the point that you'll need hints to
get past them.

A Real Gem

The game's interface is blissfully
uncomplicated, sticking to the stan-
dard adveniure game paint-and-click
formula. Pressing the ‘X’ key helps beginners by indicating the
available exits on screen. A conversation log keeps track of all
the game's dialogue for future reference, and April's diary
gives an ongoing, absorbing account of the story from April's
point of view (and provides a few clues as well). You can also
replay any of the dazzling video cut-scenes. Features such as
these make THE LONGEST JOURNEY easily approachable
whether you're an adventure gaming novice or aficionado, and
add much to the overall quality.

The excellent storyline, medley of interesting characters,
well-written dialogue, challenging puzzles, and wonderfully cin-
emalic musical score will leave an impression an you for quite
some time, And perhaps best of all, the game's graphics are
absolutely stunning; without a doubt, this is some of the best
artwork | have ever seen in a game. As is true in all the best
games, it's quite clear that the designers, arlists, musicians,
and programmers of THE LONGEST JOURNEY poured their
hearts and souls into this game, and what emerges is not just
a great game but a work of art, [
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REVIEW ACTION

IVIETAL GEAR SOLID is the
best console port ever

High Gear

Aduenture games aren't dead; they've moved to the consoles and

discovered guns.
Qur brothers-in-arms at Electronic Gaming Monthly gave
METAL GEAR SOLID (MGS) a full set of 10's, making it one of
only a handful of perfect games and — therefore — one of the best
console games ever made. IU's not the greatest PC game ever, but
MGS is still a top-notch game that offers the best
espionage/action/adventure blend out there.

While the gameplay and graphics are top-
notch, the plot and dialogue in MGS have lost a
little something in the translation from Japanese to
English. As a resull, the game feels like a cross
between a James Bond movie and a soap
opera, punctuating the phenomenal
action sequences with stilted speeches
stuffed with falled sexual innuendo.
And, unfortunately, there's more dia-
logue here than there is in most
movies. At times, you may feel ke
you're listening to a book on tape.

Psychic Enemy Netwaork

METAL GEAR SOLID brings some of the most viscerally fun game-
play there is to the PC. While there are several frenzied action
sequences, it's MGS's nerve-wrackingly
tense stealth missions that set it aparl.
Quietly snapping a guard's neck while
trying not to be seen by surveillance cam-
eras just doesn't get old. And even when
it does start to get repetitive, MGS will
surprise you with something new and
unexpected at every tumn. For example,
after half an hour of sneaking around the
main building, you exit and are faced with
a tank, a minefield, and no place to hide.
This game also features the only sniper
vs. sniper combat ['ve seen in a game,
and it's gripping. Some scenes may feel
contrived, but you'll still be hooked from start to finish.

The main reason MGS was considered perfect on the PlayStation-
side is that it was designed with that console in
(el VA=V G ={= ] mind.Forinstance, during Snake's confronta-

tion with Psycho Mantis — an elite psychic bad
PROS guy — there are three separate occasions when
Fast, funny, innou- | the game uses PlayStation hardware to drive
ative gameplay points home: reading your memory cards, rum-
with added bonus bling your controller; and even, at one point,
of UR Missions. forcing you to move your controller from the
player-one slot into the player-two slot to avoid
your enemy's psychic probes. This is pretty
much lost on the PC, and with it goes some of
the game's creepy charm.

The PC port makes up for some of METAL
GEAR SOLID's shortcomings by including the

missiles.

Some of the
Godzilla-caliber,
PlayStation-

HIND QUARTERS 0One of many cut-scenes reveals this bad boy
that will come after you later in the game. Better find those stinger

ROLL OUT THE BARREL
While most of the guards in the
pama. ara dirl-stupid, you'll still
have to sneak around and avoid
confrontation,

.:-_. / ¥ - j
WORK IT, GIRLS In the VR Missions, you can do photo shoots
with virtual girls from the game.

entire VR Missions disc that was
sold as a separate game for the
PlayStation. Thus, MGS can't be
considered to be 1oo short or too
one-sided, since VR Missions add
hours of extra gameplay. The extra
missions are a welcome bonus, since
the variety of gameplay in MGS will
keep you glued for long stretches, If
you've got the time, you may even
beat the game in one or two sittings.

Say What?

The constantly changing and morphing storyline will keep you inter-
ested and in stitches (unintentionally). The dialogue is rife with sexual
suggestion, as Snake is constantly hitting on any female who appears
on his comlink. While in Japan, the game's sexual tension and symbol-
ism were well received and made perfect sense; in the U.S,, it's a bit
like watching a Godzilla movie: The aclion’s great, but the characters
can get annoying and laughable.

That doesn’t necessarily make MGS any less of a game. In some
cases, it makes it more enjoyable, much the same way the original
RESIDENT EVIL was loved for its B-movie-style cut-scenes. If you can
gel past some of the preachier moments, there really is a decent
message behind the MGS script. It remains to be seen, however, if
gamers will accept videogames with a moral to their stories.
Fortunately, with a great game like METAL GEAR SOLID leading the
way, we may soon see more social awareness and poetic storytelling

in our games. ({97

specific dialogue
hasn't changed.

I!‘lll COMPUTER GCAMING WORLD » cgw.gamespaol.com m

Requirements: Pentum-Il 266, 32MB RAM, 300MB hard drive space. 30 Support: OpenGL. Direct 30. Multiplayer Support: Nong

Publisher: Microsoft « Developer: Konami = $40 = www.mgspc.com
ESRB Rating: Mature; animated hlood and vialence, matura sexual themes.




CHAINSAWS, BOOMSTICKS,
AND DEADITES, OH MY!
SLICE AND DICE THE UNDEAD

WITH A WEAPON IN EACH HAND.

]

FIGHT EVIL ACROSS THE SPANS OF TIME: FROM
THE INFAMOUS CABIN TO ANCIENT DAMASCUS.
5]

BEST OF ALL. ..

BRUCE CAMPBELL AS ASH!
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REVIEW RACING

IS THERE A PROBLEM, OFFICER?

One of my real-life fantasies, driving a fire

Lombard Street in San
ddlesome cops,

truck the wrong way up

Francisco, is thwarted b

MIDTOWN MADNESS 2 is great fun, but needs a tune-up

Get Thee to a Jiffy Lube!

\-‘ : |

LONDON CALLING The speedy Panoz Ro
the few unlockable vehicles thal’s actually w
e . LN

i

f for nathing else, MIDTOWN MADNESS 2 may be remembered as the

only racing game ever to feature a bad Michael Caine imperson-

ator loudly paraphrasing Shakespeare as you drive. Sometimes it's
hilarious, sometimes it's insufferable — and that just about perfectly

MIDTOWN
MADNESS 2

reviewed by
Jeff “Can't Drive 35" Green

describes the game itself. Microsoft's
arcade-style urban racer offers lots of
cheap lhrills and easy-on-the-brain
racing action, Bul keep your expecta-
tions low, make sure you have a
robust system, and don't expect any
semblance of realism — or you're
liable to do what | did: break a brand-
new joystick in a fit of rage.
MIDTOWN MADNESS 2 gets imme-

diate points because its cancept is cool, and one that frazzled urban
dwellers cannot help but appreciate. As in the first game (set in
Chicago), Microsoft and developer Angel Studios have made vehicular
playgrounds out of two cilies - San Francisco and London ~ that are
nightmares for drivers in real life, and thus a total blast on the computer

where anything goes. It

CGW RATED

PROS
Cool, semi-realis-
tic depictions of
San Francisco and
London; great new
Crash Course

mode.

Some perfor-
mance prohlems;
blocky graphics;

s a great idea, but the execution is flawed.

Douhle Nickels on the Dime

Both cities are remarkably rendered. Though
the game obviously omits many details, it does a
great job of capturing each cily's basic feel and
getting in the crucial streets and landmarks.
Numerous smaller details — like the weird sculp-
ture at S.F's Justin Herman Plaza — show that
the developers did their homework. That said,
though, the game gets a major demerit for fail-
ing to include San Francisco's new Pac Bell
ballpark — only the coolest, most important new
landmark in the city in decades. The ballpark's
been a known fact for years — there's no excuse
for its omission.

All the race modes from the first game are

back (Checkpoint, Circuit, Blitz, and Cruise), along with the entertaining
new Crash Course “career” mode, which tests you in a series of
increasingly difficult moves in each city. In San Francisco, you're training
lo be a movie stunt driver, and on the other side of the pond, you're
learning your way around London by driving a cab. Each Crash Course
lesson is short, with a specific gual - like making you pop a 180 and hit
a checkpoint in just a few seconds. | like the idea a lot, but the problem
is just that it could have been way better. And that's the problem with
MIDTOWN MADNESS 2 in general. It's an underachiever.

First of all, the selection of vehicles is dull, and the way in which new
cars are “unlocked” as you win races = in the Crash Course and else-
where — is unrewarding. Half the vehicles are simply retreads from the
first game. And while some of the new ones (like the Audi TT and Beetle
RSI) are fast and responsive, others, like the fire truck, are just ridicu-
lous. Yes, it's fun to drive the fire truck once as a novelly, but then you'll
just go back to the same three or four cars you can aclually use to win
races. U's a problem repeated throughout the game: lousy rewards (like
new paint jobs) for winning tough races.

The game's physics engine and damage model are also weak. Cars
can take repeated head-on collisions with no apparent damage, only to
fall apart completely on the very next hit. The opponent Al seems to
have two settings: brain dead and unstoppable. | won many races by
laughably large margins, but others | could never beat (thus the broken
joystick). Worst of all were the numerous frame-rate slowdowns and
lockups. Even with the graphics on my P+l 266 dumbed down to
640x480 and most details turned off, | often found myself lurching along
at an unplayable rate. And the graphics don't look that great to begin
wilh — not nearly as good as the last two NEED FOR SPEED games.

Ragin', Full On

Still, though, MIDTOWN MADNESS 2 has an undeniable charm.
Scattering pedestrians, ramming police cars, mowing down parking
meters: This is quality gaming. For a pure racing game, you can do much
better (again, see the NEED FOR SPEED series), bul MM2 scores points
for humor, city design, and goad road-rage catharsis. A little more time in
the shop, and Microsoft would have had a great game here. [CGIW)

weak physics
engine; lousy
rewards system.

Requirements: Prturvl| 265HIL. 32HB AW, 250MD fard die spare, Recommended Requirements: BM 31 cr, ADDMB har e 308
3D Support: Dieci30 Multiplayer Support: Modem, LAN, or Intemet via MSH Gaming Zone.

Publisher: Microsoft + Developer: Angel Studios « $45 » www.microsoft.com/games/midtown2/

ESRB Rating: Everyone
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REVIEW ACTION

RUNE falls shart of delivering the Viking goods

date. There is excitement, anticipation, and a hesitanl hope thal

this could be “the one.” After spending many nights with RUNE,
| can assure you thal il is not “the one” Sure, it's easy on the eyes,
and it will definitely get your blood racing at times, but it has some
unpleasant personality traits that are impossible to ignore.

Like many dates, RUNE starts off with some small talk (delivered
via cut-scene). You then proceed to “get acquainted” with your sur-
roundings before having to, quite literally, sink or swim. This is where
you get your first clue that your epic adventure might not be so epic.
The first several levels are spent exploring, with very little combat.
During this exploration, you start to realize that you can put your can
of Viking whoop-ass back in the fridge for a while. In fact, if you play
on the easy selting and die from combat before the 38th level, your
license to buy whoop-ass should
be revoked. And therein lies the
biggest problem with this game:
Any sense of epic advenlure is
lost in the overuse of fired gaming
devices, including — but not limit-
ed to - pressure plates, switch
hunts, lava, falling rocks, hidden
traps, and way, way, way loo many
jumping scenarios. Al least there is only minimal use of the
omnipresent crates and barrels,

Some may argue that those are precisely the types of gaming
devices that define an action game. Perhaps, but this is a Viking
action game. Game styling that works for an archacologist like Lara
Croft seems a little flat for an epic warrior. RUNE is most enjoyable
when you are busting down doors and dishing out carnage. lts many
scripted events and cut-scenes add depth and enhance the overall
gaming experience. But for those gamers who have had it up to here
with cut-scenes, a skip-scene option would have been nice.

If you are patient enough to make it to the serious fighting, you will
find a lot to like. Character animations are well done, and include dif-
ferent stances and fighting moves for each weapon class (lop, cleave,
and bash). Enemies are varied, the most enjoyable being the Dark
Vikings (although you
will have to kill loads

Agmiug to review a game is a lot like agreeing to go on a blind

of electd@i® and, ¥ il's a lame puzzle.

of less-inspired went and tuglt a s:'n‘pm'mmd generator. Yes, those are bolis
enemies, and wait k4

It looks great, and
who wouldn’t
want to play a
Viking?

SHORTY CIRCUIT Believe it or not, thosa dang dwarves

RS e e T e S U
BEST OF TIMES, WORST OF TIMES The fun, sword-swinging

mayhem portions of the game are unfortunately overshadowed by the
humdrum jumping-puzzle/climb-a-rope-portions of the game.

A

nearly half the game for them). Enemy Al is pretty good, and will
change tactics from offensive to defensive based on circumstance.
They can lose a shield — or arm, for that matter — and continue to
fight. Some enemies, in fact, will actually require you to liberate their
head from their body before they'll die. The all-hackin’, all-
slashin' melee action carries over to the multiplayer game
as well. Call me sick, but that's what I'm looking for in a
Viking game.

What am | not looking for in & Viking game? Bugs. While
RUNE never crashed, three different levels failed to run
scripted events that were necessary for progression
through the game. One bug actually required a hack to the
level to continue. Um, that's not good. There were also a
few minor issues involving sound and health status.
Hopelully a patch will remedy these problems by the time
you read this.

RUNE is more for those who enjoy the joumey rather than
the fighting along the way. In the end, an evening with
RUNE is like a date with someone who is “just a friend”; il
can be enjoyable at times, but it leaves you longing for

Hoce hes something more. ({2
action; a few
maiur bugs. Reguirements: Pentium-11 300, GAMB RAM, 200MB hard driva space. Recommended Requirements: Pentium-1l A50, 128MB RAM, 30 card, BSOMB hard drive space.

30 Support: 030, Glide, OpentL, 53. Multiplayer Suppart: LAN, lntemal (2-16 players); one CO per player.

Publisher: Gathering of Developers + Developer: Human Head Studios « $40 « www.gadgames.com

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

EDITION
[reviewed by Raphael Liberatore

THIS IS NOT
A KLINGON
And he’s not
bleeding purple

blood - h
on the

of a Pain
deathma

CGW RATED

SWAT 3 joins ROGUE SPEAR as an essential tactical sim

There’s a New Sheriff

promise as a must-have tactical simulation. SWAT 3: ELITE
EDITION finally adds a multiplayer component, some gameplay
tweaks, and robust editing tools to make the game a worthy rival of the
tac sim standard, ROGUE SPEAR. Better yet, all this new stuff is a free
download for SWAT 3 owners.
All of ELITE EDITION's enhancements, tweaks, and modifications are
welcome additions for the tense, fast-paced action of the
multiplayer games. The Al and interface see the biggest
improvements, with Takedown Studios adding over 60 Al
personalities for hostages and suspects, as well as a num-
ber of SWAT team traits — like Raider, Assaulter, and
Enforcer. Smarter suspects will hide if overwhelmed, or come
after you if they have a high aggression rating. Controls and

A!mnst a year after its initial release, SWAT 3 has fulfilled its

keyboard funclions have been modified so that you can now

SWAT 3: ELITE

easily map keyboard com-
mands. There're three new
quick-access stances for close-
quarters battle (CQB) opera-
tions (crouch, lean, and stand),
and a new feature for rapid
deployment of CS, flashbangs,
and lightsticks, so you can
quickly toss them using a one-
key command instead of holding down
the mouse button while waiting for the
e's just desired toss strength.
ad PR There's also a host of new weapons

for SWAT teammembers to choose
from, including Md4s, M1As, and
HKG36Ks - all with reqgular or
advanced optics, suppressors, and
drum-magazine configurations.
Weapons now have improved encum-
brance, inertia, and ballistic values for better game balance: This means
that running around taking shots with a decked-out M1 isn't as good a
choice as the M1911 pistol or MPS submachine gun; their light encum-
brance are belter suited for shoot and recovery. A new line of SWAT
camouflage uniforms also plays a large factor in surviving each perilous
mission = choose wisely.

The best additions, though, are the deathmatch or co-op multiplayer
modes for up to five players. Five new kick-ass multiplayer missions

include protecting dignitaries at Chang's

THIS OLD
KILLHOUSE

The easy-to-use editar
and mod tools let you
totally build and
customize your own
missions. Expect to find
loads of custom missions
online for months to
come.

T

Makes you feel
like playing the
good guy all over
again.

Dnly five players
max per

in Town

DRESS FOR SUCCESS 4 L
Okay, just forget the guy on the fioor 1S dead,
and pay alttention to how well his camoullage
works as compared to that of the standing
teammember. Pick the right uniform o maxi-
mize your chanees ol missio C

Chinese Theater,
saving LA. from
deadly anthrax
gas at the
Whilman Airport,
and slopping
domestic terror-
ists from killing
palients at a
hospital. When
you've finished those, you can tackle all 16 original single-player maps in
a variety of deathmatch modes or in co-op as well

Takedown has added visual and audio aids to help out with the multi-
player commands — Navigation Lines, Quick Compliance modes,
Command tags, and chat commands, among others. Also useful is being
able to see through the eyes of various element members via the opti-
wand and teammember screens. You can even add your own audio file to
the chat menu. The only drawback is that multiplayer games can currently
only manage a handful of players, but rumor has it that Takedown is work-
ing to add more online players per game.

If you're into customizing levels, tweaking scenarios, or adding mods
and meshes 1o a game, ELITE EDITION's scenario editors are whal you've
been wailing for. You can easily add cool mods like the Tracers Mod or
fast-paced Hysteria Mod, available at the SWAT 3 Web site. ELITE
EDITION also includes templates for those of us
who want to modify existing scenarios.

Other than the stingy player limit per multi-
player game, and the inability to finish a game
without post-game chat, SWAT 3: ELITE
EDIMION is CQB gaming at its finest. With real-
istic ballistics, tactics, editing tools, and added
multiplayer game features, SWAT 3 challenges
ROGUE SPEAR as the definitive tactical simula-
tion game. So beg, borrow, or buy this game...
just don't steal it, or you're liable lo be on the
wrang end of yet another SWAT sortie. ({27

COP BY PROP A tense mission i an
airport is one of the five naw missinns.

multiplayer game,

ESRB Rating: Mature; animated blood and violence.

lll':l COMPUTER EAMING WORLD » cqw.gamespol.com REELLE!

Requirements: Pantium 2330 Hz. 3248 AAW, 400MB hard drive spece. Recommended Requirements: Pentium-1| 266MIiz, 6AMD RAM, 30 acceleratar,
30 Support: Direct3d Multiplayer Support: LAN, Intemet (2-5 players).

Publisher: Sierra Studios = Developer: Takedown Studios « $45 » www.slerra.com
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The first Blair \Witch title is frightfully bad

e ——

ADVENTURE/ACTION

mare than self-absorbed college students and shaky camera

work. As a huge fan who still shudders when recalling
Heather's screams of “What the
f-k is that?! I've never been
able to empathize.

| can now. Thanks to Terminal

Reality's BLAIR WITCH
VOLUME |: RUSTIN PARR, | now
grasp how some movie-goers
associate tedium and nausea
with that funky stick-figure logo.

s ome people don't get The Blair Witch Project. They see nothing

“I Don’t Need To Go There"”

This isn't surprising consider-
ing the game's lineage. RUSTIN
PARR is a sequel of sorts to last
year's NOCTURNE, which ham-

BLAIR WITCH VOLUME I:
RUSTIN PARR

pered supernalural setlings with horrific control- and camera-sys-
tems. Many characters from the previous game are back, and this
time the “Spookhouse” agency is investigating the Blair Witch, The
legendary figure was apparently involved in a series of child murders
committed by a hermit named Rustin Parr near Burkittsville,
Maryland. You take the role of Elspeth “Doc” Holliday, a medical spe-
cialist seen in a supporting role in NOCTURNE. You must determine
if anything supernatural was involved.

Of course, spaoky stuff a'plenty is going on in the Black Hills that
surround Burkittsville. To the designers’ credit, they do a great job of

DON'T TALK TO STRANGERS You'll run into
some old friends from NOCTURNE every now and
again. Be nice, and your old pal the Stranger might
give you a hand with the Blair Witch,

PROS
Great atmosphere.
and an intriguing
storyline comple-
ment the Blair
Witch mythoes.

Poor design and
controls will make
you wish you'd
been with
Heather, Mike,

CAN WE TALK? Most of the game consists of lengthy conversations
with the Burkittsville townies. Expect a lot of repetition, especially il

you already know something aboul the movie and backstuory.

| DON'T WANNA GO DOWN TO THE
BASEMENT An eternity of wandering
through the uncomiortably maze-like forest
leads to this spooky payoff, when you'll finally
tiscover a path to Rustin Parr's house in its
pre-arson days.

communicating an eerie atmosphere
through both audio and video. Unseen
children can be heard laughing and cry-
ing, a creepy musical score will build at
opportune moments, and exploring Parr's lonely house of horror is
nearly as chilling as the final scenes in the movie.

But there isn't really a game here. Much of the threatening air is
dispelled by the knowledge that you can gun down the unearthly
enemies, Poor camera angles during combat turn fear into frustra-
tion. And while the plot would make a fascinating novella, it doesn't
lend itself to gaming. The story progresses on rails, moving inex-
orably along an A-B-C line to the conclusion. There is no room for
deviation, and the game actually prevents you from wandering off.
Elspeth will simply wheel away from forbidden territory and
announce something like “I don't need to go there!” Better than the
invisible walls that restrained the characters in NOCTURNE, but
hardly satisfying.

This fixed path is made even more irritating by obvious padding.
Most of the game takes place in a maze-like section of forest that
must be navigated from one end to the other at least hali-a-dozen
times. The goad 60 minutes or so of run-shoot-explore gameplay has
been stuffed with hours of insipid dialogue. This bulks up the game's
completion time to a respectable 10 to 15 hours, but does nothing
to improve the quality of that time.

Well, It Doesn't Look Like a Coffin

RUSTIN PARR is also marked by a lack of polish. Buttons are often
unresponsive, and you simply can't move in the ways that the game
demands. Dialogue text is filled with grammatical errors and mis-
spellings. | was often forced to wait at least three minutes for a
saved game to load. Hard crashes led to a number of system
reboots. | got stuck on objects in the game a number of times as
well. In all, this supposedly finished product seems more like a beta.

BLAIR WITCH VOLUME I: RUSTIN PARR is an inauspicious way to
begin the Blair Witch trilogy of games. Serious gamers will be put
off by the lack of interaction and poor controls, while movie fans who
are casual gamers will have a tough time with high system require-
ments. There doesn't seem 1o be much of a built-in audience for this
one. That may be a good thing, given its dubious quality. ({77

and Josh.

Requirements: Pentum-1| 2664Hz or AMD KE-2, BAMB AAM (J6MB required for video hantware accaloration), 850MB hand drive space.
Recommended Regquirements: Pentium-Il 5S00MHz, 128M8 RAM, 168 hard drive spacs. 3D Support: Direct30. Multiplayer Support: None.

Publisher: Bathering of Developers « Developer: Terminal Reality » $20 - www.godgames.com « ESRB Rating: Mature
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REVIEW WARGAME

The CLOSE COMBAT series returns to its roots

Once More, Into the Beach

hen CLOSE COMBAT was released in 1385, it got a lot of

attention because of its accurate portrayal of the most

crucial element of combat: the men who fight. Unlike tradi-
tional real-time strategy games in which units mindlessly fought until
destroyed, CLOSE COMBAT applied a wargame sensibility to a then-
new genre and came up aces. The realistic responses of infantry units
to the stresses of combal — combined with the vivid sound effects -
created a wargame experience unlike anything before it.

CLOSE COMBAT: INVASION NORMANDY is the fifth game in this
long-running series, and has come full-circle to the setting of the origi
nal game. Nol only do the two games share a historical topic, they also
share a focus on infantry as the major player on the battlefield, and this
becomes a significant factor in differentiating INVASION NORMANDY
from the preceding three games.

CLOSE COMBAT:

INVASION NORMANDY
[ roviewsdbyBruceBeoyk |

The CLOSE COMBAT system has
always been best at modeling
infantry combat, but previous forays
into the eastern front and the Battle
of the Bulge necessitated large
numbers of armored vehicles and
the de-emphasis of infantry. The
result was somewhat uneven; the
vehicles got in the way. The vehicle
Al here is pretfty awful and is con-
stantly getting stuck, or reporting
“no clear path” when all that's
ahead is an open road.

The reason this bad Al doesn't
ruin INVASION NORMANDY the way
it nearly ruined BATTLE OF THE
BULGE is that this game is all about
the grunts. Armored vehicles are
there for support, but if you're gaing to survive
Normandy's hedgerows, beaches, and bunker
CGW RATED complexes, you're going to have to do it with

?ﬁg_#- good infantry taclics. The force-mix reflects this,
As tense and fast- and you'll often wish you had one more BAR
paced as ever. §qua€] rather than one more bazooka team. This
is as it should be. The Al in general, though,
leaves a lot to be desired, and experienced
players will quickly find ways to exploit it.

CLOSE COMBAT IV introduced a welcome
strategic layer to the series, but it had flaws, not
all of which have been fixed in INVASION
NORMANDY. Battle groups can now be drawn

slow rate of advance.

Adds nothing
really new to the
SEries.

HEDGEROW HELL Constricted terrain can make for a painfully-

BEACH BLANKET BLOODSHED You can't do Normandy without a
beach assaulL

from a force pool to allow more flexibility in achieving objectives, but the
restriction on one ballle group per-map-space, per-side, remains. It
robs the game of more wide-open taclical engagements, where skillful
maneuvering would allow an attacker to enter from two map edges al
once. This restriction is probably for play balance, but makes the strate-
gic game feel artificial; there isn't much continuity between the strategic
and tactical elements. The tactical game
is gripping, the strategic one is not.

Move Qut!
INVASION NORMANDY is a good game
with nothing new. Its solid system is basi-
cally unchanged since the first release,
and those hoping for more than new
maps and objectives will be disappointed.
With the battles that remain unexplored
by the series (the Pacific, Korea,
Vietnam...), it's puzzling that Atomic is
revisiting past glories. Let's hope they aim
a bit higher next time. ({47

strategic map restricts itsell to Utah Beach and its environs.

PINSE / UNCLE RIS

Requirements: Pantium 200, 3210 RAM, 250MB hend drive space, AMB SVGA video card. Recommended Reguirements: Runs acceptably on minimum system.
30 Support: Hone, Multiplayer Support: Intemet, LAN (2-8 players), serial, modem, MSN Game Zone, and Mplayer; ane GO per player.

Publisher: Mattel/SS1 « Developer: Atomic Games « $45 « www.ssionline.com * ESRB Rating: Teen; animated violence.
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HARDWARE

Take It on
the Run

obile graphics chipsets
M have always been the

bastard stepchildren to
their desktop siblings. Given how

bloody fast desktop chipsets have
become, the good news is that
even trailing a generation,
ATI's latest Mobility-P
chipset delivers good
performance—pro-
vided you keep
your resolution

at 800x600. Dell's
latest Inspiron, the
800, mates this ATI chip

with an 860MHz mobile version of the
Pentium-I1I. This CPU employs Intel's SpeedStep
technology, which runs the chip at 800MHz when
connected to shore
power—but throttles it
hack to 700MHz running
on its battery, a clock-
down of 18%. But hecause

by Dave Salvator

IN SEARCH OF THE ULTIMATE

GAMING RIG - REVIEWS « NEWS

beqy

]
LT

the 3D chipset isn't being throttled, SpeedStep's
impact on 3D gaming is prelly small. Other nota-

bles include a DVD-ROM drive, a larger 16" TFT dis-
play, and, Dell seems to have brought in the Style
Police and mandated that bland boxes be gone.
This latest Inspiron weighs in at a trim 7.2
pounds, and is adorned with two USB ports, as well

as a side-mounted 1394/FireWire
port—great for connecting video
camcorders and hard drives.

Numbers at a Glance

Here's a case where the num-
bers tell a somewhat misleading
story. Compared head-to-head to
last month's Lean Machine
roundup winner, Alienware's Grey
rij, the Inspiron trails badly. Its
TFT display can display
1280x1024, our current test resolu-
tion, but this chipset wasn't really
intended to run 3D games at that
resolution. Even at 1024x768x32,
UT still stuttered a lot, 800x600
seems to be its sweet-spot resolu-
tion where 3D games became
smooth; though again, it doesn't
show up in the performance tests
as much as it does in actual gam-

PROS

Good mohile-gaming
performance; supports
1280x1024 resolution,
Firelllire too.

CONS
DUD-ROM drive runs hot;
still considerably trails

desktop performance; noisy
cooling fan.

Price: $3,317, as configured
Manufacturer: Dell
Bontact: www.dell.com

PAgAQAS R

ing. At 800x600, the Inspiron scored a woeful 45.5
versus the Alienware's 74.2, running at 1024x768 on
the 3D WinBench 2000 WinMark test. Admittedly,
the deck is stacked against Inspiron in this compari-
son, but given how laptops are always heing billed

as "desktop replacements,” the compar-
ison does make some sense. However,
as mobhile performance goes, this
Inspiron is about as good is gets for

the mobile set, and at 800x600, it gets
it done.

As for battery performance, it was
able to get me through a screening of
The Fifth Element, but by the end of the
film, the battery was pretty much done.
Running through a typical pair of
WalkMan headphones, the Inspiron did
an admirable job of conveying the sonic
richness of this movie. One troubling
thing here was that after watching the
movie, I removed the DVD and it was
very hot to the touch, not exactly the
way DVD discs like to be. This Inspiron
has a thermostat-controlled fan that
kicks in when a certain inside
temperature is exceeded, and it's
surprisingly noisy.



Gaming on a laptop still
doesn't stack up very well
against traditional desktop
gaming, but being able to break
out a laptop and two gamepads

HARDWARE

and to challenge the goober
who sits two cubicles down to a

“friendly” game of MADDEN
2001 does have its appeal. So if

you spend a lot of time airborne

traversing Lhe continent, this

Inspiron will let you get your
gaming fix far from home. ({917

- iop-
Laptnp Peﬁurma“ne gﬁ:rrl:algtti:\rpar g:g:l?yp ] Alienware Grey
CPU Speed Pentium-111 Pentium-111 Pentium-111
850MHz 700MHz 866MHz
30 GameRauge Score 34.2 325 7.2 2
30 WinBench 2000 WinMark L
(1280x1024x32, Triple-bufered, 24-bit 7)  16.4 16.2 847
30 WinBench 2000 Prm:essq[ Test 16 ' 14 173
WinBench High-End Graphics WinMark 805 758 1040
WinBench High-End Disk WinMark 10100 9470 20000

SYSTEM CHIPSET SLAP-DOWN

ot Pipes?

hen Intel debuted RAMBUS last year, it
W seemed like the heir apparent for high-per-

formance system memory, and something
that gamers would be lusting after.

In retrospect, it was more a case of right-place-right-
time. Yes, RAMBUS' 1.6GB/sec peak data-rate is the
fastest on paper, but RAMBUS-equipped systems
excelled for other reasons, specifically the 820 chipset’s
early support for AGP 4X, and the fact that alternative
chipsets weren't quite ready for prime-time. The AMD
chipsets have since matured, now offering AGP 4X, sup-
port for PC133 SDRAM, and UltraATA hard drives. And
AMD's Thunderbird CPU—still marketed as Athlon—
teamed up with Via's latest KT-133 chipset delivers very
fast gaming performance compared not only to Pentium-
IIT, but to the new Pentium-4. Intel, meanwhile, has been
dogged by a string of miscues that have compelled all
but one major system maker (Dell) to now offer at least
some AMD-based systems. To take a reading as to who's
got the best chipset going, we pitted Via's KT-133
against Intel's two Pentium-I1T chipsets, the 815e and
the 820e, and also against Intel's latest 850 chipset for
the Pentium-4.

Intel's 815e and 820e are more alike than different,
with the principal difference being which type of
memory they support. 815e uses PC133 SDRAM, where-
as 820e uses RAMBUS. Via's KT-133 chipset has a similar
feature set to the 815e.

My, What Big Pipes You Have

To figure out who the top-
dog is here, I built three 1GHz
systems with 64MB DDR
GeForce 2 Ultra cards running
on Windows ME with 128MB

30 GameGauge Score

Test Results

chipset acts as the primary “traffic cop,” directing data,
memory access, and file I/0. The best of CPUs is only as
good as its system chipset, since a fast CPU will be
“data-starved" if the chipset can't keep it fed and happy.
Same holds true at the other end of the 3D pipeline—
your 3D card.

What I found is that Intel's Pentium-III chipsets, 815e
and 820e, run about even on 3D GameGauge testing,
trading wins from test to test. But hot on their heels is
the AMD/KT-133 combination, trailing by a mere 4fps
(take a look at the charts). And the 815e and 820e boxes
were only about 7fps off of the new 850/Pentium-4 setup
Dell sent us for this month's Ultimate Gaming Machine
roundup. What becomes apparent is that while the
820e/RAMBUS system is no slower than the PC133-
equipped 815¢, it also isn't any faster. And despite some
recent price drops on RAMBUS memory, it still remains
pricey versus PC133 SDRAM. Also, the difference
between the slowest and fastest system on many of
these tests is under 10%, a pretty neghgible difference.

On more CPU-focused tests—including 3D WinBench
2000's Processor Test, as well as the 3D WinMark and
several game tests run at 640x480x16 to get the 3D card
“out of the way"—again, the differences were there, but
small. So the good news is that it's hard to make a bad
choice; but this data doesn't make a compelling case
for RAMBUS.

The Take-Away

If you're working with a tight budget, an AMD-based
system using the KT-133 chipset will net the most
performance for the least dollars, which is why we rec-
ommend the T-Bird Athlon/KT-133 combination in our
Lean Machine Killer Rig. As for the Intel platforms, the
815e chipset proves itself to be a very solid performer,
standing toe-to-toe with the RAMBUS-encumbered 820e.
So if you're going to build an Intel-based box, look for a
system using the 815e chipset, which is a solid PC133-
based gaming platform. —Dave Salvator

Pentium=11I
on B20e

T-Bird on
KT-133

Falcon NW' = Dell P-lV
126GHz T-Bird | Preview Box

Pentium-111
on B16e

of system memory. The idea 30 WinBench 2000

was to put very fast processors

at either end of the system
chipset, and look at the

differences in performance

attributable to the chipset.
Why, you ask, does the system

(1280x1024x32, Triple-hulfered, 24-hit 7) 9849 106 103 m 103
30 WinBench WinMark

(640x480x16, CPU test) 258 260 241 220 230
30 WinBench 2000 Processor Test 198 195 178 674 249
GEW UNREAL TOURNAMENT Test

[1280x1024x02) 615 638 56 70.01 5B.88

chipset matter so much? The
system chipset is the central

plumbing of your PC, and this (1024x768x32)

WinBench High-End Graphics WinMark
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HARDWARE

BY DAVE SALVATOR

Look Before You Leap

Things to know before you make the move to broadband

have it turned off, as that may improve
your latency. There's a terrific Web site
I mentioned last month called
www.dslreports.com, and they've got
two utilities you're going to want.
One's called DoctorPing, which will
give you a good idea of how your

anyway. Suddenly that third "w" in "www”

no longer stood for “wait.” Now, it's more like
“whoosh." Then, a few TCP/IP tweaks later, it got even
better. Downloads routinely screamed in at 1 megabit
per second, nearly 30 limes faster than the typical 56K
modem. How sweet it is.

While I've heard horror stories-o-plenty about installa-
tion miscues and delays, mine was wonderfully unevent-
ful. [ went with MindSpring as my ISP—since I've logged
four years of good dial-up service with them—
and got one of those [ree install/free gear/non-
oppressive contract deals.

So it was all going so well, until I started look-
ing at my ping times: 60 milliseconds on the first
hop?! What?! QK, that's nearly twice as fasl as a
56K modem, but still pretty slow compared to
other people's DSL connections. I thought DSL
was supposed to be super-fast and have really
low latency. The lesson learned is: Not all DSL is
created equal. So malke sure you've found an ISP
that really understands the importance of low
latency in a gamer's life.

D SL changed my life. Well, my online life

Devil in the Details

A number of factors come into play here. But the first
thing to know is that the first network hop your DSL line
makes from your PC to your ISP is key in determining
your overall latency performance. Some DSL services
piggyback onto a Baby Bell network hefore hitting the
Internet, and there can be multiple—and somewhat
excessive—hops inside Lhat network before you're on
the Internet.

Another problem comes from "line interleaving," a
process which makes your connection less vulnerable to
noise that can slow down performance and cause
dropped connections. This line stability comes at the
cost of increased latency. The good news here is that
often you can call your ISP and have them make a
recuest to the Competitive Local Exchange Carrier
(CLEC) to turn interleaving off and reprovision your
line—where they basically turn off interleaving, and
then reset your connection. Some users have reported
dramatic ping-time decreases after their connection was
reprovisioned, with ping times to gateway dropping into
the low teens.

Just a Flesh Wound

Now don't go cancelling your DSL service contract and
eating some early termination fee because you don't
have a super low ping time. The thing to do is to tune
your connection for its best possible performance, and if
your line has interleaving turned on, see if your ISP can

latency performance stacks up versus
many other users' DSL connections. The other utility is a
freeware app they call DoctorTCP, which lets you tweak
your IP settings without having to plow through your
Registry using RegEdit. This site also offers an easy
step-hy-step guide to getting your line tweaked for opti-
mal line-speed performance.

So now I have to include a bit of a CYA (cover your
arse) disclaimer here. My experience with MindSpring
and the relatively high latency is ONE user's experience.
Your mileage will vary. And to MindSpring's credit, my

‘I’ Not all DSL is created equal. Make
sure you've found an ISP that really
understands the importance of low
latency in a gamer’s life. £})

connection is generally very stable, I've never had a ser-
vice blackout, and connection drops are very rare. And
post-TCP/IP stack tweaks, both my downstream (to my
PC) and upstream (from my PC) line speed is plenty fast.
And, if I play on West Coast game servers I still have
good ping times, but it does kind of limit which servers I
can get to with acceptable ping times. The next chapter
in Dave's DSL Saga will be to see if I can get MindSpring
to get line interleaving turned off on my connection and
see what that does for my ping times.

Epilogue

So do as I say, and not as I do. Belore signing the dot-
ted line with any ISP for xDSL service, have a good idea
of what kind of latency you can look forward to. And be
clear in telling any would-be ISP that your ping time to
gateway has to be under 30 milliseconds: Also, find out
if this ISP piggy-backs onto a Baby Bell's network as its
means of connecting you to the Internet. And, see if you
can get a line without interleaving (yes, it is worth sacri-
ficing 100Kbits/sec of download speed if your ping times
will drop to sub-20ms to gateway—hecause it will make
your online gaming much more enjoyable). If you've
already got a DSL line, have a ways to go on a service
contract, and then discover—as I did—that your latency
is “sub-optimal,” tune the connection as best you can,
and ride the contract out unless you've got other com-
pelling reasons to dump that ISP.

Got a DSL horror story to tell? Rant to cgw_hard-
ware@ziffdavis.com. ({21
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You said gimme the ultimate 3D gamer board and ATI did with the award-winning RADEON™ 64MB DDR.
RADEON™ 64MB DDR delivers hurricane-force, realistic 32-bit true color 3D graphics, has the most
comprehensive support for DirectX® 8.0 so you can play all the top 3D games now and in the future and
features industry-leading DVD playback. RADEON™, now you got it. Now you get it — all.
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LLooks are nice...

but performance is everything.

Conspiracy Blue

Space Black

Martian Red

Cyborg Green

GREY

AMD Duron 700MHz Processor
High-Performance Heatsink/Cooling System
VIA KT133 Chipset Motherboard

128MB SDRAM (PC-133)

Fioppy Drive 1.44MB

15GB 7200RPM Hard Drive Ultra ATA100
MNVIDIA GeForce 256™ 32MB DDA Video Card
SoundBlaster LIVE! 3D Sound Card
Cambridge FPS1000 4,1

Subweoter/Speaker System

S6X EIDE CD-ROM Player

White Hydraulic ATX Mid-Tower Case w/300 Watt
Microsoft Internet Keyboard PS/2

Microsoft Intellimouse PS/2

.S, Robotics V90 SEK Voice/Fax/Modem
Microsoft Windows Millennium OS

1 -Year Toll-Free 24/7 Technical Support
with Aliencare On-Site Home Service
Personalized Technical Suppart Manual
Optimized & Configured tor High-Performance
FREE FUNC Technical Surface Pad

$1,199.00

Financing as low as: $28.00mo./60mos.

HIVE-IVIIND

AMD Thunderbird 1GHz Processor
High-Performance Heatsink/Cooling System
WVIA KT133 Chipset Motherboard

128MB SDRAM (PC-133)

Floppy Drive 1.44M8

20GB 7200APM Hard Drive Ultra ATA100
NVIDIA GeForce2 GTS™ 32MB Video Card
SoundBlaster LIVE! 30 Sound Card

Altec Lansing ACS 54 Gaming

5-Piece Subwoofer/Speaker System

Pioneer 16X./40X DVD Playar

White Hydraulic ATX Mid-Tower Case w/300 Watt
Microsait Internet Keyboard PS/2

Microsoft Intellimouse PS/2

U.S. Acbotics V.90 56K Voice/Fax/Modem
Microsoft Windows Millennium 035

1Year Toll-Free 24/7 Technical Support
with Aliencare On-Site Home Service
Personalized Technical Support Monual
Optimized & Configurad for High-Performance
FREE FUNC Technical Surface Pad

$1,699.00

Financing as low as: $38.00mo./60mos.

24/7 Tol-Free Onsite Technical Support

Be a proud owner of an Alienware machine with it's legendary performance. You can
rest assure that it will be backed up with 24/7 toll-free, onsite technical support. You
can customize it online or have an experienced member of our staff quide you in cus-
tomizing a machine for your specific needs. Alienware, the fastest system you'll ever
use. Our slogan holds true; build it as if it were your own,

custom build your dream machine at: www.alienware.com

TOLL FREE: 800-494-3382

13458 Southwest 131 Street Miami, Florida 323186

Saucer Silver

Plasma Purplo

AREAS1T: AURORA

AMD Thunderbird 1.1GHz Processor
High-Performance Heatsink/Cooling System
ViA KT133 Chipsat Motharboard

Virtual Channel 256MB SDRAM (PC.133)
Block Floppy Drive 1.44MB

40GB 7200RPM Hard Drive Ultra ATA100
NVIDIA GeForce? Ultra™ 84MB DDR Video TV-Out
Koolmaxx Video Cooling System
SoundBlaster LIVE! 3D Sound Card

Klipsch 4.1 ProMedia v.2 4.0 THX

400-Watt Subwoofer/Speaker System
Pioneer 16X/40X DVD Player

Plaswriter 12X/10%/32X CORW IDE

Black Hydraulic ATX MidTower Case w/300 Watt
Black 107-Enhanced Keyboard P5/2
Microsoft Intellimouse Explorer

LS. Robotics V90 56K Voice/Fax/Medem
Microgolt Windows Millennium OS

1 Year Toll-Free 24/7 Technical Support
with Aliencare On-Site Home Service
Persanalized Technical Support Manual
Optimized & Confiqured for High-Performance
FREE FUNC Technical Surface Pad

$2,999.00

Financing as low as: $68.00mo./60mos.

VIONITORS

17 Viewsonic Q71 .27dp £230.00
5285.00
$389.00
nic GBS .26dp $789.00
¢ PF815 .25dp 3845.00

ALIENWARE.COVI




HARDWARE

== Tech Medics

You've Got Questions, We've Got Answers

A P

by Dave Salvator

Wounded on the technological front? Our medics may be able to patch you up and get you back into the action.
Send your gaming-related technical questions to cgw_hardware@ziffdavis.com.

Me and Mouses
Jones

I have two mice, a Logitech
Trackman Marble Wheel
Mouse, and a Logitech
Cordless Mouse. The
Trackman is USB and the
Cordless is Serial/PS2. Is there
a way I can plug both of them
in and make them work?

Since one is PS/2 and the other USB, you can
run them both, and both mice will be aclive
pointing devices. Sounds like a pood test for the
ambidextrous.

Leveling Up

I have a relatively old system:
a Pentium-II 266MHz, 64MB of
RAM, an ATI Xpert 128 3D
card, and an old 440 LX moth-
erboard. I'd like to upgrade,
but what should I upgrade
first? Would more RAM be a
quick fix? A better video card?
If I do the motherboard/CPU
route, I'm considering a Duron
CPU. Would I need new RAM
as well?

Well, the problem is that when you upgrade any
one of these components, the new iron will be
held back somewhal by your existing system.
This unfortunately holds true for any one of
these components — GPU/mobo/RAM or the 30
card. And yes, you'll need new memory when
you make the move to a new CPU/mobo, since

your current memory is running at 66MHz. But,
given where you are, cven a Duron 600OMHz
would be a substantial step up. Here's a shop-
ping list. The ASUS A7V maobo, $140; Duron
600MHz GPU, $50; 128MB PG133 SORAM,
$100; Hercules Prophet 11 MX, $120. Being able
to play your games smoolhly: Priceless. Thal
comes to a little over $400 bucks for a serious
system face-lift. Another upside here is that
when you're ready to upgrade your GPU, that
mobo will run & 1.2GHz T-Bird. But if you have
to pick and choose, look at replacing your 30
card first, followed by the CPU/mobo/RAM.

Memory Tricks

I've been reading about people
tweaking their memory tim-
ings to squeeze more perfor-
mance out of their machines
before biting the upgrade
bullet. How do vou do this,
and does it really help that
much?

While your machine is powering up, hit Escape,
then F2. This takes you into the BIOS. If your
BIOS allows it, and not all do, you can tweak
three key memory-timing settings. They are
Column Address Strobe (GAS), Row Address
Strobe 1o Column Address Strobe (RAS to CAS),
and Row Address Strobe (RAS). The setting you
can tweak is the number of clock cycles to wail
while these various memory funclions operate,
belore Whe syslem tries to access memory. Set
them too low, or beyond what your memaory can
handle, and your system will become very
unstable. But properly tweaked, playing with

TECH7/P. Home Theatre Overdrive

from your Sound Blaster Live to your Dolby Digital home-

theater rig, think again. The digital output of the SB Live
puts out 2.0V, whereas the S/PDIF standard weighs in at
500mv. On top of that, the SB Live output isn't impedance

I f you're thinking about hooking up the digital output

~Loyd Case

these settings will buy you a bit of real-worll
performance — though not a huge amount, since
generally speaking, video memory is your bot-
tleneck. But every little bit helps. Usually these
three setlings are sel lo 3:3:3. Try dialing them
down 1o 3:2:2. But make sure, if you're set 10
3:3:3, that you dial the first two settings down
one at a time, and bring your system back up
ani play some games, Or, il you've gol QUAKE 3
(retail or demo), use it as a quick system test
after each change you make and see if you've
nained any speed. But if your system destabi-
lizes, undo the last latency tweak, and the
system should resume normal operation.

Ultra-Confused

I'm starting to get very con-
fused from all the changes
happening with graphics
cards these days. I'm looking
to upgrade to a GeForce 2. Is
there any difference between
the Ultra, and one without the
“Ultra”? I like being able to
game at 1600x1200.

Yes, there are several important differences,
starling with about $200. The GeForce 2 Ultra
chipset runs at a higher clock rate, both for the
chip and its memory. The Ultra runs with a core
clock of 250MHz, while the memory is run at
an effective clock of 460MHz (230MHz DDR
memory). The “standard’ GeForce 2 is clocked
at 200MHz for the core, and 333MHz (166MHz
D0R memary) for the memory. The extra horse-
power found in the Ultra will make gaming at
1600x1200 a smoother alfair.

matched to the 75 ohms of the standard. Feeding that signal
to your home-theater receiver could wreak havoc with the
circuitry in your theater rig. Hoontech (www.hoontech.com)
makes an adapter board that converts the signal properly.
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Gaming With These
Speakers Is Almost
Like Cheating

With the FourPointSurround™ FPS2000 Digital speakers, winning
is within your power. You will hear your enemy sneaking towards
you from any direction. The FourPointSurround™ FPS2000 Digital
speakers surround you with razor-sharp sound clarity,
power for the most intense gaming, and bass that will
kick you in the chest. If that's too much to handle, the
FourPointSurround™ FPS1800 or the FourPointSurround™
FPS1500 speakers deliver true-to-life surround sound

that no real gamer should be without.

You can still choose to “play by the book” -
just don’t come whining to us when you lose.
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Visit www.creative.com for more information.
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2000 Creative Technology Lud. All beand 0r||0¢fucluauae.~. listed are trademarks or registered trademarks and are FER ITAL & " ;lﬂ:ﬁ::
property of their respective halders. I you're not on the net, give us a call at 800.998.1000 for more information. ar A
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YOUR TWO BEST RECIPES FOR BUILDING THE ULTIMATE GAMING MACHINE

Monitor
KDS AV-21TF 21"
Optiquest 095

CO-ROM/DVD
Pioneer Gx SCSI DYD-3048
Pioneer DVD-1058

Hard Drive

(uantam Atlas 10k - Il
Maxtor: Diamondmax 6800+

Flight Joystick
CH F16 Combatstick USB
Logitech WingMan Extreme Digital

Action Gamepad

Interact Hammerhead FX
Gravis Gamepad USB
Gomponenl Manufacturer Price The Skinny
Case Anlec SX-830 §213 300 wralls, 8 bays, plenty of cooling
Motherboard ASUS ATV 140 Via KT-133, AGP 4%, Solid mobo
CPU AMD Athlan 1.2GHz $h30 Hail o the King, baby
Memory JB4MB of PC133 SORAM £300 (uantity has a quality all its own -
Primary Graphics Hercules Prophet Il Ultra G4MB $500 Can you say gigapixel? . laan Macl‘lne
Digk Contraller Adaptec 29160 Ultra 160 SCSI £190 Slightly faster, but also PCI 64 support
35" Floppy Drive Teac §20 You still have to have one Component Manufacturer
Hard Drive ‘Quantum Atlas 10k - 11 (Ullra SCSI) _ $850  Now at 3668 Case Anleo Genistone Case
Backup Creative DVD-RAM drive $20 5.2 gigs of backup Motherboard ASUS ATV
00-ROM/OVD Ploneer 6x SCSI DVD-3048 $170 Mew Pionesr Slot-Drive DVD o Athlon 900 wicooling fan
Monitor KOS AV-21TF 21" §700 Trinitron tube, perfectly flat, beautiful color Memary 120MB PC133 SDRAM
Primary Audio Sound Blaster Live ¥-Gamer 5.1 $99 Your sonic warld in 5.1, four- or two-channel Disk Contraller Buill-in UNMA/33
Speakers Klipsch PraMedia V.2-400 $250 Loud, clean, uncolored, and kickin® Primary Graphics Guillemot Proghet 1| 3218 DDR
Netwaorking 3C0OM Etherlink 107100 PCI 840 Reach out and frag someong Floppy Drive Teac
Networking Hub Netgear DS108 835 Multiplayer & DSL modem support : Hard Drive Maxtor Diamondmax 6800 Plus 20468 dri
Heyhoard Microsolt Natural Keyboard Pro 50 Natural in, Newtouch out CO-ROM/DVD Pioneer DV0-1055
Mouse/ Pointing Device Logitech MouseMan Optical $19 It just feels better Monitor Dpliquest 035
USB Hub Primary Audio Sound Blaster Yalue
g ; v/o Gama Controllers Speakers Boslon Acoustics BA-G35
i LAt Made
Flight Joystick 865 Onboard throttle, It just feels right Euzu‘;r ” i:r?;g:ﬁ :ﬁ;i:ltl :‘; 2';: I:‘EIT"ML‘“
Rudder Pedals CH Pra Pedals USB $100 Nearly perfect foot placement Mouse/ Pointing Device _ Logitech USB Wheel HMouse
Joystick Logitech WingMan Extreme Digital

The Fine Print; Al recommendatians based an actual evaluations and testing. Prices listed are average low quoles from Web price search —

engjines like www I COM 0F WWW.Iri teh.com. Ligts compiled by Dave Salator.




WHICH

B DIEARD

Choosing the
right 3D
card
depends on
your CPU and
your mother-
board, so we
have two recommen-
dations for you:
For a Pentium 233MHz or slower, or a PCI
motherboard (no AGP), or a motherhoard-down

AGP graphics chip with no AGP slot, get 3dfx's
Voodoo 5 5500 PCI board ($280). The V5 5500 delivers
solid performance and has very good full-screen anti-
aliasing (FSAA) compatibility. And, when you swap in a
new motherboard/CPU, you can migrate the Voodoo 5
board to the new setup and use it there until you
decide to get an AGP-based 3D card.

For motherboards with AGP, we recommend Hercules'
30 Prophet Il Ultra, based on nVidia’s BeForce 2 6TS
Ultra chipset. With 64MB of DDR SDRAM, this board
will blast games at 1600x1200 - If your monitor can
handle it. If $500 is too steep, look at Hercules' 30
Prophet 11, using the GeForce 2 BTS chipset; the 32MB
version comes in at just under $300.

GIVING RAMBUS
THE BOOT...

t hasn't been a banner year for Intel, First, they
shipped a faulty Camino chipset (dubbed Camino-gats),
which was part of the 820 chipset. Then, there was a
defect in Intel’s 1.13GHz Pentium-11l CPU, Most recently,
an 850 chipset prohlem forced Intel to hold up shipments
of Pentium-4. Intel has announced that It's phasing RAM-
BUS out next year. And there has been mounting evidence
that RAMBUS doesn’t outperform PG133 SDRAM in con-
sumer application performance, Including 3D games.
Following my tests (see story on page 160], I've
decided to replace RAMBUS in the Power Rig with the
same motherboard I've recommended for the Lean
Machine: ASUS' A7V. The Power Rig now has 3B84MB
of PC133 SDRAM for
ahout the price of
256MB of RDRAM.
Intel-hased
systems using that
company's 820e and
815e chipsets are
still very solld per-
formers, and of the
two, the 815e is your
better option, since
you don't incur the
extra cost of RAM-
BUS. But AMD has
now jumped out
200MHz ahead of
Intel in the clock-
speed war, and
unlike Intel's high-
speed partis, Athlons
are quite readlly
available.

SHOULD I BUY?

The Sklnny

lon matherhoard

Screamin’ GeForce 2 GTS card
Still gotta have it

RLP. Aureal
Good highs for bottom dollar

Solid performance, good price

Cheap, nice add-on bullons

Better than the “gaming” mouse
Very solid 30 joystick wilh USB

Total $1,729

AD.J USTABLE FOR LEFT-AND
RlGHT—HANDERs

e~

SMOOTH LEVER THROTTLE,
S BUTTONS, TRIGGER,
8-waY HAT swWITCH & 3D TwisT!

INTUITIVE SET-UP USING SAITEK'S
POWERFUL SGE SOFTWARE i
o

- TOTALLY ADJUSTABLE TO e
CUSTOM FIT ANY HAND SIZE ..

THE NEwW STANDARD IN
PRECISION HANDLING.

AVAILABLE NOW AT: BABBAGES, BEsT Bur,
ComMP USA, ELECTRONICS BouTiIQUE, FRED
MEYER, FRY'S ELECTRONICS, MUSICLAND,
WizARDS OF THE COAST, AND OTHER

MAJOR RETAILERS.
nHengy, :

COMPATIBLE WITH:

MAC OS ©

WINDOWS® 98
AND HIGHER

www.saitekusa.com
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KDS Avitron AV-185-TF

KDS AVITRON Av-195-TF

Price: 17-Inch, $230; 18-inch, $410; 21-inch, $T10
(street prices).

Manufacturer: KDS
Contact: www.kdsusa.com

KUS has heen known as a maker of

competent, fairly unremarkahle moni-
tors. That story has changed with the
arrival of their Avitron ling of monitors, which
come in 17", 19", and 21" All three are pow-
ered by a Sony Trinitron tube,
and deliver stellar image
quality with beautiful color
saturation and hue; and KDS'
onscreen display (OSD) con-
trols are easy to navigate, The
kicker: They're priced to move.
Al press time, the 17" version
had a street price of $230, which

~ for its image quality — is a hell of a deal.
We ran the Avitron through standard video

test patterns that

test contrast ’ 9

ralio, conver- ﬁ ﬁ ﬂ ﬁ ﬁ

gence, focus,

and color. It tested well, the only wart being the

two very thin horizontal lines that are typically

seen on Trinitron tubes. But they weren't notice-

able during a tear through UNREAL
TOURNAMENT, and the color definition was
gorgeous on all of our 1024x768 test photos.

Another cool feature on the 18" and 217
models is the auto-calibration, which automati-
cally adjusts your image's position and size
after a resolution change. This feature is found
on other monitors, but hasn't worked well. On
the Avitron, it did,

Given their image quality (and price), you'd
be doing your eyes a favor to get one of these
Avitrons. Get one before the KDS accountants
came to their senses. —Dave Salvalor

SideWinder Force Feedback 2

Product pholos by
Hayden Houser/DIGITAL GLARITY

SIDEWINDER
FORCE FEEDBACK 2

Requirements: Windows 8x, Windows 2000, DirectX 7.0.
Price: $100

Manufacturer; Microsoft
Contact: www.microsoftcom/hardware

widespread adoption. The problems: They

were big, expensive, and required a massive
power brick. On top of that, not many games sup-
ported them.

Microsoft aims to change all that with their new

SideWinder Force Feedback 2.
Coming in at $100, it's still a high-
end slick, bul considerably cheaper
than the original. It doesn’t need a
power brick, either — the power cord
plugs directly into the base of the
unit. Finally, it's more compact and
better balanced. | was able to hold the
whole affair comfortably in my lap while
playing CRIMSON
SKIES and
MECHWARRIOR 3,
just like a normal joystick. The throttle is now a more
traditional lever, much to my preference. The buttons
themselves have embossed numbers - you no
longer have to stab randomly to determine which
button is 3 or 4.

The SideWinder's new software is much
improved, particularly the interface for remapping the
buttons. Assigning keystroke combinations to indi-
vidual buttons is pretty easy now, and the entire
interface is integrated into the joystick control panel;
you don't have to run a separate program.

In the end, this refined evolution of the force
feedback stick is more affordable and simply works
better. -Loyd Case

F orce feedhack controllers never achieved

Klipsch ProMedia 2.1 Speakers

KLIPSGH PROMEDIA
2.1 SPEAKERS

Price: $200
Manufacturer: Klipsch
Conlact: www.klipsch.com

Tipsch ProMedia U.2-300 speakers

mmugllt a new level of amplification to

C audio, as in 400 watts RMS of THX-
certified power. What did Klipsch do for an
encore? Took their great 4.1 speaker system
and brought out a 2.1 version with 200 walts
of THX-certified power. The ProMedia 2.1s
resemble the 4.1s in many ways, including
huge tracts of clean sound and thorax-rattling
low-end response. But at $200, with half the
amplifier, these ProMedias aren't the insanely
great deal that the ProMedia 4.1s are at $250.

The 2.1s arrive
PARARARAE

with a 200-watt
B.AS.H. amplifi-

er, which is split 50 walts per satellite, and 100
watts for the subwoofer. Audio runs serious
bass through these things, and the subwoolfer
pushes so much air it almost seems like a fan.
As an added feature, the ProMedia 2.1s now
have a line-level input on the right satellite,
where you can connect a DiscMan or MP3
player. But there's only a tone control for the
subwoofer, and given these speakers' bass-ish
tendencies, a control to dial up treble frequen-
cies would be useful.

As for the overall sound, the 2.1s are great;
bath audio CDs and games are loud and clear,
though they can be boomy unless you dial the
subwoofer back. But if you close your eyes, you
could almost swear you were listening to high-
end stereo speakers for your living room.

If you're considering Klipsch, you'd do well to
spend the extra $50 bucks and get the 4.1 rig,
-Dave Salvatore
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Baldur’s Gate II: Shadows Of Amn

Outmagic Merlin with this handy spell guide by Thierry Nguyen

NASTY NISHRUU When the enemy sum-
mons nishruu, hit the nishruu fast to protect
your mages from losing spells and items.

BALLISTIC MAGIC MISSILE
A Minor Sequencer firing two
Magic Missiles translates into
ten projectiles, flinging them-
selves toward your target all
at once.

SATANIC SMAUG If you need
some extra [irepower, use
elementals. If the situation
looks dire, and you have the

protection, it's time to use Gate.

o I &1,

he mages in BALDUR'S GATE
TII may be mad, but they're not
stupid.

BG2 mages play by a whole new set
of rules. They know all the loopholes,
and they're schooled in devious tricks
to shatter your body and ego. Luckily,
thraugh many deaths
of my own, I've fig-
ured out a few of
their wily tactics and
imparl them here, if
only to save you the
grief of seeing some
wimp-in-a-robe dis-
integrate you for the
umpteenth time.

First things first:
Go to your gameplay
options, then to
“auto-pause” and
then check the
option for “End of
turn  While  you
could easily get
away without doing
this in both the origi-
nal BALDUR'S GATE
and even ICEWIND
DALE, this 18
absolutely essential
in BG2. This option
allows for maximum
efficiency, because
if you interrupt a
character during a

round, you're resetting his or her inter-
nal clock, which results in losing pre-
cious time. Since every spell can be
cast within a round, you can be
absolutely sure you're not interrupting
or mucking with the timing of your own
spellcasting, just by waiting for the
round to be over. Sure, the battles
become even more turn-based, bul the
ability to efficiently cast your spells —
rather than to haphazardly click around
and accidentally interrupt your own
casting — is worth it,

Once More Unto the Breach

Mages are no longer content to sit
back and cast Fireball at you. They see
you, and moments later, elaborate sets
of spheres and shields are created
before they even think about doing any-
thing to you. You just have to learn how
to peel away those defenses to show
those mages who's boss.

Before you attempt to dispel
the defenses, you'll want to make sure
you can see them in the first place.
Cast your highest level “invisibility dis-
ruptor” (True Sight, Oracle, etc.), just to
make sure you can actually target the
mages when il comes time to shatter
their defenses.

Follow that with a generalized spell-
protection-disabler. These are spells
ranging from Secret Word to Pierce
Magic, or Khelben's Warding Whip.
These will insure thal any anti-spell
globes or spheres
are broken, and in
some cases, will
lower the target's
magic  resislance.
When casting Level-
Seven spells, | pre-
fer to use Khelben's
Warding Whip, since
it will continue to
peel away at other
spell  protections
after impact (instead




SHIELDS UP! This is how most battles FIRE-AND-FORGET Here's a cheap trick: MAGIC IN THE STREETS If you're in

start. Hit your target with Breach, then  Scout out an area, then move back and cast a  Athlatka, you may want to bribe a Council
let your fighters thwack away.

Fireball or two into the “fog of war." Be even  Of Six official into giving you a magic
cheaper by casting Cloudkill instead. license. Visit the main government build-
ing, and prepare to pay 5000 gold.

of only laking out one), making your target
even more vulnerable.

Finally, cast Breach itself. Just about any
mage you recruit will invariably be able to
cast Level-Five spells, so have him or her
scribe Breach into their spellbooks ASAP,
Breach literally tears through any spell with
the word “Protection” in the fitle.
Additionally, it even punches through and
breaks effects like Absolute Immunity or
Stoneskin. Whatever measure of protection
the mage had will be shattered by the time
you've breached them. Follow all that with
some Lower Resistances, and you'll soon
have a mage vuinerable to both physical
weaponry and magical spells.

Have at least one mage dedicated to mem-
orizing all of these protection-disabling
spells, and for backup purposes, have the
other mage memorize a Breach or two. With
proper coordination and timing, one mage
could concentrate on shaltering defenses,
and the other mage could immediately follow
up with offensive spells to prevent the enemy
from recasting their prolections.

A Shower of Sequences
Done properly, you can be just like those
other mages who somehow set up elab-
orate defenses, or seem to cast a few
spells way oo fast. Take the time to fid-
dle with spells like Minor Sequencer,
Spell Sequencer, and Spell Trigger.

For each of these spells, one basic
rule is in effect: Any two or three spells
within a certain level range are cast
simultaneously. That means that in the
time it takes to cast one Magic Missile,
you can have three spells going on at
the same time. Minor Sequencer can be
used for a basic two-for-one Magic
Missile combo, or to make your mage

BREACHIN' IN THE RAIN Whether
you're fighting mages in chapter
two or seven, they will all falter
beneath a mage who specializes in
breaching their defenses.

hard to hit via Mirror Image and Blur together,

Spell Sequencer gets even better, since
you can string three spells logether, as long
as they're level-four or lower. You can do
an inslant-protection  sequence  with
Stoneskin and both Fireshields at once, or
rain down death with three castings of Melf's
Minute Meteors.

Spell Trigger lets you cast three spells that
are level-six or lower. Use this to create an
instant spell-defense-shattering kit, with True
Seeing, Pierce Magic, and Breach strung
together. Or flood the room with three cast-
ings of Chain Lightning. An unshielded — but
highly magic-resistant — enemy can be weak-
ened by slamming it with three Lower
Resistances in a row, making it ripe for a
thrashing via Magic Missile.

These are just a few examples of the devi-
ous things you can pull off with the proper
sequences. Experiment with other combina-
tions, and you'll see for yourself just how
powerful mages are.

Group Hug

When you know you're about to have a
major encounter (such as, oh, seeing a
dragon al the other side of the cave, or notic-

ing the giant sarcophagus), you should be
prepared lo protect the group. Make sure to
cast the following spells before a major
encounter, and you should have a significant-
ly easier time winning the battle.

Haste: Everyone gets hopped up and
ready to inflict pain. )

Defensive Harmony: Everyone gets a
free AC boost, which always helps.

Bless and Chant: These raise your various
attack and saving throws, while lowering the
enemy's own attack and saving throws, Let
them stack on top of each other. even though
they're very similar.

Protection From Evil 10' Radius: Gives
a nice, immediate knockdown to any enemy
creatures. It's also useful for those times
when you feel like conjuring any sort
of Demon.

Court Summons

When il comes to summoning, leave if
mostly up to the priest or druid in the group -
their elementals don't require the “taming
period” that mages have. For mages, opt to
summon either nishruus or hakeashars, most-
ly because those are anti-mage creatures.
Conversely, target nishruu first, so that they
don't cripple your mages.

Priests can summon animals and
undead to serve as pure cannon fod-
der and to save their elementals for
serious, actual hitting power. Druids,
in parlicular, get Call Woodland
Being, which is extremely useful
because you essentially get anaother
free healer. Also, at high levels, the
clerics can pull off a casting of Gate
{be sure ta cast Protection From Evil
10" Radius first); then let the resul-
tant pit fiend tear its way through
your opposition.

Next month, I'll focus on strategies
against certain kinds of enemies
(think mind-flayers or liches). ({4
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Unreal Tournament:

Game Of The Year Edition

hether you're just joining the ranks of UT gamers via time putting these maps through their paces to find out what
this new edition, or you've snagged these maps online makes the best ones work, and how you can use their features
and are trying them out, look here first. | spent some to your advantage.

Cybraosis Il

WM The intricate layout alone of Cybrosis 11 would make it a strong DM map, but a few unusual touches

make it one of the best. Almost every place someone might be tempted 1o camp has a blind spok. The most

templing trap is the “Danger” switch, which triggers & matrix of beams that cause instant death; the bait is

the Quad damage in the killing 2one, One odd thing you might notice is that the real lrap is the switch itself,

which even seasoned players seem to linger at longer than they should. Approached fram the glass tunnel, this

area makes a prime hunting ground'for players lempted by either Lhe quad damage or the switch itsell. Do

yourself & favor and forget about the death beams. ¢

< : W The real threat is to those who would linger at the switch
hoping to vaporize an enemy, rather than watch their own backs.

Facing Worlds Il

BN [noxx designed this sequel to his landmark UT level as a sniper's paradise. Each fower is loaded with
sniper rifles and sniper nests. On the main level there are two saiper rifles, a pulse gun, and racket launcher, as
well as twa medkils, armor, and a shield belt. On the upper level, there is another sniper rifle and a pair of jump
boots. The design of this upper tawer is perfectly matched to the items. One of the high walls is shorter than the
others, and reachable with the jump bools. The highest point on the map is then a short jump away. In this perch,
a sniper has total dominance of the no man's land and the other sniper nests. Snipers in this spot are unexpected,
and can po undetested for a long time, racking up those mighly *heeeasad-shoooots™)
W See those red lights on the top of the opposing tower?
That's where the sniper needs to go.

EEE An oddly-neglected map on the servers, Noxlon 18 only really comes o fife with large numbers of play-
ers. It also rewards good team tactics in CTF more than most maps. This is due lo a three-tiered no-man's land,
spanned by wooden planks and flanked by sniger nests, A four-person defense in this kill zone can effectively
slow (and a six-person defense can utterly stop) an opposing team from accessing the flag. A player on the
top-most planks wilh a rocket launcher can sweep {he center area clean, while snipers in the nests can provide
additional stopping power. Effective awnership of this zone is awnership of the map.

W Spray the area with rockets from above, and stash othex
teammates in the sniper nests to dominate Noxion 16.

EEE Attempts to dominate the healpod Itself are bound to fail. A glowing green oylinder at the center of the
map, the pod heals you s long as you stand in it, but if someane walks over one of the numerous switches, it
means instant death to whomever is in the pod, The temptation Is to wait for someane {0 enter the pod and lhen
to jump on the switch, but the odd fiming and short duration of the killing mode mean too much time is spent wait-
Ing and too little time spent hunting. Forget about this trap: It's anly there o preveit camping and is useless for
racking up kills. Use the healpod sparingly, quickly, and only after a recon of the swilches. Of course, peaple still
flock to it like flies to light, so the upper levels are prime stalking grounds and good locations fo rack up kills.

W Sure, it's fun to slam down the healpod trap on an unsuspecting camper,
but it's a pointless kill, and wastes time better spent on the move.
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Experience The Next Generation of Award-Winning Voice Control

No more fumbling with hard to remember keystrokes. The original Game Voice commands with no training
Commander, released in 1998, won numerous awards for bringing the power Put the power of speaker independent voice control to work
of voice control to games including "Editor's Choice" from PC Gamer, immediately without tedious vaice training.
Computer Gaming World and CNET Gamecenter., Now, Game Commander 2 g .
breaks new ground.with lightning fast command response and even more o Customizable audible feedback
control over your games. You can even run Game Commander 2 along with Assign your own sounds and recorded speech to hear your
popular voice chat programs such as TeamSound™, Roger Wilco™, and comrr!and_s being acknowledged and enhance the gaming
BattleCom™. And it works as hard as it plays. Take command of Windows: SHpeticnce.
95, 98, Me and 2000 applications tao. . Global commands

o Common commands are available across all Windows

applications.

o Automatic command file loading
The right commands are always ready as soon as you need
them. No heed to fuss with files while you work and play. Or
lock one in place and use it everywhere.

Game Commander 2
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Powerful command editing .

The Game Commander Studio gives you full access Kok [Shitl Adjustable actions
to all your commands and supports cut, copy and [+ Duration Fine tune any keystroke or action for
paste operations to make editing a snap.  Dalua 8l maximum control!
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SR Multi-channel auto fire

Say a command and have it repeated continuously until you
tell it to stop. Issue more commands while auto fire runs,
Including more auto fire commands!

Vowce gt

5 Sournds o onlm] No veice training required
R e Just type in what you want to say and you're ready.

| Massive macro capabilities
S - Unleash up to 256 keystrokes per voice command.
Aghiond lo send kst

Easy keystroke entry
Just press the key as you would in the game. Many special
Windows keys and combinations are also supported.

Extended actions
= | _ Configurable delay, key up, and key down actions, and step
—— . a1 I8 sequencing add more control capabilities than ever before.
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Works with many voice chat programs

Jse push-to-talk to switch between Game Available voice tfé'iining Free Trla| Download

“ammander and popular voice chat programs For special cases,:strong accents or 'gamecommander'com

Windows 9x & Me only). Or use push-to-talk alone ncn-Eng:lsh commands, voice training
o enable command recognition. takes only three uttera!:l_ces.

Punhicdalk,

1 L — | Cheh the Sl buthon 1 begn biseing i Sontage Interactive
kol [Fiz Cleas | S = t:: 7 i ndivjsiangof Mindmaker, Inc. w
Activaion rode | 8 == 224 Airport Parkway, Suite 550
: 1:mwm::f:-.-n -fcagtrﬂdu.::l o misEe H San Jose, CA 95110 USA Windows
S ris et L | el 93,0 e
CTeRI S Fax: 408-467-9202 2000

Help I or, I Cancel

gcsales@gamecommander.com

Byrght ©) 2000 Sontage Interactive, a divaion of Mmdmaker, Inc. All Rights Reserved. Game Commander, the Game Commander kgo, Sontage, and Mindmaker are ks of Mindmaker, Inc. Al ather trademarks are the properties of their respective omners.
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Homeworld: Gataclysm

EEE A good tactic with Isaches is to use them as a distraction against Beast-
heavy cruisers. The Beast can research heavy cruisers and put them into action
long before the Somtaaw can answer with dreadnouahts, and a good Beast
player will use this to his/her advantage, pressing the Somtaaw’s mothership &
with heavy cruisers early in the game. Fortunately, a Somtaaw mothership is
faster than a heavy cruiser; once its engines are upgraded, it can flee, Guard
your mothership with a destroyer or two, as well as a sentinel shield, and as
you run away from the heavy cruisers, produce a stream of leeches with which
‘to harass them. The heavy cruisers will have to stop attacking in order to
remove the leeches; at this point, you can attack with your destroyers, and pull  for wiling a touple of good 1igs 07 HOHEWORLD: CATACLYSH,
them back into the mothership’s defense screens when they begin to take  wa'm giring Mark & copy of 06§ OF WAB, a STARFLEET COMMAND
damage. This will give you enough time to finish researching and building 2 pin, and & SAMITY: AIKEN'S ARTIFACT shirt. Enjoy!
dreadnoughts. Once you have two or three dreadnoughts, a Beast fleet won't

e ]

stand a chance. -Mark Laramore

Metal Gear Solid

EEN Here're a few hints for the tougher
areas of the game. First, when you're
being tortured by Revolver Ocelot, the
easiest way to resist is to use the key-
board. We recommend configuring your
keys so that your space bar regains your
strength. It's the easiest key to smark
repeatedly, and using it will help insure
that you save Meryl. The kevboard will
also come in handy when you're fighting
Psycho Mantis. If you've been using a
gamepad to play up to this point, you'll
need to ditch it in favor of the kevboard.
Mantis can predict your movements if
you're using a gameoad, but if you use
the keyboard, he's vulnerahle. Finally,
keep an eye out for cardboard boxes.
You can use them to warp around the
Alaskan warhead-disposal complex.
Simply hop into a truck and hide in your
box. A guard will come by and drive you
and the truck to wherever the box
is addressed.

Multi-Squad Tactics

Sure, a gigantic mass of ships in Claw formation is a mighty punch, but con-
sider breaking your strike fleets into two or even three smaller groups. In any
large battle, you will have major targets that require concentrated fire, as well
as the smaller, faster defenders of those targets. By allowing one squad to
focus fire on the large targets, you can let a second or even third squad
maneuver and defend them.

Get the Bactine! Dealing With Infection

Beast infection raises the stakes considerably in CATACLYSM. You must
learn to deal with it effectively and to incorporate these considerations into
all attacks against the Beast. There is some advance notice when your ships
are being infected. If you can select the individual units (not the whole
squadron), you can often scuttle these ships before you lose control of them.
This prevents the Beast from gaining their tech and from adding another ship
to their roster.

One important fact to remember is that the infection beam needs time to
recharge. A good way to use this to your advantage is to stay just out of range.
Send a cheap, easily-infected ship (such as a Recon) towards the Beast cap
ship. The beam will fire at the decoy, and if you time it right, you can scuttle
the decoy before
the full infection
takes hold. This
gives you a window
of opportunity to
strike hard against
the ship carrying the
infection beam,

Finally, don't ever
use a ship that will
touch a Beast ship,
such as the ram, the
worker, or the leech,




Grimson Skies

Highlight the microphone
on the left side of the main
menu in the campaign.
Press the right mouse
button, then type “idaho)’ A
new droprdown menu that
allows any level to be

ected will appear at the
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GAMER’S EDGE

HEE While playing a game, press [Enter], then
type one of the following codes to activate the
corresponding cheat function:

RESULT
1000 food..

CHEAT CODE

cheese steak jimmy's

wmesnnt0DIN hood

s OCK O

1000 wood wlumberjack

Cobra car......how do you turn this on

Control nature ..........natural wonders

Destroy all opponents........nlack death

Fast building . wsmini@E Q1S
“Flying dogs......

lcewind Dale

BEE You'll need to have patched your copy to version 1.05. You'll
also need to edit a text file; create a backup copy just to be safe.
Use a text editor to edit the “icewind.ini” file in the game direc-
tory. Add the line "Cheals=1" anywhere under the “[Game
Options]” section.

atar Trek Voyager: Elite Force

HEN Press ~ to display the console, then enter one of
the following codes to activate the corresponding cheat
function. Cheats cannot be enabled in multiplayer
mode.

Toggle God mode
All weapons ..
999 health and armor

S— o 11
ive weapons
wanalindying

NO clipping cuccsisnsessssesensersnsessaresas SRTSORRPRNON | 1o 1+ [
[ T 1T 1 O —— s NOtarget

Third-person view enabled ...,
Third-person view disabled .
Hidden level

«cg_thirdperson 1
g_thirdperson 0

- Full map ..

- Instant victory ..

. Little monkey..furious the mankey hoy
No fog of War ...commseemmnapolo

Start the game and press [Ctrl]+([Tab] to display the console win-
dow. Type “CHEATERSDOPROSPER:EnableCheatKeys()" to
enable cheat mode, Then, enter one of the following codes while
playing a game to activate the corresponding cheat function.

Move selected characters to pointer position ..., Ctrl +)
Heal or resurrect the selected

character or portrait ...... ..Ctrl + R
Kill selected monster or NPC with n0 EXP ..cceceenvenncnnns Ctrl + Y
Display trigger polygons (Shows traps) ... Ctrl + 4

ADDITIONAL CHEATS
You can also bring up the console again ([Ctrl]+([Tab]) and type in
one of these additional codes:

Full map .oeemnannsenes CHEATERSDOPROSPER:ExploreAreal()
Teleport party to pointer........ CHEATERSDOPROSPER:Hans()
Give selected characters indicated EXP ..oomocessensmmssmennes
.................. CHEATERSDOPROSPER:SetCurrentXP([number])
Add indicated gold to party total

............................ CHEATERSDOPROSPER:AddGold([number])
Add § healing potions, 5 antidotes, and 1 scroll of Stone To Flesh
CHEATERSDOPROSPER:FirstAid()

m .......... ¥ e 2 POMIBUTED FAGAIGIE u.lnmnm
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MULTIPLAYER

| BY THOMAS L. MCDONALD cgwletters@ziffdavis.com |

EVERGUEST PLAYER-BANNING RAISES
SERIOUS ROLE-PLAYING QUESTIONS

sively multiplayer online games, primarily because it's a

clear case of a company defining limits on a realm they
actively hype as “unlimited.” Online role-playing games only
succeed thanks to the creativity of the gamers, with the game
itself being merely a tool to stimulate interaction. Sometimes,
players cross the line in the name of “creativity” and ruin the
experience for others with various forms of harassment.
Considering the size and scope of games like ULTIMA ONLINE,
EVERQUEST, and ASHERON'S CALL, these instances are surpns-
mgly rare, but always controversial.

Two cases of player-banning stand in sharp contrast to each
other, The first is an older story concerning the MDK (Murder
Death Kill) guild, banned from ULTIMA ONLINE earlier this year.
This guild was dedicated to heing disruptive, and they preyed
on a player named Angel Storm who wasn't going to put up
with it. They had a little macro that displayed "Ass Rape” on
the screen as they stood over corpses, and would take pictures
of these screens and post them to their Web site. So not only
were they hunting other players, they were being crass dill-
weeds about it. Origin got fed up, and banned the entire guild,
proving that if you're a jerk long enough, someone will simply
pull the plug.

P layer-banning is an extremely controversial issue in mas-

The Mystere Controversy

On the other side of this issue is a more recent case of
player-banning, this one from EVERQUEST. A gamer named
Mystere, whose character is a dark elf, posted a story to an
unofficial message board. Though it was a very graphic tale of
torture, the story was complelely in character and in the tone
of the game. Remember: This is a gameworld sprinkled with
dismembhered corpses and heads on pikes. The story was
clearly fictional and not a threat—implied or direct—to another
gamer. It was not on a Sony or Verant board. Verant was
alerted to the story by a hysterical parent, who saw it and
began to madly contact parental boardwatch sites and services
to get EVERQUEST sites flagged for pornographic content.
Verant may indeed have found the content offensive, but more-
over, they saw looming bad PR and decided to make a point.

l"lll CPAMDBUTID CAMINE WNGIN & raw Aasmpennt AR IIHIIIII

I was unable to reach Mystere (all emails bounced), but I
was able Lo read the story in question before it vanished from
the hoards. It was a Sadean account of torture written in-char-
acter, and seemed perfectly in keeping with the EVERQUEST
gameworld. Yes, it was explicit, not to mention rather over-
wrought and pretty poorly written. But it was merely the tex-
tual equivalent of all those corpses seen in the game. Why is it
fine when sprites are shown cutting each other to pieces, but
when someone writes a story that describes the same thing, it
suddenly becomes verboten?

Of course, any company has the right to ban whomever they
want, whenever they want to. It's right there in the EULA you
don't bother to read in your rush to click the "I Accept These
Terms” button and get to playing the game. In the case of
Sony/Verant, they clearly had visions of a nightly news story
ahbout some teen stalking and killing another with the incident
used as proof of intent.

In a hizarre twist of anti-logic, however, General Counsel for
Sony Online Entertainment Andrew S. Zaffron claimed that the
player-banning was actually in response to the author's use of
“our intellectual property—without license—to create what the
law calls a ‘derivative work."" This must mean that all writers
of EQ fan-fiction (which Verant encourages, by the way) can
expect a cease-and-desist letter.

Smedley Speaks

“The simple fact," observed Verant CEQ John Smedley in a
statement to the press, “Is that it's easy for folks to point at
that story, point at EVERQUEST and link the two. It becomes
our business, hecause it threatens our business by making us
a huge target for all the folks out there that think we all are all
a bunch of violent video-game players. This just gives them
fuel for the fire."

While acknowledging that they handled the situation hadly
and apologizing for that, Smedley makes it abundantly clear
that it was handled in that manner for PR reasons. He seems
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THERE GOES THE NEIGHBORHOOD...

aegaNet Going
atrong

BWE The barbarians are at the gates. Or, in this case, it's the
console gamers.

Now don't get me wrong. | am a console gamer. | love my Dreamcast
and will gladly marry it once Vermont gets around to legalizing every
conceivable form of marriage. However, cansole gamers and PC gamers
are oil and water, and Sega Is about to try to get them to mix.

SegaNet launched this past September to bring select Dreamcast
games to the Internet, with their awe-inspiring NFL2K1 as the flagship
praduct, Considering that the DC unit only packs a measly 56.6K modem,
they've actually done quite a nice job with resolving latency Issues. Sure,
the launch got off to a rocky start with disconnects and the usual slug-
gish responses, but the kinks are getting hammered out pretty quickly,
paving the way for QUAKE 3 ARENA and UNREAL TOURNAMENT multiplayer
support via Dreamcast.

That thought must send shivers down the spines of the hardcore PC
gamers who populate the game servers, as they imagine rampaging
hordes of 13-year-old console doodz joining sessions from their living
room. Rest easy, fraggers: There is no chance that PC-to-console gaming
will happen any time soon. As of now, there is really no way to work out
the complex latency and connectivity issues that would enable someone
on a Dreamcast unit to challenge someone on a PC.

However, cross-platform gaming is being worked on In some very dark
and dank cubbyholes, and Sega has placed itself at the crossroats with
SegaNet. This online service Is not only the sole portal for Dreamcast
gamers to hook up, hut they also launched as a full ISP and have now
rolled out PC servers for titles like QUAKE 3 ARENA, UT, AGE OF EMPIRES,
KINGPIN, and MOTOCROSS MADNESS. As for speed and stahility, the PC
servers are aboul comparable to the Heat.net service (which is pretty
much exactly like MPlayer) hecause, well, it is Heat.net. Sega
folded Heat into SegaNet and is bringing
Heat’s original RTS/conquest game 10SIX to
the service for a free trial period with all
new accounts. This might give the deeply
flawed but still-promising 108IX some of the
attention it's heen sorely lacking.

Sega is angling hard to be all things to all
gamers, and aren't doing too shabby a job.
Their console support is working out better
than expected. Their PC support is fine, but
without the hooks needed to lure peaple
away from the other services. Reports on the
ISP show that it performs well. With an
exclusive title or two and a better version of
sands, while lazy par- 10SIX to anchor the service, it might become
ents are found on | S : another Zone or Mplayer. That's certainly
every block. 108IX New life an Segabet? their hope.
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EL’ERGU[SI You're in our world, now.

like a reasonable guy and was quick to try to mend
fences with the community, but he's also unapolo-
getic and remains vague about setting clear stan-
dards for behavior outside the actual game.

He understands what he calls the “big question:
“Where's the line? And what right do we have to
draw it outside the game? The answer is complicat-
ed and extremely subjective, so I'll just have to be
honest and say we'll know it when it's over the line.
We're going to discuss it in the upcoming few weeks
and see if we can make it more clear, but [ can't
honestly say if we'll gel anywhere, because none of
us wants to stop people from writing awesome fan-
fiction about EQ. But we aren't going to be looking
at every fan site and becoming the Thought Police.
We have neither the time nor the inclination to do
that. However, we need to protect EVERQUEST'S
good image as best
we can."”

Protect it from
whom? The people
who enjoy it and make
it work, such as
Mystere? It seems to
me that Smedley
should be protecting it
from the people who
want to bring it down.
Verant is fighting the
wrong enemy, but
then RPGers only
number in the thou-




SHEADVENTURE

| BY AUDREY WELLS gemedame@gddomain.com |

They’re...Alive! ALIVE!

THE TRUTH IS, ADVENTURE GAMES WERE NEVER DEAD TO BEGIN WITH

Whu says the adventure genre is dead? You can just obliterate that clichéd phrase from your mind. In spite of the mainstream gaming media

consistently bemoaning the death of adventure games, the genre is actually bustling with life. With this fact in mind, | recently wrote to U6
to criticize their latest “adventures are dead” shtick — only to be offered a column in return. As a result, you are now the privileged reader of
the brand-new Inside Adventure Gaming page. See where complaining gets you?

I thought the best way to start my first column was to debunk the myth, and then to prattle on ahout all the new adventure games coming from
developers around the world. This new group of games, along with a few older gems, makes for a nice, diverse range to suit the tastes of all breeds
of adventure gamers — whether you're a diehard third-person gamer, first-person gamer, or somewhere in between. Whether you're buying for your-
self or someone else this holiday season, these games are a surefire way to satisfy all adventure game cravings.

A Fantastic Journey

THE LONGEST JOURNEY's designer Ragnar
Torncuist and his team at Funcom have produced
an absolute masterpiece of adventure gaming,
about the caliber of a Jane Jensen or Tim Schafer
game. Over a span of thirteen chapters, THE
LONGEST JOURNEY tells an inspiring tale of an eigh-
teen-year-old girl named April Ryan and her quest
to unravel the questions surrounding her own des-
tiny and two breathtaking parallel worlds of magic
and science. The game features spectacular visuals,
a beautiful musical score, and one of the best sto-
ries I have seen, played, or heard in a long time. It
is certainly a must for any self-respecting adventure
gamer—it's one of those treasured games thal [inds
a privileged spot on your shelf to be remembered
and replayed for all time. See the full review else-
where in this issue.

For more information. www.longestjourney.com

Wanna Be a Shadow Hunter?

Jane Jensen's award-winning GABRIEL KNIGHT series is one of
the greatest adventure game series of all time, beginning with the
2D animated SINS OF THE FATHERS in 1993 and the full-motion
video THE BEAST WITHIN two years later. In 1999, a third master-
piece was added to the collection, BLOOD OF THE SACRED, BLOOD
OF THE DAMNED—this time in 3D. It is an exciting tale of ntrigue,
conspiracy, and ancient secrets that begins when good ol' Gabe
travels to France on assignment as Schattenjéger, or Shadow
Hunter. Over the course of the game, the dynamic duo of Gabriel
and Grace (Gabe's assistant) begins to uncover and unravel the
sinister plot and mind-boggling enigmas surrounding the French
village of Rennes-le-Chateau. This is one adventure game that you
shouldn't overlook; despite CGW's ruthlessly harsh review [April
2000], it 1s a personal favorite of mine and tells a damn good story.

Far mare information; www.sierrastudios.com/games/gk3/




ADVENTURE

Swashhuckling Pirates, Ahoy!

LucasArts' upcoming ESCAPE FROM MONKEY ISLAND is the fourth in
an adventure serles that began over a decade ago with the classic THE
SECRET OF MONKEY ISLAND. In this episode, you'll again play as
Guybrush Threepwood, wanna-be pirate extraordinaire, as he sets off on
a whole new buccaneering adventure chock-full of sidesplitling witti-
ness, insult arm wrestling, pink pirate ships, and oodles of shrieking
monkeys. This time around, the game will be in 3D and controlled by
keyboard (using an improved version of the GRIM FANDANGO engine).
This game is sure to be full of laughs and a treat for new and old
MONKEY ISLAND fans alike.

For more information: www.lucasarts.com/products/monkeya/

It's the Day of the Dead

Though Tim Schafer's GRIM FANDANGO was released in 1998, it's one of
the hest adventures ever made and is still available in bargain bins. You
play as Manny Calavera, “lravel agent” in the Land of the Dead (a world
mspired by Mexican folklore) and seller of travel packages to souls on their
way to eternal rest. When Manny manages to steal the perfect client from
his rival, a chain of events is unleashed, sending him on a wild film-noirish
ride to unravel crime and corruption. The graphics and animated cut-
scenes are phenomenal, the plot is wonderfully whimsical, and the charac-
ters and Lheir respective voice actors are captivating. If you missed this one
before, find it and buy it now.

For mare informalion: www.lucasarts.com/products/grim/

Enchanting Worlds

MysT-lovers will enjoy this beautiful sequel to ATLANTIS: THE LOST
TALES. You play as Ten, descendent of Seth (the star of the first game) and
the Bearer of Light, as he embarks on a journey to defy the Dark. Jam-
packed with mysteries and puzzles to solve, BEYOND ATLANTIS will
enchant you with its brilliant graphics, imaginative soundtrack, and
breathtaking worlds. Ten will travel to places ranging from Mayan temples
to an Irish monastery, solve complex puzzles, and meet enigmatic charac-
ters. Steer clear if you're not a fan of developer Cryo's work, but if you like
immersing yourself in a beautiful world and solving puzzles, BEYOND
ATLANTIS 1s for you.

Far mare Information; www.dreamcatchergames.com/products/atlantis.htm

Espionage Galore

In DayDream Soltware's TRAITOR'S GATE, you play an American spy
sent Lo infiltrate the Tower of London and replace the precious crown jew-
els with replicas in order to thwart an expected theft by a traitor. To top it
off, you're not to let the British know what 1s going on! What could be
more fun than sneaking around, slinking past guards and alarms, and
using all kinds of sophisticated, high-tech spy gadgets? TRAITOR'S GATE
features a beautifully recreated Tower of London and realistic puzzles. A
difficult maze in one portion of the game makes it more suitable for experi-
enced gamers, but it's certainly a refreshing change of pace for all gamers
due to the unusual spy theme.

Far more information; www.traitorsgate.com.

Until Next Time...

Enjoy adventure gaming at its finest. Prove GEW wrong. Buy every adventure game known to humankind. And send your comments and criticisms to
me at gamedame@gddomain.com,

. ........“
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DUNGEONS AND DRAGONS—BETTER THAN EVER?

Enter the 3rd Edition

rutish half-orcs are
B back. So are those more-

violent-than-meditative
monks. Accompanying them
are dwarven paladins, armor-
wearing mages, and brutish
barharians. Wizards of the
Coast has finally unveiled the
third iteration of the most pop-
ular RPG of them all,
Dungeons & Dragons, and this
edition radically revises the
core rules and leaves very lit-
tle unchanged. In spite of all
the changes, the new version
has been widely praised hy
tahletop gamers and should
be a significantly better D&D
system for computer RPG
adaptations as well.

While D&D computer games
have consistently been popu-
lar, the actual gameplay
system has been derided as
outdated, unbalanced, and
unintuitive. Many RPG sys-
tems created specifically for
computer games are better
balanced, more accessible,
and allow players additional
opportunities to personalize
their experiences. As if in
answer to this, the D&D 3rd
Edition rationalizes the exist-
ing rules, removes arbitrary

and illogical gameplay restric-
tions, and allows players to
create and develop characters
that more accurately reflect
the personalities they wish

to roleplay.

Core Distinctions

D&D characters are rated in
six core attributes, but in pre-
vious editions, some of those
attributes—charisma, wisdom,
and intelligence—were com-
pletely useless for most
clagses. While some non-D&D
computer RPGs (like FALLOUT)
forced players to make diffi-
cult choices about which
attributes to emphasize, D&D
has historically made those
choices almost meaningless.

Computer adaptations of
D&D have also, generally
(with the notable exception
of PLANESCAPE), made no
attempt to make higher
attribute scores affect any-
thing other than combat effec-
tiveness. That should change
with the 3rd Edition, as the
under-utilized attributes are
given increased importance to
certain classes, and more
opportunities to influence the
outcome of events.

BEROLE-PLAYING

BY STEPHEN “DESSLOCK” JANICKI desslock@desslock.com |

While computer RPGs
like the MIGHT AND
MAGIC series permitted,
and required, characters
to significantly enhance
their core attributes dur-
ing the course of thelr
experiences, attributes in
D&D have always been
kept relatively static.
Under the new D&D sys-
tem, attrnibutes continue to
increase, which more
effectively rewards play-
ers for accomplishments.
Even more significantly,
characters now acquire
additional skills and feat
abilities as they gain
experience, and all of the
discriminatory class and
race limitations have been
eliminated. If you really
want to role-play a mage
character that is capable
of wearing armor while
casting spells, or dual-

class a halfling thief into a
ranger, you can now develop
your character in that fashion.
Different classes and races are
still better suited to certain
roles and activities, but deter-
mined players are no longer
absolutely prohibited from
roleplaying their creations in
the manner of their choosing.

The 3rd Edition designers
extensively play-tested and
capably tweaked the new sys-
tem to hoth address all of
D&D's perceived flaws, and to
ensure that no elements that
players strongly identified
with D&D were removed or
modified beyond recognition.
For example, D&D has tradi-
tionally required mages 1o
pre-select and memorize
spells—an onerous require-
ment that significantly limits
the utility of spell-casters. It's
annoying to be stuck with a
granite statue as a party
member, just because your
spell-casters didn't anticipate
that they'd need to memorize
stone-to-flesh spells.

RPG systems created during
the past ten years have
almost universally adopted
more flexible point-based sys-

tems that allow characters to
choose their spells at the time
of casting, instead of in
advance. But completely
abandoning D&D's spell-cast-
ing system—even if it was
widely regarded as cumber-
some and outdated—might
have alienated veteran play-
ers. Instead, the 3rd Edition
designers introduced a new
character class, the sorcerer,
who isn't required to memo-
rize spells in advance; and
they have permitted priests to
gain access to unmemorized
spells as well. A great design
compromise.

Die, Monster, Die!

There are also a ton of
logistical changes introduced
by the 3rd Edition, such as an
increased emphasis on using
a 20-sided die to determine
the results of actions. Since
computer D&D games already
sorted through attack modi-
fiers, saving throws, and
other complexities in a man-
ner largely transparent to
players, those sorts of ratio-
nalizations may have a more
noticeable impact on tabletop
D&D than computer game
adaptations. But D&D's old
rules were often difficult to
understand and unintuitive,
as anyone who has tried to
explain D&D's armor class
system would appreciate.
Collectively, the rule simplifi-
cations should make D&D eas-
ier to comprehend and enjoy.

Computer RPGs inherently
have less role-playing flexibili-
ty than their tabletop counter-
parts, and D&D adaptations
have been additionally bur-
dened by an archaic, unbal-
anced system. But now, with
the 3rd Edition rules, D&D
computer gaming experiences
should be much closer to real
roleplaying.

Any system that gives play-
ers additional opportunities
to personalize the experiences
of their demented, gnome-
barbarian alter-eqos is a
step in the right direction for
the genre.
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Each ship in SPACE TRADER has & maximum

range, meaning that you'll have to plan your trade

roules carefully.,

EEE My Game Boy Color is laying
idle in some dark corner of my base-
ment, sitting right next to my NEO-
GEO Pocket Color. They've both
been temporarily replaced by my
Visor, thanks to a little gem of a free-
ware game called SPACE TRADER.
You begin by assigning skill points in
several areas, depending on what
you want to specialize in; and then
warp around an enormous galaxy
buying low, selling high, and upgrad-
ing your ship, SPACE TRADER is a
game of consequences. Kill innocent
cargo ships or smuggle contraband,
and your police record will suffer.
Hunt pirates as a bounty hunter and
pass random cargo inspections, and
your record will improve. The game
mechanics are somewhat simplistic =
fighting ships is reduced to tapping
Attack, Flee, or Surrender buttons,
for example — but these decisions
serve to streamline gameplay, rather
than hurt it.

There is actually an ELITE clone for
the Palm OS called VOID
(www.pdabusiness.com), but the
flight and combat sequences are
annoying due to less-than-ideal con-
trols, and you need a color Palm llle
to get the most out of it. SPACE
TRADER is more fun in many ways,
because the text-based interface is
better suited for the Palm OS, and
the pacing is flawless. It had me tap-
ping away inlo the wee hours of the
morning for over a week, and even
my wife is addicted (well, she was
addicted until she accidentally picked
up a box full of Tribbles from a shady
dealer). Pick up the latest version at
the Space Trader Centre
(go.to/spacetrader).

SR OMEBREW

BY T. BYRL BAKER tbyribaker@msn.com |

THE JOY OF SOLITAIRE AND OTHER SMALL GAMES

Q fter a month's hiatus you'd think I'd reappear with something amazing, but I'm here

to talk about Solitaire. You remember, that card game you used to play before you

bought a computer? I recently had the urge to play some of my favorite old Solitaire
games on the computer, but couldn't find a single package that used the house rules I was
accustomed to. After much searching, I stumbled upon Dan Reed’'s SOLO
(members.home.com/kenguru), a beautiful freeware program that makes everything from
customizing rules to creating entirely new Solitaire games incredibly easy.

SOLO is nowhere near
as flashy or feature-rich as
the best freeware and
shareware Solitaire games
on the market. It won't
automatically move cards
around if you double click
them, and there aren't any
fancy graphics. Its real
strength is the editing
capabilities, which let
users make any changes
they want to a game with-
oul requiring any pro-
gramming skills at all.

Say, for example, you
play Klondike, and two
cards are turned over {rom
the stock pile at a time i
instead of three, and you also want to only be able to see the last card you turned over (not
the other card that was peeled off along with it). Making those changes takes all of ten sec-
onds, once you spend the fifteen minutes or so it takes to get familiar with the editor's
hasic options. Creating a new game takes some planning, but that same simple editor inter-
face lets you create foundations, tableaus, and other piles; place them on the table by drag-
ging them around; and establish rules, using a fill-in-the-blanks interface. SOLO comes
with more than 67 games to get you started.

MoD-MAKERS GETTIN’ PAID

HEE Tip o’ the hat to Shrapnel
Games for initiating a program that
rewards the top mod authors with pub-
lishing deals. I'm used to seeing com-
panies draw on the best stuff from the
mod communities to pad out expansion
packs, but the mod authors are rarely
rewarded with anything beyond a T-
shirt and a free copy of the game.
Shrapnel's new program not only
gives mod authars a cut of the pro-
ceeds from the sales of their mods, but

also highlights the author at their site,
and goes the exira mile to credit these
talented designers for their hard work.

The first person to take advantage
of the deal is Ed Marshall, with his
Tour of Duty '44 mod for WDK 2K. This
new addition models the D-Day land-
ings and the first few days of fighting
that took place during this historic
battie. You can learn more about it
and order the mod at www.shrapnel-
games.com. ({97



GET ESTABLISHED DESIGNERS OFF THE
SIDELINES AND INTD THE GAME

Wasted Talents

rgamers are a nostalgic bunch.
How else to explain our joy at the
recent re-release — for free down-

load - of Gary Grigsby's PACIFIC WAR, by
Matrx Games? (www.matrixgames.com)
Long a favorite among hardcore armchair
generals, this eight-year-old classic is one
of the only computer games ever released
to model the Pacific Theatre of World War
11 in significant detail, In fact, the level of
detail is such that gamers not familiar with
serious military simulations could be forgiv-
en for mistaking the game for some kind of
military spreadsheet,

Wargaming With Microsoft Excel

This spreadsheet feeling isn't restricted
to PACIFIC WAR. While computer wargam-
ing grew out of its boardgaming counter-
part, computer wargame designers quickly
found that they had a tool unavailable to
their colleagues who worked with paper-
and-cardboard: unparalleled computational
power. While board wargame designers
always had to worry ahout how much
record-keeping they were imposing on
players, the computer lifted this restriction
completely for those who designed on a
digital canvas. Grigshy's PACIFIC WAR and
WAR IN RUSSIA (1993) did the most compre-
hensive job of harnessing computer power
in the name of pure simulation. Why settle
for an 8-7 panzerkorps unit when you can
know exactly how many tanks, guns, men,
and aircraft each one has, and make every
single one of them have an impact on the
battle? This approach reached its logical
conclusion with the 1998 release of Norm

Koger's THE OPERATIONAL ART OF WAR.

An Insurmountahle Barrier?

What strikes me about this situation is
that computer game designers eventually
did run into the same problem that faced
their boardgame counterparts, but in a dif-
ferent form: Increasing size and sophistica-
tion makes it difficult to play these games
as games, where you use the game
mechanics to outsmart your opponent. The
physical limit on the amount of information
a player can effectively process is still
there, but if this limit is exceeded, it no
longer makes the game unplayable: It sim-
ply means that the game will proceed on
its way with less and less player control,
Once you lose control of the game mechan-
ics, you're not really playing the game; the
game is playing itself.

Not all hoardgame designers tried to
push the simulation barrier. Games like
Courtney Allen’s and Don Greenwood’s
impulse series (STORM OVER ARNHEM
through BREAKOUT: NORMANDY) combined
historical accuracy with simple mechanics
and tense face-to-face gameplay. Kevin
Zucker's long line of Napoleonic designs
struck a perfect balance between modeling
Napoleonic warfare and putting players in
a position o intelligently make all the cru-
cial game decisions, without being snowecd
under by statistics.

Simply porting these games to the com-
puter is not the answer, because the level
of detail would seem simplistic in a com-
puter game context. The single die rolls
that resolved huge battles in NAPOLEON AT

(above) You can play old favorites by
e-mail using AIDE DE CAMP 2.
(left) Yes, PACIFIC WAR was a greal

BAY would seem out of place in a medium
where WARGAMER: NAPOLEON 1813-1814
recently simulated the same thing with a
detailed real-time tactical engine.
Computer games and boardgames try to
achieve different things and recuire differ-
ent approaches. At the same time, they
surely have enough in common to allow
accomplished hoardgame designers to
make their mark in the electronic medium.

Get ‘Em off the Sidelines!

I don't understand why some enterpris-
ing wargame company hasn't already
tapped the wargame design talent pool
in this manner. Specifically, I can't believe
that no one has approached Kevin Zucker
to lend his expertise to a massive
Napoleonic wars project, since this
seems to be the “great neglected topic”
that so many wargamers want to see in
a game.

I spoke with Kevin at Origins '98 and
asked him when we'd see a version of
one of his games done for the computer.
He said that if his company could find
investors for this sort of project, he'd
love to hire a programmer to work on it.
This is absolutely hackwards. It's as
though instead of drafting Peyton
Manning, the NFL waited to find some-
one who would fund an expansion team,
and then made him the quarterback.

There are several accomplished
boardgame designers who would cer-
tainly benefit any future computer
wargaming project. Instead of constantly
tweaking or re-using old games and con-
cepts, let's get some real innovation into
computer wargame design. Team these
guys up with established computer
wargame designers and programmers,
and see what they can dream up. It
wouldn't have to he expensive. Just rev-
olutionary,




'OUAKE 11l ARENA TEAM z
MISSION PACK' With

Ouake Ml Mission Pack §
the tacus of the missions
is team play. Players can
select from five different
teams, each with their
own pre-designed logo
and skin. Q3A Mission “
Pack also features twekve

yUAKE WNE

CHIPS &BITSINC.

P.0.BOX 234 DEPT 11356

2520 VT. RTE.100N ROCHESTER, VT 05767
INT’L 802-767-3033 FAX 802-767-3382

New Releases!

Loopy Landscapes PC $28.95
Escpe Frm Mnky IsindPC $39.95
Kingdom Under Fire PC $39.95
Unrl Trnmnt: Gme Yr. PC $29.95

L

COMPUTER GAMES: ACTION |

COMPUTER GAMES: ADVENTURE

new arenas [3 team and B Tine Riveass  Prce Tmi Arirase  Paati Tini Riviast  Pray Tint Riitase  Price
four tourney arenas), Alien Ressurection 10700 $42.95  Star Tek Vygr Elte Fre 0900 $39.95  7th Guest 09/97 $B95  Gabriel Knight 3 1193 5233
several new game lypes, Align vs PredatorGold 0400 32695 blllf'l ip Troopers 10/00 53995 TthGuest2 1hHowr  11/95 8895  Grim Fandango 1048 S35
and a revolutionary Al Bang! - Gunship EMz Shoek 2 0893 $1895 American McGee's Alice 10000 $45.95  Jewels Of the Oracle 0385 S19.0
that simulates live oppo- F Butty the Vampire Stayer Tafh,rrn The Fringe 400 $34.95  Blair Witch Episode 1 0900 $19.85  Jewels Oracle 2 01/83 519.9
nent play characteristics. Carmagendon TOR 2000 The Mummy 1100 £33985  Blalk Wich Episode 2 1000 $19.85 Journeyman Prict Trigy 05799 5265
Grimsnn Skies Thief 2: The Metal Age D300 52895  Blair Wiach Episoded 1700 519 9: Kingdem Il;Shadaan 0900 %199
E!:::n :’13::';: LandWarrior 5 [*ANERICAN MCGEE'S ALICE' From tla;':lié::;; 04597 :gz
Evil Dead:Hail to King 1000 539835 :—_:ie;:“:ga:n;nllnT::“Q;;BGHT:,'?Q:ME} Longest Joumey 0 5393
Activision (Aclion) Giants 11100 83985 | ot Hatter's D gl Lotus Spring D500 §24.5
Release: NOW Halt Lite Addrenating PX. 0100 §39.95 b;" ar, auers Iomaln e Myst 2: Riven 147 249
Heavy Metal oboo saags |oevond, Wonderland festers to lts Myst I Bxile 0200 §440
I'm Geing In 1100 53495 core. Undaunted by the diseased Myst Mstrpee Edition 0999 £28.0
'STARSIEGE TRIBES 2' Takes Kiss Psych Ces im0 07700 $3895 | STIDiance: caveenous confusion, e A of Time Mchne 0900 $28.9
team-based warfare to new heights. 01 Wan ovor sezes | N9 ;ﬂo"ai dange; fsubine Nocturne 1099 5143
Welcome to Tribes 2, where only oai ot er, Allce must undo the chaos. Odyssey 1000 5283
and 0 Pianet of the Apes 1000 Omikron; Nomad Soul 11799 5269
lﬂctlltsv\r;]:' ensure Y?lur |T”|be S sur- ¢ 3 Atens 1299 Prince of Persia 30 0993 5239
vival. With unprecedented innova- 11100 5 Real Myst 30 1000 $399
tions 1o feam:-based play. and in< | 1000 §1095 g“;lt:i?'}:lém Rent a Heto 01100 $259
game communications, massive B 1099 $2695 |pp $45 95 Riamia of the Sphinx 100 $198
multiplayer support (50+ players) - Ropue Spear Expansion 0400 $19.95 Sacted Amulet 07 $19.8
and naw vehicles and weapons, K Rogue Spear Platnum 11700 53985 Tomb Rader 4 299 $26.95  Dugs Bunnhy & TazTm Bsws0A00§3995  Safecracker 0500 §19.9
Tribes 2 is the ultimate team-based § Rung 10000 54285  Tomb Raider & n..}-_\ $98.95  Curse of Monkey lsle 1187 $9.95  Sanltarium 05/98 $14.8
action experience, | SWAT Career Pack 04700 $34.95  Unrenl Gold Dunitle 10/00 $12.95  DraculaThe Resurrection 0800 $26.95  Scooby Doo Ghost Town 1000 529.8
Sierra [ﬂﬂliﬂ“} Soldier of Fortune 000 $3895  Untenl Toumament 1199 $2995  Escape from Monkey lsle 11/00 3995 Scooty Doo PhantomKnight1 100529 8
ﬂulease. NO Soldier of Fortune Gold 11100 S4495  Unteol Tournament GYE  10/00 $2895  Fallout 2 11/98 $1895  Scooby-Doo/Myst Fun P 1099 5183
Speco Ops Platinum 0200 $28.95  Warriors of Nignt & Mge 11/00 $3895  Fallomd 0301 830995  XFilo Adv Gmed&Movie BndiD7/e9 5292
Star Trek Away Team 0500 $3295  X-Com Aiance 11/00 §3395  Flying Heroes 0500 $12.85  Zork Colection 000 $12.8
[k SPORTS | L HINT BOOKS | | COMPUTER GAMES: SIMULATION
L §19.95  Duke Nukem Forever 1000 $1769 1043 Furo ArWar 1198 S1805 War Dle  0B/B3 317.95  Reno Air Races 1100 Ulti, Race. Series 3 03700 517 E
52895  Ev 0500 ‘-1? 99 30 Railread A 1098 349.99 10/89 $36.95 SULZ7 Flanker 2 11789 Ultim. Fligh. Ser & 0200 $17 8
Cabela's BGH 4 i un 51895  Guaman Chronicles 1000 £1485  AMA Superbike 0O/ 52085  Janes Air Superiarity Coll DB/DD $32.95  Silent Hunter 2 1900 Ummate Motareyela Srs 0300 5178
Championship Manager 4 0600 53995 Half Lile Team Fon2 1200 §17.99  Aces Collection 2 0597 518 9: Jot Fighter 3 Platnum 1197 $995  StantUp 07700 $2395  WW Il Fighters 1198 S185
Champianship Mgr 3 04/00 $2895  Ranbow SocCovert Ops 0900 $1299  Aunored Fist 3 1099 Jot Fighter 4 10700 S3B95  Sieel Beasts 0B/00 $42.95  Wild Metal Conmtry 0900 8422
Dear Hunter 4 0400 $1995  Soldier of Foiune 0SG 0400 $16.99  B17 Flyng Fortiess 2 0101 Jit Fighter Full Burn 07/98 §1295  Stunt GP Racing 11/00 528.85  Wings Over China 03/00 S28.E
Dirt Track Aeg Spimt Grs 08/00 $19.95  Star Trek Voyager 036 00/00 517.99  Batlie for Midway CFS 0B/99 $28.95  Ka-52 Team Alligator 0300 $28.95  Super Aike 2000 0300 83595  X-Com Interceptor 06/98 33§
Extrema dxd o7/00 1899  Stalwwer 055 0000 $17.99  Balecruiser Millenivm 1000 $44.85  Luftwatle Commander 1298 52495 Tuskegee Fighters 0400 £28.95  X-Wng v Tie W Blnc P 10788 518.E
F1 2000 0300 $37.05 Tachyon; The Fringe D500 $17.99 E{nh-nd Enemy Lines GFS  04/00 ;}za ii? K1 Tank Platoon 3 0800 $42.95 'SILENT HUNTER II' Recreates the
FIFA Soccer 2001 10/00 538.85 Thiet 2 0400 $17.99  Casteol Honda Shike 200001/00 $2495  MS GFS Combat Pilot 1 07/00 528.95 baitles between Hitler's U-boat
Football Mogul 03/99 $18.95  X-Com Aliance AL S1§.Hﬂ Colin McRag Ralty m.[:‘n ?2-: a5 M6 Combat Flight Sim ~ 11/98 823.‘35 force & Allied convays. Mulliplayer
Ford Racing 10/00 51895  Arcanum 1ug3 $17.99  Com 1000 53895  MS Combat Fiight Sim 2 112;'00 44 Q? mode for hot action & cooperalive
BranPrix 3 0810 53? B? Baldur's Gate 2 Guide i 5 3 95 Din Tr\rlr Racing 1233 518 B? I'lS FS 98 Fhght Bag 07/09 52395 play over Ihe Inlernet or LAN.
Hogh Heat Baseball 2001 0300 52795 Dowes Ex ) 817 9? Enerny Eng Cmngh vs. Hkm03/00 534.95 ght Sim 2000 ) 093 sga a5 Multiple difficulty levels & enhanced
Insane oann 52495 Diablo 11 056 51695 F-.!El Agressor 0ee9 5189 ght Sim 2000 PE I?.Q‘? $5995 dynamic Cﬂmpal'ﬂﬂ complete a very
KO Boxing DEDD £27.85 Duest Ruing Kunatk 51699  F/A 18 HomeVKorea Bndl 03798 52895 \ 0699 51895 detalled & realistic environment.
Links LS 2001 0200 $44.95 ape Torment 51799 Fi n 300 53495  MecnWamine 3 Exp Pk 12/39 $22.85
Maddan NFL 2001 0800 $3985  Vampire Masquerade S17.99  F) Warld Grand Priv 2K 0600 $1895  MechWarrior 4 11700 $44.95
NASCAR Racing 3 0899 52095 Madden 18 2001 DB/OD $1299  FAYE Kowea Gold Mae 0500 52895 1289 §34.95
HBA Baskitball 2001 08/00 54299  Age Empiees || Conquer  09/00 $12.95  Faloon 4 0 wlinder 1298 $1995 Hulul 1 li.:llv Champ 03700 526,95
HBA Live 2001 100 53995 Baldurs Gate Tales Sword 06/00 $12.95  Fighter Squarken: SD0E 0399 $1285  Molocross Madness 2 0600 33595 | g5 {S|mu|a“nn]
NHL Hockey 2001 000 53995 G & CRed Alen 2 0900 $1795  Flight Combt Thodr Erpe 1100 84490 NASCAR Hea 080 53955 |Ralease: 02/01 4
Snowmobile Chmpshp 2000129951695 Dark Raign 2 07/00 S1799  Flight Un 3 Scenery 0a/00 54480 Nascar 2000 0300 $36.55 |pCCOD @
Superteke 2001 100 53895 Grouni Contrel 0600 $16.93  Flight Unfinsted 3 D999 51685  Nascar Acceleration Pk 04400 $39.95 —
Ry 08100 $2895 <Elin\ ity 3000 Unhmited  07/00 $1799  Fiy 2% 0amy 527.9% f 1100 53995 l 5
Tiger Woads 2001 11/00 $3995 vin" Large 0300 51290  Grand Prix 500 03/00 $2895  Meed Spead Porsche Uni 0300 $37.95 | CUMPUTE“ GAMES HRRDW&HE
Tony Hawks Pro Skater 2 0900 $29.95 T|._ Sims 0300 51699  Grand Prx le:er‘ ds 1038 $16.95  MNeed for Speed Motor Cry08/:00 §39.95 CONTROLLERS Saitek PC Dash 01/00
T lay 2001 Dam0 $38.95 jurds Battlecry 0600 51599 54 JJ S-h{ 95 et 0598 $995 CHF-16 Combistk USB  12/89 369.95 Saitek SPSS0Stk&Pd 10099
S 2 10000 £19.85 hogun Total War 0600 $17.99 CH F-16 Fight USB 1000 $89.95  Saitek ST110 Dyame Stk 12793
"POKEMON GOLD" Red ——— il SDNY PLAYSTRT!DN CH FighiSimYke USB LE 08/39 $89.95  Saitek ST200 0700
] TR Alken Resurrection 1000 Spider- Man OBD0 339.85  CH Flight Sim Yoke D499 58495  Sadek USB Hub 12799
Biue, Yellow and now ﬁ T Breath ol Fite 4 100 Spyro Vear of Dragon V0D $33.95  CH Flight Sim Yoke USB 1000 §9995  Saitek X36 CS USB 0300
GOLDI! This cart contains| 3 Bust A Graave 2 08100 $2095 St Tio lnvosion 0B/00 IBU5  CH Gamepad USB 0499 §2495  Safk X-36T System  12/38
over 250 Pokemon includ- 8 Chronn Gross 0800 $30.85 Tenchu 2 0800 $39.95  CH Pro Pedals USB 06/00 $3995  Saitek X6-23M Pad 11/88
ing the original 150, Eash Colony Wars 3 Red Sun 0700 $39.85  Thieads of Fate 07/00 $3595 CHProThiomle USB  03/00 S89.85  Saitk PTS0 DU ColPd  12/99
Pokeman leads 10 more Dangur Gitl 080 §39.95  Tiger Woods 2001 1400 $3095  Ltoch Grdiss MsoMn Whi 000 $58.95  Thrust Afterburner FFB 11/00
variation so callect the crit- Destruction Derby Raw 10700 $3985  Tomb Rolder 5 1100 $3095  Ltoch WingMan Fio 3D 0800 $50.05  Thrust Forrari FF8 0800
fers and then fight it oul Digimon World 07009 $39.85  Tony Mawks Pro Skalr 2 0200 $39.95  Liech WingMan GPad Ext 01/00 $39.95  Thiust Top Gun USB 05100
il others, X Dino Crisis 2 1000 $3995 The Last Hoge 11100 $4495  Ltech WingMan Prec GmpdDB/00 $9.95 SOUND CARDS
PDKEMOF SILVER F 1100 $4295 Fight Champ 10700 54285  Ltech WingMan RumblePad09/00 $44.95  Dmd Monster MX400 02100 889
Release: NO /00 $39.95 0900 $44.95  Ltech WingMn Fre $2995 Sound Card 11/89 $48:
0 1100 33995  Ltech WM Gaming Mouse 05/99 53295 Sound Blaster 16x48 DR/DO 859
Nintendo (Adventure WHViE Smachdon V00 $38.95  Ltech WhAan Frma Fre GPORI00S129.95 VIDEQ CARDS
Release: NOW X then 30 1 3995 Mag a2 GTX 0400 $6995 3D PiophetdODR 0GDOS230:
}Gamehw Lustar 2 Eteinal Blue Razer Boomslang 2000 0200 89995  Jdfx V5 5500 PCI 0Bmo ST
- NINTENDD ﬁ4 Sailek Cyborp 2000 Jstk  04/99 52485  3dix Voodeo 4 4500 AGP UQ’MSHQ
‘TONY HAWK'S PRO March Madness 2001 ‘Bomberman 2nd Allack  0B/00 $49.85  Saitek Cyborg 30 Dig Stck09/00 $49.95  3dix Voodoo 5 6000 AGR 0
SKATER 2' Take It to the Meaual of Honor 2 Hey You Pikachu 0900 §82.95 Saltok Cyborg 3DJstk 1198 S4095  ATI Wonter 128 AG 32MBDX00 225,
next level with hundreds of MediEwil 2 Legd ZeldaMajora'sMask 10/00 $59.95  Saitek Cyborg 30 Pad  11/88 $38.05  Flsa Gladiac GeForce2  06/00 $279.
additional tricks. In addition MIV Sports Pure Ride Madden Football 2001 0900 $49.95  Saitek GM) Game Mouse 09/00 $24.95  Herc 3D Prpht I MK 081008139,
to skating some of the most NASCAR Heat Mario Tennis 0800 $49.95  Sailek GM2 Pad & Mouse 0200 $3995  Herc 3DPrpl 11 WX DI-Dsyly08/005184
legendary spots in the NBA Live 2001 Jattle 0900 $55.95  Saitek P120 PG Pad 1090 $9.95  Hercules 30 Proph 64 07/005399.
:'anqld. nla:':::s i:nm?;ﬂ;ﬁ - . 0500 35485 Saitek P2000 TitPad  01/00 $4485  Voodood 5500 AGP  0&/00S279.
€ir own 3 TV ¥ 0100 £5485
|0l the riders have returned OnNYJHAWEK S S, 0600 §44.85 DHEAMCAST
wilh the addition of Steve SKATER, SO0 SSH55 Pions b the Dt 1100 S4Ees 100 S5
Caballero, Eric Koston, and 0300 54485 Baldurs Gate 10000 $5295  Swar W.\rs Tritogy Arcade 03700 $48.
Rodney Mullen formers Beast War  sO7/000200  Castevania Resurrection 000 S$4695  Sweat Fighter 3Third Swike 02/00 £44.
|ﬂl:"'l-'l$|ﬂn (Sports) Persona 2 g;u,m Turgk Ding Hunter DROD $49.95  Evil Dead Hait 1o the King 10/00 $44.95  TokyoExtreme Racer 2 09700 846
| Release: NO Ray Crisis Watld 15 Not Enough /00 54995  Lepacy of Kain 2 0B/00 $48.95  UiFighting Championship DB/O0 346.
|Gameboy Resitent Eil Sunvivor S3695  WWF No Mercy 1100 85295  Rush 2049 0800 $4295 0 544

VWAWF Ruyal Rumble

POEL



Hot Deals! www.chipshits.com EIEEETS

Axis & Allies PC $12.95 strange new lechnologies
MeohWariors  pc sises  OF Call 1-800-699-4263 pr GG

gnter Squadron . invad America,
Last Express PC $12.95 Source Code 11356 Overwheimed  Aled

e - forces, unprepared for the
~ COMPUTER GAMES: STRATEGY

sufprise attack,
Tt Tt Rueazs Py Tin Aot Prct

are decimated. Will free-

h

sire Earth 0501 £3095 iy 3000 Unimited 0800 3705 | U9 D crushed under the
07/00 §39.85 0900 $20.05

heels of Communist
aggression?

iii; z:;': gj il Take charge of 7 unique
g $32.45 Fast Food Tycoon ;U 00 53895 S 2‘1 nations, ‘E- multiplayer
0999 $3985 Fate of Ib& Dragan G hais. ke | aand | games, & 30 skirmish and
UREY 54952 F he Dragan 001 53395 Star Trk Armada o0 multiplay
tors08/00 524 95 < Chron Dragons 1100 518.95 Trk New Worlds i maps.

5 Chran Lndg 445

1298 §

11/89 §1805 $1893

£39.85

£9.95 st 12/98
$17.93 t Command GE 0600
s1885 EMmOVa 0130
§1495 werld Game Year Ed 0800 $34.95  Submanne Tians 0800

Weslwood bSlmlamr)
Release: NOW
PC CD

‘SPACE EMPIRES IV' Space

upha Gntel Allen Crsstee 10599 52495 53995  Homewoud Catackysm 0800 838085  Sudd ] 01m 3 ” ]

5 & Mliens 0900 $29.95 95 $12.95  Impenal Conguest 1200 $4285  TAKingdomsslon Plague 03/00 Empires IV is a massive space
$3095  Imperialism 2 0499 S1895  Tanklics 12199 sirategy game for Windows. You
$1995  Imperium Galsetica2 050 §34.95  The Sims 0200 control your empire in an ever
$3065  Incracible Machine T 0800 $29.95  Theozracy 1200 changing and hostile galaxy. Desfon

o Gall Dty 0499 $1895  dngged Allance 0395 $1285  Three Kingdoms:F1 of Drgn0%/00 your starships - and use them fo
'SUDDEﬂ_m Jagyed Alliance 2 07799 $1895  Total Annahin Kingdoms  06/99 l!|’|F'|0"3 "T?W 5013"" 5]\"5'_0"15
i ] i Kingudom Under Fire 10/00 $3995  Total Annihilation 1097 e galiy, b { of
strategy and taclical_ simulation L ot s : 2 i different components are available
game. Set in WWIl. with Russian, onils of Magic 12/97 §12.95  Total Annihitation 1200 /530 o g 6l et
German, French, American & Majesty 0900 £39.95  Total Anniin Gr Ctgey 0498 !n‘l:res i .!""dlon gulr Iana?s
Brilish missions focusing on lactl-| MaiestyNomthein Exp 1400 $20.85  Total War 0149 el y Lifals Ll YOUEpianels:
cal fighting. Up to 1,000 units per Mastor of Orign 2 11786 $12.85 Te.ﬁ Aanhitn Bitl Telcs 0B/98 C i Shrapnel (Strategy,
conario, giant maps, realistic gun | M7ster of Urion 11/00 53995  Tribal Rape 06798 e E g I}%eluasu' NG
simulations complete with ‘real’ MechCommander 2 0101 $4295  Tropico 03/01 $39.95 — 542-95 'Fl: D
explosions, unils gain experience MechCommad Gold 09/99 528.95 Tycoon Collection 0100 338.95 PE—
and make it from one mission fo the | 13! Fatiue Ui 53895 Ta 400 $19.95 "
next, mulli player mode: up to 12 i Buer Re0"Sns WS Tad 200 | 00, S163 c D m I n g so 0 n '
players and 4 teams. Kyihy Total Codex 11799 $17.95  Wall Street I:.-m-:—r M 0§ .r_y'? .
ST R o R (b1l Stars Supernova  PC $39.95
3 dx lmpens Uoman It 299 ALTal 2 Bae ne i 49
5 Re'““'!:g cp| Poaoat 11/99 §2095  Warcrafi 2 1295 1895 Commandos 2 PC $38.95
- Pliaroah AddeOn.Clecpatra07/00 $19.95  Warcralt 3 0601 $425 Silent Hunter 2 PC $39.95
rrmy Men Value Pack 09 Colgmization W95 DE/99  S795  AH Tyen 2 2od Century  05/99 51695 W4

e 40K Rites War 0789 §21.95
f:nrum-meibF,Nu|-.||'-' 0995 $595  Ratroad Tycoon 2 11/93 51695  Wadords 2 Dix DS 83495 B" F’y’ﬂg FO"I"BS.B Fc “8.95
ROLE PLAYING | | BOARD GAMES

. rsenal Pack 10797 $18.95  Railroad Tycoon 2 Gid 0999 52885 Warlords 3 5895 l
D 53895 ADAD 3nd Fd DM Guide 09/00 $1885 1854 Year ot

0998 $1995  Rea 538.95 4295
100 $3295 N $22.95

32595 ADAD 3nd Ed M $1605  Axis & Allies
0693 52495 ApaD 3 Ed 0 81785

i
40
s hon Bl 1199
@ 3000ADV2 12798
070t
1000

10/00 54495
11/00 54495

0700 08/87 $6.95 0387 5385 aperram 1109 §19.95
1185 G600 £30.85 §6.95 Handbook04/98 524.95
g 12/93 52895 5595 Bl 0798 $2495
[LEL) 12100 $39.95 83405

08/00 11799 0600 539.9 82195

11/96 01/99 52995  Zeus:Master of Qly 8895 pea Rulshook

1

COMPUTER GAMES: WAR Do 1 oo

91t Earth 2150
COMPUTER GAMES: ROLEPLAYING 3
rschionsy 1000 $3385  Ddwim 11793 §1405 mandy 1088 §1285 Campaign 1776 03/00 . ;
10/00 g 1299 $29.85 1192 22785 ¢ ha y 0200 Hell on Earth Rul
1200 $42.95 105 514985  East From 2 04r5a Mage 2nd E4
1099 $27.95 0 5 e in Flames 04100 MERP 2 5 $19.95
0900 §39.9: 0333 3995  Fighting Steel il Palisdium Farlasy 2199
§26.95 07700 $38.95 11/% 51885 Great Battls Srics CE 10:88 52495 Totaler Keieg!
§ 51595 0600 % - 0% 51285  Hapoond 12700 §19.95 1 i
54495 sance 0800 $39.95  Bamiegind Bull Run 03797 5$9.95  Horse and Muskal o200 $27.95
g2008 | Battlegend Genyshrg 1295 $995  Last Battles 45 0900 Warthammer Fantasy 0605 L2409
35.85 B e 6/00 95  Battlegm §1299  Medieval 2 0900 53485  whih 5 §07.95
539.95 1400 B 05496 $395 OpAnWr2EMaEd 0100 §27.95
$3495 0390 Batllgind 9, Chickmoua 01,99 $17.95 nger AftWarCenWar 04100 $37.95 ‘BALDUR'S GATE I SHADOW OF

AMN' The newest title in the
Baldur's Gale series adds new
classes, spells, and items and uses
an isometric, top-down view. The
gama is real-time but is pauseable,

$39.95
$38.95

potten Rims Arevs 3 08299 5995
rgolin Rlms Arovs 2 DAM3 $995
gl Rlms Silver Ed - 0889 52405

‘CLOSE COMBAT: INVASION NOR- Panz CommMPanz Ge 2 0299 §1295
MANDY' On June Bth, 1944, 9 divi- Panz Gen3 Scred En 0300 $38.95
sions of allled troops  invade PanzerCampaigns: 44 03/00 £3495
Panzer Cmpns.Smolensk 4101/00834.95

strikes. Play as either the Allied | Paner Gen 30 Assault  10/29 514.95

ood & Evil 1200 84295 | o __‘: Commanter or hie German comman- | Fan2er General 2 wiBde 0599 $17.95 and actions may be assigned 1o
othica 10/00 §44.85 dar. Features include: Use of Naval | Prelude to Waterioo 1097 $9.95 c_I1arar.ters In your party at that
evind Dale 0700 $42.95 Gunfire for suppor, Campaign sys- | %si0a Sun Gold 11100 52895 time,

ng of Uragan Pass 0200 $37.50

Rugso-Germa
Sid Meier's Ci

F 41-44 0300 §30.95
War Codl 0400 528.95

tem, troop stress, fatigue, and moral

wnds of Lore 3 04799 §17.95 | factors, create our own campaigns, 2

pacy of Kain 2 0999 $28.95 ia epre | Smolensk to Moscowr 04799 $29.95

pends of Might & Magic0300 $44 95 E‘Ilacyaegaﬁgg!z«,;llﬁﬁnt!oegﬁu it Steel Panthers 3 1197 $1295 |nlﬁfﬂ|35‘ {RIUWN? I"&
eatal Gear Salid 10000 53895 _ SS1 (War) | War Alova the Mohaw 03798  $1485 s 42.95 Release: NO
& Migc? 0899 $2065 - Relaase: NOW | “ar in Eviope 0499 $30.80 PCCD
aht & Magie & 0300 $32.95 $39.95 PC oD | WamameColvoz  0m00 52095

o 0200 519.95 —— West Front: Elne Editn~ 10/99 528.95 'BLACK & WHITE' You play the role

of a daity in a land where the sur~
roundings are yours to shape and
its people are yours to lord over. Be
an evil, malevolent god and the
natives will worship you with fear in
their eyes. Play as a kind, benevo-
lent god and they will worship you
with love in their hearts. Your
actions decide whather you create a
heaven or hell for your worshipars.

=
pem;#hn specllied a;nuunl on any in-stock software and choose one | SPEND $60 CyberJudas, Spearhead, Star Trek: Omnipedia
ee I1BM game from the corresponding list. Request must be made al by
me of order. Olter good on In-slock soltware only, while supplies last, [SPEND $100 Under a Killing Maon, Total Annihilation, Stonekeep
imit 2 per cuslomer, Valid through January 12, 2001, SPEND $200 F-22/Red Sea Ops. Lords of Magic, Sin

1. MG & Discover accepted. Checks held 4 vieeks, Money Orders under S200 same as cash GOD S8, Price, release, availability, shipping times
offer not guaranteed & are subject to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at
it discretion, After 10 days the manufacturer's warranty applies. All sales final. S&H calculatad on a per order, per shipment, and per item basis
12 ‘per order” charge is charged once per order placed, the ‘per item’ charge ———

charged once for each item ordered and the “per shipment” charge is i
1arged once for each shipment we make to you. For each US order $10.00 - L H%Jggm&g?g#
Il be allocated to a 12 issue subscption to Computer Games Strategy Plus G
i1l for datails. PCCD




MARRETPLACE

ADVERTISER INDEX

Anywhere, Anytime, Always
the leading edge of learning.

AICS is now
American College of Computer & Information Sciences

* Earn your B.S. or M.S. degree s

* No classes to attend
* Self-paced study
* Prepare for a hi-tech job N0 AnNIn0Ln0

For a free catalogue call

1-B00-767-2427
or visit www.aics.edu

Hmerican College

of Compiter £ Information Seinces

ACCREDITED MEMBER DISTANCE EDUCATION TARAINING COUNCIL

GComing Next
Month:

Previews of:
Undying
Serious Sam
Red Faction
Morrowind

Reviews of:

Alice
Escape From Monkey Island
Links 2001
Tony Hawk 2
4x4 Evolution

and much, much more

#199

ON SALE THE
FIRST WEEK
IN JANUARY

COMPANY PRODUCT PAGE
ACCIS Distance Education 180
Alignware Alienware Gaming 166-167
Amazon.com Amazon.com-Ling Listing of Top Games 48
ATl Technologies Inc RADEON 165
Best Buy Holday Promotion 30-
c & Bits wwaw.cdmag.com/chips himi 188-189
Creative Labs Four Pont Sound: FPS2000 169
Dell Computer Corparation Dimension & Inspiron Systems C3-Ce
Eidos Interactive Startopia 12
Eidos Interactive Tomb Raider V 20-21
Eidos Interactiv TimeLine 51
Eidos Interac Prajeat IGL: I'm gong In 52:53
Eidos Interactive Hitman 54-58
Eidos Interactive Gangstars 2 56-57
Eidos Interactive Project Eden 58-59
Electronic Arts NBA Live G241
Electronic Arts Al 3435
Gathenng of Developers Kingdom Under Fire 92-93
Hearme.com Global Rankings 135
Infobank Technology Deep Raider 173
Infogrames Unreal Tourmamant B4-85
Interplay Productions Inc Baldur's Gate 2 2-3
Intesplay Produchons Inc, Star Fieet Comm 2 6-7
Interplay Productions Inc. Fallout Tachcs 28
Interplay Productions Inc. leawind Dale 88-84
Interplay Productons Ing, Sacnlice 113-118
Intetplay Produetions Inc Giants 153-159
Konam of Amenca Mummy 64-65
Logitech Wingman RumblePard 10
LucasArts Entertanment Company

Escapn From Monkoy Island 88
Mattel Interactive real MYST 18:19
Mantel Interactive Poul of Radance 151
Mattel Toys Inc Seqa Rally 28-27
Micron Electronics Inc. Micran FC (A8
Microsaft Force Feedback 2 22
Microsoft Crimson Skies 46-47

Mech Warnor IV 78-79
Micrasaft Combat Flight Sim Il 08
Micrasolt Midtown Madness 109
Micrasaft Ago of Empires |1 123
Microsoft SideWinder Strategic Commander 142-143
Microsaft Maotal Goar Solid 149
Microsolt SideWinder GameVoice 162-163
Natamin Last Kingdom 147
NovaLogic Delta Foree 45
Protostorm Conspiracies 32
Ray Legie Software Dark Gro 43
Satok Industnes Cyhorg 30 1m
Sierra On-Ling Thrane ol Darkness 45
Sierra On-Line Arcanum 1617
Sivrra OneLine Empire Earth 24.25
Sizrra On-Line Zuut 82-83
Sierra On-Ling Nascar 4 106-107
Sierra OneLine Gunman 124-128
Siera On-Linp Half-Life Countur-Stnke 130131
Sierra On-Line Yeu Don't Know Jack 145
Sontage Interactive Game Commander 177
Sony Online Evereuost 1415
THQ Evil Dead 141
Ubi Soft Stupid Invadurs 72:73
Westwood Studios Red Alart 40-41
Wostwood Studios Emperor 100-101




MYSTERY.

OISASTERS. WAR.

AND GUIDING YOU THROUGH IT ALL...

The #1 computer game magazine on the planet.
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GREENSPEAK

Lets laugh and cry together as we

B Ay carambal Have I been doing this for three years
already? Where does the time go, | ask you? How did [
get here? Why, it seems like it was just yesterday that

1 was crawling around on the floor, in rubber pants, eating
baby food and getting spanked. Wail a minute—that was
yesterday. Apologies to the wife for sharing our “special
time" in public.

In any event, welcome, fellow gaming brethren, to the
Annual Greenspeak Awards—that magical moment each
year when we look back and sing a song of ourselves, like
the great poet Walt Whitman once did many years ago
before croaking. While other gaming awards may have
more so-called “prestige,” the Greenspeak Award is still
the one that gives most of us thal special
tingle deep inside. I know it does me. r

But, hey, enough of my yakking already. I}
Let's pass outl some awards!

Marketing Morons of the Year

Whomever designed and approved the box
for MESSIAH, one of the most phenomenally
awful boxes ever. Here we have a game
hyped for years as some kind of cutting-edge
graphics extravaganza. So whal do they do?
They put it in a butt-ugly solid grey box, with
the game name unreadable from two feet
away. Bravo. I'm thinking that maybe they just didn’t want
people to know they were buying MESSIAH, in which case,
change this award to Marketing Geniuses of the Year.

Real Gaming God of the Year

Richard, “Machiabelly,” the “fat gay guy" from CBS’
Survivor. Our own Robert Coffey called it from week one:
Richard was the only guy who took the show for what it
was, a game, and then played it like a great gamer would,
week after week. He was smart, cunning, conniving, and
ruthless—all the qualities that we, as computer gamers,
strive for and admire in our digital domain. Sure he was
unlikeable. When's the last time you liked the guy who
beat you in QUAKE?

Scariest Game of the Year

THE SIMS. When played seriously, this was just way too
frightening and close-to-home for me. My first Sim, the
cleverly-named Jeff Green, lost his first job almost immedi-
ately because he stayed home playing compuler games.
From here, it was a steady progression into full-fledged
Loserdom, as he ended up flat-broke, friendless, and so
depressed that he just sat on the couch in the dark all day,
crying. Ultimately, I just had to delete the poor guy. I'm
sorry—I thought I played games Lo escape reality.

Whiny Babies of the Year

All the pissy game company dweebs who closed their
message boards, pulled their ads, and wrote cranky letters
this year in response to negative publicity or bad press
ahout their games. I'm not going to name names, hecause
we (and they) know who they are. But, man—grow some
huevos and learn how to take criticism with some shred of
dignity and humility, Learn that it might help you to listen

Third Annual Greenspeak Awards

ook back on Y2K

to it. And, most importantly, learn that blaming the press—
or the poor gamers who wasted their money on you—for
the failure of your products will only make it worse. Just
shut up, take your lumps, and prove us wrong the next
time out.

Imperialists of the Year

Microsoft. Gee, with the way this company is growing in
the gaming industry, you'd think they were ambitious or
something. A host of A-level releases (AGE OF EMPIRES 2,
MOTOCROSS MADNESS 2, the great port of METAL GEAR
SOLID, the upcoming MECHWARRIOR 4, and more), the
acquisition of major game developers like Bungie, and the
announcement of the Xbox console were all major events
this year, furthering Microsoft's rapid and scary transfor-

While other gaming awards may have
more so-called “prestige,” the Greenspeak
Award is still the one that gives most of us
that special tingle deep inside. | know it

does me. d@

mation from gaming weakling to dominant powerhouse.
That Bill Gates—he'll go far. Mark my words!

Best Game Titles of the Year

Tie: ABOMINATION and ODIUM. Game publishers, do
yourselves a favor: Don't make it this easy for us. Make us
work for it. In case you're unsure, here're a [ew sample
titles you should probably stay away from in 2001:
ABYSMAL, GODAWFUL, UNPLAYABLE, and SUCKFEST 2001.

Bummer of the Year

The closing of Looking Glass Studios. Game companies
come and go—it's business. But this one hurt. This one
mattered. This one made it feel like nothing is sacred.
Looking Glass didn't make the best-selling games, but
they made the smartest games, like SYSTEM SHOCK and
THIEF, that overflowed with creativity and originality, and
reinvigorated entire genres. Here's one last salute to a
great company, and my best wishes to all the alumni. Keep
making games, guys. We need you.

Reality Check of the Year

The CGW staff's real-world softball team—the ill-fated,
odious abomination known as Los Chupacabras. How many
did we win, guys? One game? Against the blind guys?
All T know is that I personally learned my lesson: The
real world is a scary, brutal place, where bad things
happen. Next year, I'm staying on the computer, playing
computer games, as much as I possibly can. That's my
promise to you. ({40

What Jeff doesn't realize is that the one game we won 15
the one he sat out. You figure it out, and email him at
jeff_green@ziffdavis.com.
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is it a notebook
that doubles as
an entertainment

center Or an
entertainment
center that
doubles as a
notebook? yes.

Introducing the all New Dell™ Inspiron™ 8000.
The most complefe multimedia capabilities
ever featured in a notebook.

DELL" INSPIRON" 8000 With the Dell™ Inspiron™ 8000, you can carry your home
NEW—Multimedia Mobile Desktop

® |ntel® Pentium® Il Processor at 700MHz
® 15" Super XGA+ TFT Display m 64MB 100MHz SDRAM

entertainment system and your computer with you.
Innovations like 32MB video with 4X AGP graphics and
harman/kardon audio, deliver sharper images and

® 10GB" Ultra ATA Hard Drive ® 8X Max DVD-ROM Drive
= 32MB AGP 4X ATl Rage Mobility"-M4 3D* Video

= |nternal V.90 56K Capable® FaxModem

s 59\WHr Li-lon Battery ® harman/kardon Audio

® MS" Works Suite 2001 ® MS” Windows®™ Me

® 3-¥r Limited Warranty® ® 3-Yr On-site Service*

® 1 Year of AOL* Membership Included”

2 99 @ E-VALUE CODE
89485-801125a
® Midnight Grey Standard - Add Color Palm

Rest Kit with Four Colors, add $19.99
8 Add Modular BX Max CD-RW, add $399

smoother transitions to bring games, movies, and streaming
video to life. And with dual optical devices, you can watch
a DVD movie and burn a CD at the same time. With a
notebook this fast and this powerful, you can do more
wherever you are. IU's just one more way Dell helps you
gel the most out of your PC.

pentiume/// contact ustoday | 877.964.3355 | www.dellame.com | DAL
Includes Windows Millennium Edition — the home version of the world's favorite software.

“Must registor for AOL within 30 days of receiving computer. To avoid paying monthly year promational periad. Even :hln"g proma period, lelephone access s
on your phono hill (eall your phone ea. for details) and surcharges far premivm soervicos y apply, inchmding in AK. For nevs, 18+ LS mambar ajor cred

checking aceount onby. Limiad time olfer




pringing great values

home for the holidays.

Find today’s cutting-edge technology under your tree this year.

No one gives you more jingle bells

and whistles than Dell™ this holiday

season. Looking to burn your own CDs? Watch DVDs? Or maybe you're

just looking for pure speed. Well, we'

ve got it all and at unhelievahle prices.

Custom-build your own system or surprise a loved one with one of these
great systems here. And 1 year of AOL® membership included ($263 value)*®

with the purchase of a new Dell home system. We'll aven give Santa a break

and drop it off for you.

DELL" NOTEBOOKS:
DELL™ INSPIRON™ 3800

Design and Affordability

® Intel® Celeron™ Processor at 600MHz

® 12.1" SVGA TFT Display

® 32MB 100MHz SORAM

® 5GB’ Ultra ATA Hard Drive

" Madular 24X Max CD-ROM Drive

® 2% AGP BMB ATI Rage Mobility™ -M1 3D" Video
® |nternal V.90 56K Capable’ FaxModem

= Li-lon Battery with ExpressCharge™ Technology
8 MS” Works Suite 2001 = MS*® Windows* Me
® 1-Yr Limited Warranty

® 1-¥r Next-Business-Day On-sile Service'

® 1 Year of AOL® Membership Included”

$ |349 @ g-anUE CODE

9486-801113
AS LOW AS $37/MO., FOR 48 MOS."”

DELL" INSPIRON™ 4000

NEW—Thin and Light

= |ntel® Pentium® |l Processor at 600MHz
Featuring Intel* SpeedStep™” Technology

u 141" XGA TFT Display

u 64MB 100MHz SDRAM

= 10GB" Ultra ATA Hard Drive

= Modular 24X Max CD-ROM Drive

® 27X AGP 8MB ATI Rage Mobility™ 128 3D* Video

® |nternal V.90 66K Capahle® FaxModem

® 53WHr Li-lon Battery with ExpressCharge™
Technology

= MS® Works Suite 2001 = MS* Windows" Me

® 1-Yr Limited Warranty® = 1.¥r On-site Service'

® 1 Year of AOL® Membership Included"”

$ I 949 e E-VALUE CODE

B9486-801119b

NEW—Dell™ Inspiron™ 8000 Notebook

DELL™ INSPIRON™ s000

NEW—Multimedia Mobile Desktop

® [ntel® Pentium” Il Processor al 700MHz

® 15" Super XGA+ TFT Display

= G4MB 100MHz SDRAM

= 10GB* Ultra ATA Hard Drive

= §X Max DVD-ROM Drive

= 32MB AGP 4X ATl Rage Mohility*-M4 3D" Video
= |nternal V.90 56K Capable’ FaxModem

= 59WHr Li-lon Battery

® harman/kardon Audio

5 MS" Works Suite 2001 ® MS” Windows™ Me
® 3-Yr Limited Warranty®

® 3.t Next-Business-Day On-site Service*

® 1 Year of AOL® Membership Included”

$ 2599 E-VALUE CODE

89486-801125a

AS LOW AS $53/MO., FOR 48 MOS.”

AS LOW AS S71/MO., FOR 48 MOS.



DELL" DESKTOPS:
DELL™ DIMENSION" L5eres

Affordable Desktop Solution

u |ntel” Pentium” Il Processor at 800MHz
® 4MB SDRAM ® 7.5GB" Ultra ATA Hard Drive
= 15" (13.8" vis) E551 Monitor
u [ntel® 3D° AGP Graphics
® 48X Max CD-ROM Drive
8 SpundBlaster 64V PC LC Sound Card
B PC Speakers
® \/.90 56K Capable® PCl DataFax Modem
for Windows®
= MS* Works Suite 2001 = MS* Windows* Me
u 3-Yr Limited Warranty’ m 1-¥r At-Home Service'
® 1 Year of AOL" Membership Included”

E:VALUE CODE
89486-501108

AS LOW AS §25/M0Q., FOR 48 MOS."

| DELL™ DIMENSION™ 41005sries

Advanced Performance, Smart Value

= |ntel® Pentium”® Ill Processor at 933MHz
= 128MB SDRAM at 133MHz
= 20GB* Ultra ATA-100 Hard Drive
= 17" (16.0" vis, .26dp) M781s Monitor
u 32MIB NVIDIA TNT2 MB4 4X AGP Graphics
1 12X Max DVD-ROM Drive
® SB Live! Value Digital
® harman/kardon Speakers with Subwoofer
® V.90 66K Capable’ PCI Telephany
Maodem far Windows®
® MS* Works Suite 2001 = M5" Windows® Me
® Prog8T2 SurgeArrest
= 3-Yr Limited Warranty' m 1-¥r At-Home Service'
= ] Year of AOL" Membership Included®”

@ E-VALUE CODE
89486-501114

AS LOW AS $41/MO., FOR 48 MOS."

DELL"™ SOLUTIONS:
' SOFTWARE & ACCESSORIES -

Printers:

® HP' DeskJet® 952C, add $199 after S50
HP* Mail-In Rebate (Reg. $249)"

® HP* DeskJet® 932C, add $149 after S50
HP* Mail-In Rebate (Reg. $199)"

Scanners:

® HP® ScanJet® 6300Cse, add 5149 after 550
HP* Mail-In Rebate (Reg. $199)"

® HP* ScanJet® 4300Cse, add $99 after $50
HP*® Mail-In Rebate (Reg. $149)

Power Protection:
® ProBT2 SurgeArrest, add 539

Software:

® Ultimate Sports Pack Plus
{Dimension™ only}"”, add 599

® Home Reference 4-pack”, add $79

DELL™ DIMENSION™ s100ores

Advanced Performance, Smart Value

® [ntel* Pentium® Il Processor at B8BMHz

® B4MB SDRAM at 133MHz

® 20GB" Ultra ATA-100 Hard Drive

® 17" {16.0° vis, .26dp) M781s Monitor

= 16ME ATI Rage™ 128 Pro

® 48X Max CD-ROM Drive

® SoundBlaster 64V PC LC Sound Card

= harman/kardon Speakers

= 3Com"* V.90 56K Capable® PCI Telephony Modem
= MS* Works Suite 2001 ® MS* Windows* Me
= 3-Yr Limited Warranty” = 1-Yr At-Home Service'
® 1 Year of AOL" Membership Included®

$ I I 99 E-VALUE CODE

89486-501111
AS LOW AS $33/MO,, FOR 48 MOS.”

DELL” DIMENSION™ & Seres

Cutting-Edge Technology

= |ntel® Pentium® Il Processor at 1GHz

= 128MB RDRAM

= 40GB’ Ultra ATA Hard Drive

= 19" (18.0" vis, .26dp) M391 Monitor

® NEW 32MB DDR ATI Radeon™ Graphics

® 8x/dx/32x CD-RW Drive

® Turtle Beach® Santa Cruz DSP Sound Card

® Altec Lansing’ THX-Certified ADA 885™
Speakers with Subwoofer

® 3Com* V.90 56K Capable® PCI Telephany Modem

= M5* Works Suite 2001 ® MS* Windows® Me

= 3-¥r Limited Warranty® = 1-Yr At-Home Service'

= | Year of AOL® Membership Included”

$ 2 I99 E-VALUE GODE

89486-5011212
AS LOW AS $60/MO., FOR 48 MOS.”

_FINANCING & SERVICES

Payment Solutions:

® Dell™ Purchase Plan - Enjoy easy-to-budget,
low monthly payments. Systems as low as $25
amonth” on the 48-Month Purchase Plan. Call
now for fast, simple, and convenient processing.

® Dell™ E-Check - One convenient electronic
payment from your checking account

Service Upgrades:

= Dell™ Dimension™ Premier 3-Yr At-Home
Service, add $99

u Dell™ Inspiron™ 3800 and 4000 Notebook 3-Yr
Mext-Business-Day On-site Service', add $149

pentiume/J/

Includes Windows Millennium
Edition — the home version of
the world’s favorite software.

“Must register for AOL within 30
tlays of receiving computer. To avaid
paying monthly fees, cancel during
1st year promotional period. Even
tluring promo period, telephone
access charges on your phone hill
(call your phone co. for details) and
surcharges for premium services
and B00# access may apply, including
in AK. For new, 18+ U.S. members with
major credit card or checking account
only. Limited time offer. "Maonthly
payment hased on 13.99% APR. APR
FOR QUALIFIED CUSTOMERS. OFFER
VARIES BY CREDITWORTHINESS OF
CUSTOMER AS DETERMINED BY
LENDER. Taxes and shipping charges
extra. From American Investment
Bank, N.A. to U.S. state residents
{including D.C.) with approved
credit. Availability may be limited in
some states,

Prices, specifications, and ovaitability

chamge without notice. Taxes and
charges extra, and vary. Canngt be cominned
with ather alters o di W8 anly. Offey
valid for Dell Home S 20, anly. 'For a copy
of nur Guarantees ar Lintad Wartunties, weite
Dol USA LP, At Warrantins, One Dall Way,
Houni Rock, Texas FHG82, "At-Home o woesig
servicn provided vin third-party contract with
customer. Techmeran will be dispatehid, o
necessary, lolfowing phone-baged rouhiethootng

1o rocewe Next-Busmess-Day service, Doli
must notify the service provider belore Spm
rigs. Diher
GB meons

leustomar's timal, Avinlabilit
conditions apply. "For hard drive

¥ billion byles; accassible capacity vane

operating  environment. Do vl speeds

limsted te 53Kbps, Upload spoad
30Kbps) and wary by modem manutaeturee

e less labout

and online conditons, Analoy phone hine and
comphitible seevier required, " Saltweire, packaging,
or  documentation may  ditter lrom retnl
versions, “For rebate detalls and coupons, call
BO6O-728-9665 for HE. lotel, the Inted nsule logo,
and Pentivm are reqistersd trademarks, and

Intel SpeedStep and Celeron are wademarks of
Imal Corporation. MS, Microsofr, and Winde
arg  registerad  rodemarks  of Microsoft
Corpomation, Amenca Onime, AQL and the Teangio

5

logo are reqistered tra
Onling, Ine. 30om s a e
ACam Corporation, HP and Da
teademarks of Hewlett-Packard Corpor

tared trademark of

are rag

L2000 Dell Computer Corparatinn. All fights reserved
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a IGHz p-roz;c-gs;-s.for?

a $1699 price ag?

| year of
AOL"

membership
included™

'DELL” DIM

One Powerful PC

® [ntel® Pentium® Il Processor at 1GHz

= 128MEB SDRAM at 133MHz ® 20GB* Ultra ATA-100 Hard Drive
® 19" {16.0" vis, .26dp) M991 Monitor

® 32MB NVIDIA TNT2 M64 4X AGP Graphics

® 8x/4x/32x CD-RW Drive » SoundBlaster 64V PCILC Sound Card
= Altec Lansing® ACS-340™ Speakers with Subwoofer

= .90 56K Capable® PCI Telephony Modem for Windows®

® MS*® Works Suite 2001 = MS® Windows® Me

® 3-Yr Limited Warranty” ® 1-Yr At-Home Service'

u 1 Year of AOL" Membership Included*”

$ I 699 E-VALUE CODE

89484-501116z
= Upgrade to Premier 1-Yr At-Home Service} add $99
® Epson® Stylus Color 777 Printer, add $99

Hear this: The Dell”™ Dimension™ 4|00 PC with
a IGHz processor now cosfs just S;I{)_?f?,

If you're the kind of person who thinks fast, eats fast and works
fast, have we got a computer for you. The Dell™ Dimension™
4100 desktop with, yes, a fast Intel” Pentium® Il processor at
1GHz. It makes computing a snap. From crunching numbers to
playing your favorite graphics-intensive games, the power
of the 4100 will blow you away. And now it costs just $1699
including a CD-RW drive. Plus, it's backed by Dell's award-
winning, around-the-clock service and support. Speed at a price
you can afford—it's just another way Dell4me™ is helping you
get what you're looking for. So contact Dell today by phone
or on the Web. Ordering takes only a few minutes, which we
know is a big deal for someone like you.

DéLLdme,com

pentiums/J/ contact ustoday | 877.964.3355 | www.delldme.com ‘ DAL COoM
L L)

Includes Windows Millennium Edition — the home version of the world’s favorite software,

“Must rogister for ADL within 30 days of receiving computer. To avoid paying monthly lees, cancel during 151 year promotional 1|an| Eu(u (hmnq promo period, toleprmn. necess C|Irlfl.i— on

your plmnn- il call your phone co, lor details) and surcharges for premium services and B00% access may apply, including in AK, For naw, = .5, mambars with magor credit card or checking

acapunt anly, Linnted time oltar



	198-fc1
	198-fc2
	198-001
	198-002
	198-003
	198-004
	198-005
	198-006
	198-007
	198-008
	198-009
	198-010
	198-011
	198-012
	198-013
	198-014
	198-015
	198-016
	198-017
	198-018
	198-019
	198-020
	198-021
	198-022
	198-023
	198-024
	198-025
	198-026
	198-027
	198-028
	198-029
	198-030
	198-031
	198-032
	198-033
	198-034
	198-035
	198-036
	198-037
	198-038
	198-039
	198-040
	198-041
	198-042
	198-043
	198-044
	198-045
	198-046
	198-047
	198-048
	198-049
	198-050
	198-051
	198-052
	198-053
	198-054
	198-055
	198-056
	198-057
	198-058
	198-059
	198-060
	198-061
	198-062
	198-063
	198-064
	198-065
	198-066
	198-067
	198-068
	198-069
	198-070
	198-071
	198-072
	198-073
	198-074
	198-075
	198-076
	198-077
	198-078
	198-079
	198-080
	198-081
	198-082
	198-083
	198-084
	198-085
	198-086
	198-087
	198-088
	198-089
	198-090
	198-091
	198-092
	198-093
	198-094
	198-095
	198-096
	198-097
	198-098
	198-099
	198-100
	198-101
	198-102
	198-103
	198-104
	198-105
	198-106
	198-107
	198-108
	198-109
	198-110
	198-111
	198-112
	198-113
	198-114
	198-115
	198-116
	198-117
	198-118
	198-119
	198-120
	198-121
	198-122
	198-123
	198-124
	198-125
	198-126
	198-127
	198-128
	198-129
	198-130
	198-131
	198-132
	198-133
	198-134
	198-135
	198-136
	198-137
	198-138
	198-139
	198-140
	198-141
	198-142
	198-143
	198-144
	198-145
	198-146
	198-147
	198-148
	198-149
	198-150
	198-151
	198-152
	198-153
	198-154
	198-155
	198-156
	198-157
	198-158
	198-159
	198-160
	198-161
	198-162
	198-163
	198-164
	198-165
	198-166
	198-167
	198-168
	198-169
	198-170
	198-171
	198-172
	198-173
	198-174
	198-175
	198-176
	198-177
	198-178
	198-179
	198-180
	198-181
	198-182
	198-183
	198-184
	198-185
	198-186
	198-187
	198-188
	198-189
	198-190
	198-191
	198-192
	198-bc1
	198-bc2
	198-bc3
	198-bc4

