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Play from the traditional full

3-D RTS view or zoom into the

action for sharper detail.

Blow your cover as a modern-

day mercenary and become a

living, breathing, human target.

Face real-to-life warfare with

true line-of-sight, realistic scale

and accurate physics.

Track and kill through a variety

of first-person shooter indoor/

outdoor combat situations.
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Live the unlife of a vampire and Survive a stunning 3-D world- Command an extensive range of Annihilate enemies, organize

determine his destiny over 800 from medieval Prague to vehicles, buildings and units in troops, manage resources, and

years in a thrilling RPG. modern New York. the explosive sequel. snipe other soldiers.

AdiVisioH AcliVilioN. lWDiW(| SoftwareForPCs.com
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Experience multiplayer Internet

Deathmatches with bristling

response times and controls.
‘

Level by level, the all-new single-

player experience delivers the

intensity of a live deathmatch.

Fear goes state-of-the-art with

smothering fog, flickering shad-

ows and retina-searing effects.

AcliVisioH

--

v.actMiffln.c



It’s a beautiful day -

IN THE NEIGHBORHOOD...

EXCEPT FOR THREE DOMINATE SPECIES

TRYING TO ANNIHILATE EACH OTHER,
Playing as 3 unique species, Giants: Citizen Kabuto ,

will take you to surreal worlds combining 3D arcade 4 tg

action, blow-your-mind graphics, a dash of strategy

and a few dodgy laughs. All of which make a

perfect canvas for sheer brute savagery in a single
”

or multiplayer ass whuppin' experience.

So, shut all the doors, turn off the lights, and wheel
^

B
Grandma into the garden -

"

, IS coMiNGi : -aBB

Actual Game Screen



A species of lovely, ethereal females

who can decimate enemies with the

cast of a spell and still retain their

vixen charm.

BY GAMERS. FOR GAMERS.’

www.interplay.com

16815 Von Karman Ave. Irvine
Go to #135 @ www.computergafning.com/infolink
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FreeSpace sets a new standard for sci-fi shoof'em ups.

-PC Gamer

The best space combat game anywhere (including the ones with a certain license attached).

-PC Accelerator

Descent: FreeSpace is the absolute best space-combat sim to date.

-Maximum PC

FreeSpace manages to outdo all other space eims in its ^rst outing.

-Next Generation Online

The sequel to the award-winning

space combat simulation of 1

is about to emerge.
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Need A New 3D CardP
m f that npw namp \/nii iitct

m
I

f that new game you just performance, but you must

brought home runs like a choose wisely. TNT2 or Voodt

one-legged duck on ice, it's 3? Waterfowl assassins Loyd

time to think about an Case and Dave Salvator test 16

upgrade. Fortunately, the latest new 3D cards and show you the

crop of 3D cards offer stellar best ones to bag.

Caution: Deuelooers at Play
f

Ever wonder what tactics game designers use to beat the best

games? Learn the secrets of the pros, from Civ II designer Brian

Reynolds, Railroad Tycoon II designer Phil Steinmeyer, Blizzard's Bill

Roper, Richard "Levelord" Gray, LucasArts' Tim Schaefer, Valve's Gabe

Newell, Maxis' Will Wright, and more.
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• The latest thunder at Ion Storm

• Violent games duck for cover at E3

Black & White

Black & White
From POPULOUS to MAGIC CARPET to DUNGEON KEEPER.

Peter Molyneux has continually redefined the boundaries

of what action and strategy games can be. See why we

think BLACK & WHITE may be his best game yet. . . .44

Force Commander

Force Commander
So you think you've seen every real-time 3D strategy

game. You'll think differently after you see what

LucasArts has in store for its signature franchise. . .54
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Not sure
'

which

race to vS
wreak

havoc with? Here's a

quick and dirty look

at playing the

Aliens, Predator, ,, ,

and humans,._

courtesy

of the

official ^9^1
Prima

Strategy Guide.

Okay, there's ^
no custom H
league

function,

butourirre- v ;

pressible base- V
ball nut Robert
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you how to build a
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way, and give you a

. few gameplay tips

k as well. >
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Guess you could say we like to go out of our way to make sure stuff looks real.

Why? Because we can. Our 3D graphics accelerator performs over 100 billion operations a second

And considering our chip is compatible with a ton of games and software, maybe its time to upgrade

your present computer with a 3dfx VoodooS" board, or make sure it's built into your next one.

For more information, check out our website at www.3dfx.com. So powerful, it's kind of ridiculous.

sCUUI tU.

3d^

Go to #252 @ www.computergamlng.com/Infolink



Destroying your enemies

ISNT ENOUGH...

As Raziel, stalk the shadows of

Nosgoth hunting your vanipin

brethien. Impale them with

spears. Incinerate them with

torches. Drown them in water.

No matter how you destroy

them, you must feed on their

souls to sustain your quest -

the ruin of your creator, Kain.

Morph onlo Ihc spectral pfanc
and confront unique enemies and
fjamcplay challeniies

"The elaborate architecture within these 3D
environments is some of the best Next
Qeneration has seen on the PlayStation."

-Next Qcncmtlon

Dark gotitic story

Shift real-time between

and spectral planes

"...the completely revarhped sequel to

Legacy of Kain promises high immersion

—Spin



You MUST
DEVOUR THEIR SOULS

vivivi. crystald.com www. eltloslnleraclive.com

Go to #272 @ www.computergaming.com/infolink



iSION

Control up to four soldiers in either 3rd

or 1st person views!
Carelessness costs lives as enemies hear you.

see you and even chase you!

For more info check out www.talonsoft.com
c Copyright 1999 TalonSoft Inc. TalonSoft is a subsidiary of Take 2 Interactive. Ail rights reserved.

Go to #242 @ www.computergammg.com/infolink
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EDITORIAL
have big, giant-size, 1 4-and-then-some feet. The kind of

feet that make shoe salespeople smile to themselves

when I hold up a pair of Nikes and ask if I can try some

on in my size. I'm not bitter, though; I'm always glad to

be able to make people laugh right in my face, especially

in the mocking, derisive way shoe-store employees do

when they bring out a pair of size 12$ and smirk, "This the

biggest size we have, sir." Thanks. Actually, just thinking about

their passive-aggressive taunts gets me riled up. Screw this

column. I'm going down to the local Foot Locker, going right

up to one of those wannabe referees that work there,

and.. .and.. .and...

Ahem. Anyway, the point I was making is that I have very

big feet. But you know, even if I wore a size 28 EEEE, I still

wouldn't fit into the shoes left by my predecessor, Johnny

Wilson. Having been a reader of Computer Gaming World for

a
die last 10 years or so, I understand only

too well the legacy of great storymaking

he's left behind, and I can assure you that

is one thing that won't be changing.

So what happens to Johnny now that

I'm the Editor-In-Chief? Well, like any

action hero, Johnny got the girl (he recent-

ly got married) and rode off Into the sun-

set Of course, the "sunset" is an office

I have big, giant-size,

1 4-and-then-some

feet.

two doors down from mine and involves a mind-numbing

number of meetings and excruciating no-hit losses in HIGH

HEAT 2000. But the girl is real... I swear!

As for me, for now I'm enjoying the ability to fulfill two of

my lifelong dreams. The first is contributing to a CCkV cover

story, even though this month's story was a no-brainer

considering the richness of third-person, 3D

shooters on display at the Electronic

Entertainment Expo in Los Angeles.

The second? I now get to use this

column to lob potshots at all my child-

hood friends who thought I was a

geek. So who's the geek now, guys?

(D'ohl)

/.computergaming.

(
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Blood of the Damned
A 3 D T E R Y A D V f N T U R E

Go to #269 @ w^.computergaming.com/infol{nk
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RISK YOUR SOUL.

igatc;
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MARCH 17,1244. MONTSEGUR
A mysterious treasure is smuggled out of the

Cathar fortress of Montsegur. Two days later

the remaining "heretics” are slaughtered by

the crusaders of Pope Innocent III,

JUNE!, 1885WS^f*MARY MAGDALENE’S
The ancient village receives a new parish priest,

B^renger Saunifere. While renovating the abbey, he

makes an unsettling discovery in a hollow column.

Soon after, Sauniere has wealth enough to refurbish

the entire village.

AUGUST 2, 1940. PAS DU LOUP
Adolf Hitler dispatches a small

' division of soldiers and archaeologists

to search for a "treasure of immense

wealth" said to be hidden within the

,

valley. The project is soon abandoned.

- A, V

JANUARY 22, 1922. VILLA BETHANIA
After hearing his final confession, a neighboring

priest rushes from Sauniere’s deathbed, refusing

to administer last rites. Never sharing what

transpired, he was said to have lived the rest

of his life in torment.

Solve a true, historical mystery within

a surreal, captivating story line.

Control your point of view using

unlimited camera movement.



BaLbuRS

C of the S010125 Coast
Legends of treasures lost and monsters to be defeated abound in the region. Almost all have
at least some basis in truth. Are you up to the task? WiU you return with even more fame than
you accumulated in your previous travels? Or will you journey off; never to be heard from

Continuejow adventures with the character
you created in the original same.

Join up with newfriends ormeet old enemies.



FIRE AWAY AT CGWLETTERS@ZD.COM

Content Ratings

I

just got my July issue. Greeting me was Johnny Wilson's column about the Littleton tragedy (July, page

21). Honestly, I was a bit surprised; I hadn't made the association between the June cover and the shoot-

ings. However, that's just me being ignorant of the Real World. Digging into the article, though, one thing

grabbed my notice. Johnny calls for standardization of the rating icons and a need for parents to be able

to see what their kids are buying. So, CGW, put your money where your mouth is. Insist that all the

games in the magazine have the rating icon. In the meantime, CGW, keep up the good work.

Steve Boyd

Via the Internet

We agree. Starting next month, all the game reviews will include their RSAC or ESRB rating.

One Vote for Johnny
I completely agree with Johnny Wilson's editor-

ial that graphic violence does make us pay atten-

tion and think about what's at stake. In some

cases it even does a better job than some par-

ents. I really hope the editorial sinks in.

Zorik Ishayev

Via the Internet

... and One Against
I disagree with Johnny Wilson’s July editorial

regarding how violent games can offer a positive

social value. While I've enjoyed some of the

offending games myself, that was during my

adulthood, not my formative years. I'm quite con-

vinced that violence in the media is a social neg-

ative. While I support the right of the game pub-

lishers to publish violent software, I refuse to sup-

port them myself.

Fred Kuhiman

Via the Internet

X-WING ALLIANCE Review
When I received your July issue, I was excited

to see what my favorite magazine had to say

about X-WING ALLIANCE. My problem is this: you

gave away the ending! Now, I understand in

order to do a review, you have to give an

overview of the story, but in this case you not

only told us what to expect, but exactly how it

ends!. .
.

you did take a little of the hard-earned

thrill of finishing the game.

Mike Smith

Via the Internet

Thierry Nguyen responds: My review ofX-

WING ALLIANCE didn't give away any plot ele-

ments that weren't on the back of the box, which

reads: “Ultimately, you will join the Rebel

Alliance for a series of covert assignments and

uncover information about the Empire's second

Death Star project. The finale? You'll find yourself

at the controls of the legendary Millennium

Falcon, flying against the massive Imperial fleet

in the Battle of Endor. " / was just confirming that

this actually happened, and didn 't let loose any

of the juicier details, like how you meet Boba Fett

and discover that he's actually a very pissed-off

Jar Jar Binks. (The hatred of millions of Phantom

Menace fans will do that to you.)

Agony of the Feet
I was shocked, sickened, and utterly flabber-

gasted while thumbing through your latest issue.

The object of my disconcertion is the ad depicting

a row of shoeless game designers standing in

front of a line of women wearing bikinis. I have

two daughters, and I shudder to think that they

could ever be abused in this way! Everyone

knows that, given the likelihood of going shower-

less for days at a time during binge gaming,

gamers have an inordinately high occurrence of

foot miasma! Plus, those are the ugliest feet I

have ever seen! I demand a full refund of my

subscription. Then, just maybe, the healing

process can begin.

Neil Kohihoff

Via the Internet

Reactions to John Dyer's Letter
I have been reading your mag for years and

never found anything that offended me or my

family. So when I read the letter (issue #180)

from John Dyer I could not believe what he was

saying.

I'm the father of three girls and have been a

gamer all my life and had a good upbringing, and

I know the difference between right and wrong.

What kind of father would I be if I didn't teach

my children the same?

1 have to ask Mr. Dyer if he ever looks at a car

wreck. If he says no I would call him a liar. We all

have looked. Does this make us bad people?

Joe Pate

Via the internet

We received many similar comments about

John Dyer's letter in our July issue. We thought

we'd close out this topic by printing a particularly

eloquent letter from an 18-year old gamer who

seemed to crystallize the views ofmany who

wrote in.

Look at the Big Picture
As an 18-year-old high-school student, I was

shocked by the Littleton tragedy as much as any-

one, but I was (and still am) quite angry with

people like John Dyer who rush to blame the

computer industry. 1 have been playing video

games since I was four, and I do own some vio-

lent games, like HALF-LlFE and QUAKE II. Does this

make me a potential killer? I think not. The

graphic images found In video games can be

found in any film or TV show nowadays, and just

as it is your responsibility to regulate what shows

your child watches, it is your responsibility to reg-

ulate what games they play. While many ignore

it, there is a ratings system, and it is not the com-

puter industry's place to play parent for you.

Incidents of teenage violence are increasing

throughout the country, and I think it's time we

look at the big picture. In social psychology, there

is a term called "self-serving bias," which basical-

ly boils down to a failure to look within. It is easi-

er to blame our problems on video games than to

look at the more serious, internal issues of hatred

and disillusionment, and the breakdown of par-

enting in our society.

The bottom line is this: it is not the game com-

pany's nor the government's place to regulate

what we see and hear. It is their responsibility to

give parents the proper resources to protect their

children from material they deem inappropriate,

and they most certainly do.

Matthew Rando-Chanon

New York, NY
Via the Internet
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Want Demos? We've Got 23

O
ur CG-ROM crew worked overtime this month to bring you 23 kiiter

demos for your gaming pleasure, This month's top demo is a World

War II squad-level aaion game with an amazingly realistic look and

feel, Hidden & Dangerous lets you command a squad of Britain's elite

S.A,S, commandos deep inside Axis territory. Using careful planning and sound

tactics, you'll have to free allied pilots that have been captured by the Germans.

After selecting eight soldiers for the campaign, you equip a team of up to four

men for each mission. During the mission you can control any of your men from

either a third-person or first-person perspective, or pause the action and give

commands from a top-down map interface. You may be surprised to see an ac-

tion game coming from the makers of the BAniEGROUND series, but TalonSoft's ex-

perience making fine wargames is apparent here in the high degree of realism in

weapons, vehicles, and historical ambience.

HIDDEN & DANGEROUS
GENRE:

WWII commando sim

EXECUTABLE;

\hidden_dangerous\h&d_demo.exe

Play the first two missions of this

evolutionary action/wargame.

AdditionalAugust CD Titles

TOMB RAIDER II GOLD
GENRE: Action/adventure

£YfCl/rM£; \tomb_raider_2_gold\domi99.exe

Explore one of the new expansion levels for Tomb

Raider II.

RAILROAD TYCOON II:

THE SECOND CENTURY
GENRE: Strategy

EXECUTABLE:

\rr_tycoonJL2ndcentury\secondcenturydemo.exe

Take railroading into the modern age with a demo for

this expansion pack.

NORTH VS. SOUTH
GENRE: Wargame

fltfCyrAfllf.\north_vs_south\nvsdemo.exe

Play one sample battle as either the Union or the

Confederates.

EUROPEAN AIR WAR
GENRE: WWII flight sim

EYfCUMflif.\european_air_war\eaw_demo.exe

Try your hand at CGW's flight sim of the year for '98.

MICROSOFT BASEBALL 2000

GENRE: Baseball

EXECUTABLE:

\ms_baseball_2000\msbb2000demo.exe

video Clips Toolbox
Alierts VS. Predator ' DirectX 6.1

Giants GameSpy

ALIENS VS. PREDATOR
GENRE: First-person shooter

EXECUTABLE:

\alien_vs_predator\avp_alien_demo.exe

Hunt colonial marines as the fast and

deadly Alien.

AUSTIN POWERS TRIVIA

GENRE: Trivia game
EXECUTABLE: \austin_powers\setup.exe

Test your knowledge of the Austin

Powers movie and popular culture trivia.

CARNIVORES
GENRE: Dinosaur hunting game
EXECUTABLE:

\carnivores\carnivore5demo.exe

Go on a hunting trip to an island full of

dinos.

CONFIRMED KILL

GENRE: WWII flight sim

EXECUTABLE:

\confirmed_kill\ckdemo.exe

Online WWII flight sim including the

Pacific theatre.

DAWN OF ACES
GENRE: WWI flight sim

fX£Ct/M0tf.' \dawn_of_aces\setup.exe

Challenge your friends online or practice

against the computer.

DESCENT 3

GENRE: Space sim

EXECUTABLE:

\descent_3\descent3demo2beta.exe

Fast paced 3D action, now with outdoor

environments.

ELITE DARTS
GENRE: Dart sim

\elite_darts\dartdemo.exe

Head to the tavern for a friendly game of

darts against the computer.

HEXEN II

GENRE: First-person shooter

£YfCi/Mfit£’\hexen_2\h2demo.exe

Choose to play as a Palladin or an

Assassin in this classic fantasy shooter.

EXECUTABLE:

\populous\populousdemo.exe

Try your hand as a deity in this tribal

god game.

PRO-PINBALL
GENRE: Pinball game
£YfC(/r/t0If.' \pro_pinball\ppin95d.exe

Play three balls on one sample table.

SHADOW COMPANY
GENRE: Real-time strategy

EXECUTABlf:

Vshadow_company\scdemo.exe
Command a squad of trained

mercenaries, left for dead in hostile

territory.

STAR WARS; THEGUNGAN
FRONTIER

GENRE: Strategy

EXECUTABII:

\star_wars_gungan_frontier\naboo.exe

Build and manage an ecosystem in the

StarWars: Episode 1 universe.

TOTAL ENTERTAINMENT
NETWORK

GENRE: Online gaming service

EXECUTABLE: \ten\setup.exe

An introduction to one of the most

popular online services for gamers.

TEST DRIVE 5

GENRE: Arcade racing game
£YfCt/rA6t£;\test_drive_5Ud5 cdw
demo.exe

Drive your choice of two Cowettes on

one demo track.

TEST DRIVE OFF-ROAD 2
Arcade racing game

EXECUTABLE: \test_drive_off_road_2\td

or23dfxdemo.exe

Race a humvee on the Santa Cruz track.

TOMB RAIDER 3

GENRE: Action/adventure

EXECUTABLE:

\tomb_raider_3\tr3southpacific.exe

The intrepid Lara Croft heads for the

South Pacific.

HOYLE CASINO GAMES
GENRE: Gambling sim.

EXECUTABLE:

\hoyle_casino_games\setup.exe

Try your luck on four different slot

machines, or play blackjack to your

heart's content.

POPULOUS: THE BEGINNING
GENRE: Real-time strategy

COMPUTER GAMING WORLD « AUGUST 1999 /.computergaming.
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0-60 (off a skyscraper)? Yes.

Racers, start your mayhem. Grab hold of one of 10 wild vehicles and race through the

windy streets of Chicago, where you'll have to deal with tough opponents, alleyways,

drawbridges, newspaper racks, tunnels, and the police. Throw in five race modes end

over 50 city landmarks, and there are plenty of sights to see. Just don't drive like a tourist.

5ee more action at

www.microsoft.com/games/midtown

’StaWos

.. 1 999 Microsoh Corpofoltorl. Alf riyhts resorvod Microsoft Is a rogislorod traHemafk of

Mirrosok Coiporolion. Volkswugmi, the Voikswogw logo, und BdcHo ore copyrigtil

1999 Vellswcigc-n of Amerigo. InC TiodcmorU, design polonts and copyrights ore used

v/lth Ili8 approval of iho owner.

Microsoft



THE LATEST NEWS FROM THE COMPUTER GAMING WORLD Edited by jeff_green@zd.coni

T

CGW’s Top 20 Games of £3
At a Surprisingly Good E3, These 20 Games Were the Best of the Best

G reen midgets. Bikini models.

Obnoxious Scotsmen on stilts.

Yes, it was one distraction

after another at the E3 convention in

Los Angeles this year, but the

Computer Gaming World editors did

their best to stay focused on the one
thing that really matters: free

drinks. Following that, we also

tried hard to look at all the games
on display. And the overwhelming

feeling among the staff was that

this was, rather unexpectedly, the

best show in years, with less

dreck, fewer clones, and more orig-

inal, potentially groundbreaking
titles than in the last several

years combined.
No single genre type or game

seemed to overwhelm the show,

as happened in E3’s past, when
every other game looked like

COMMAND & CONQUER, DIABLO,

or QUAKE. Now game designers

are branching out. blurring genres

and gaming styles—and we're all

going to be better for it. A few of

the games we saw we can’t talk

about yet {but will soon), but of

those we can talk about, here are

the 20 that impressed us the most
at E3 this year.

Freelancer
The chosen among us had seen FREELANCER before, so we knew what kind of

dazzle-fest was in store when Chris Roberts closed the door to the meeting room

and said, "So let me tell you about FREELANCER." We had been preaching the

gospel of this good

game since the first time

we saw it, in early

March. But the ignorant

among us couldn't fath-

om what was so gosh-

darn special about

Microsoft's upcoming

space combat/explo-

ration/trading title. After

our fly-through, the

raised eyebrows around

the room showed that

the formerly ignorant

were now fully educat-

ed. And quite impressed.

Ion To Dump IVfo Founders
T

urbulence at Ion Storm

erupted again recently,

when rumors circulated

that John Romero ejected CEO
Todd Porter and art director Jerry

O'Flaherty. Game news Web sites

reported that Romero was furious

over Porter's interference in the

design of DAIKATANA. Ion Storm

and its publisher, Eidos Interactive, have so far

denied the claim, but numerous sources close to Ion

say the rumors are true. Neither company will admit

Porter and

O'Flaherty will

soon be out

the departure, these soiuces say, until

Porter and O’Flaherty's severance

has been negotiated.

Their departure

would end a long and
sordid chapter in Ion

Storm’s history. The
I two helped found

Ion in 1997, along

with Romero, Tom
Hall, Bob Wright,

and Mike Wilson.

Wilson left later that

year after unsuccessfully

trying to remove Porter, whom
Wilson accused of arrogance,

incompetence and self-serving

strategies. Last year Porter and

O’Flaherty helped oust Wright,

continued on page 42
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Freelancer conjures up fond memories of what we imagined games like PRIVATEER and ELITE

could be—a wide-open science-fiction game with a wide-open, nonlinear storyline. In the game,

you play an interstellar trader who gets caught in a power struggle between four "houses." As

you play, you'll decide what goods to trade, upgrade your ship, and take mercenary missions from

the various houses, which appear to have the trappings of feudal Japan.

And then there are the graphics. Oh, mama. We saw a scene set in a gassy nebula that looked

like it had been beamed in straight from the Hubble telescope. We saw massive ore-processing

stations that had a sense of grand scale we'd never seen before. Throughout the entire demon-

stration, we also saw a cinematic style we're not accustomed to in computer games. Even the

combat in FREELANCER is a step beyond what we're used to. Gamers will be able to engage the

enemy with nothing more than a mouse and avoid the monotonous turning battles space com-

bat often devolves into.

FREELANCER showed US a bright future of PC gaming that goes far beyond the current state of

the art. We can't wait to get there...or at least give it a test drive.

Age of Empires II

If you're one of the two million or so players

of Microsoft's AGE OF EMPIRES, perhaps the

most important detail about AGE II is when it's

coming out: November. Why the wait?

Although the engine hasn't changed, it's taken

the development team at Ensemble Studios a

year to rewrite the unit pathfinding alone. The

game features all-new art for its

1 3 new civilizations, each of which

has its own language, wonder, and

unique "special unit" (see Elliott

Chin's detailed descriptions on

www.gamespot.com). You'll be

able to use unit formations, but

the designers dropped facing in

combat, saying it was too difficult to tell what

was going on. In any event, we may have to

wait a little longer for it, but AGE OF EMPIRES II

will easily be one of the biggest games of the

upcoming holiday season.

Anachronox
Tom Hall's mighty RPG has been in

development at Ion Storm for a while now,

but at E3 the team was finally able to

show off the game in all its glory—and it

looks awesome. ANACHRONOX is a gor-

geous-looking 3D RPG (based on the

QUAKE II engine) that jumps across dimen-

sions and galaxies, with

a plot that borrows

from fantasy, science-

fiction, and anime ele-

ments and gaineplay

reminiscent of the best

console RPGs, Most

impressive in the demo

we received was a trip through a Matrix-

like digital world—though when all's said

and done it may be hard to pick just one

cool moment in a game as rich as this

one.

CGW's 1

RsaJity fcheck
Loyal fans of Reality Check will notice a change this month: PC Games is gone. Welcome to the won-

derful worid of capitalism, in which one day we'll all be working for Microsoft. Now, here’s the latest

roundup of 10 recent games and their coresponding review scores from the remaining major gaming

mags and Web sites. All scores use each pub’s own scoring system.

CGW

(HTornvr)

PC GAMED

(OUT OF UK)

CG STRATEGY PLUS

(ouiofFmi

PC ACCELERATOR

(OVFOFIO)

CAMESPOT

(Oin OF 10)

CAMECEKTER

(Oin OFFlItt)

Army Men tl 2.5 stars m 3 stars 7 6.8 3 stars

9 8.4

HOMM ill 86’/i 7 9.1

Myth II 4jstan m 4 stars 7 9.3 4 stars

NASCAR Revolution 1.5 stars 34% 2 stars 2 4.0 2 stars

North vs. South 1.5 stars 56% 3.5 stars 5.8 4 stars

SimCity 3000 4 stars 89% 4i stars 8 8.4 4 stars

South Park L5 stars 40% 2.5 stars 4 4.1 2 slan

Starslege 4S stars 80% 2 stars 7 7.3 5 stars

X-Wing Alliance 3.5 stars 92% 4i stars 6 8.4 5 stars

1
*no rating available at press time. red indicates editor’s choice games

news.bliirlis
E3 Edition

C&C Talent Leaves Westwood to

Form Startup Erik Yeo, the lead

designer and main creative force

behind Westwood Studios' immensely
popular COMMAND AND CONQUER
franchise, and Lewis Peterson, produc-

er on the C&C titles, have left

Westwood to form their own company.
7 Studios, The name comes from a

group of seven designers (including

Yeo and Peterson) who have all com-
mitted to the company. So far. only two
others have been formally announced:

Margaret Stohl (ZORK GRAND
INQUISITOR, DUNE 2000, SLAVE ZERO)
and Damon Coun (C&C COMMANDOS).
At E3, the team was scrambling

around looking for potential publishing

deals, and they did formally tie the

knot with Midway. No word yet on
exactly what Yeo and the rest will be
up to for their first game, but it is

expected to be a PlayStation 2 title,

with elements of strategy and action.

We'li continue to follow 7 Studios’

progress as we learn more.

Sid Does CIV III Sid Meier and Brian

Reynolds will finally be doing
Civilization in, as Firaxis signs an
agreement with Hasbro Interactive.

(See Terry Coleman's column this

month for details.)

New LucasArts Shooter LucasArts

made a surprise announcement of a

new Sisi WarsEpisodQ i game at E3, a

Jedi Knight-style first-person shooter

titled EPISODE I: OBI-WAN. No details

are available yet, other than that you'll

play the role of the yoimg Obi-Wan.
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T0PGAMCS(ffE3* RUHNStB SCARED

BLACK & WHITE 8-17 FLYING FORTRESS il DARK REIGN 2 aiGHT COMBAT

Black & White
This game, centered around making

moral decisions, may start the moment you

buy it—the marketers are considering pack-

aging it in both white and black versions,

with the white box costing an extra $5 ear-

marked for charity. Once the game's

installed, you'll guide a civilization and an

enormous beast as you seek to become

God in the gameworld. Countless good and

evil choices are made as you play, with the

world, your followers, and your beast

reflecting either the corruption or purity of

your soul. From Electronic Arts and Peter

Molyneux (POPULOUS, DUNGEON KEEPER),

BLACK & WHITE is the "god game" to watch

in 1999. (Take a look at our preview on

page 44.)

CONQUER. We're hoping that the game's

gorgeous graphics and unique multiplayer

angles will be enough to stop him from

wearing that stupid camouflage bandana

to work two days a week and screaming

"Come get somel " any time a member of

the sales staff walks by his cubicle.

Dark Reign 2
While DARK REIGN 2 Is embracing every

3D buzzword in sight, what really matters Is

how that will affect gameplay. The terrain is

the most dramatic we've seen in a real-time

strategy title and should have a major

impact on tactics. The sense of scale is

impressive, with towering Mech-like units

dwarfing infantry. The most intriguing fea-

ture is the cycling of day and night, allow-

B-17 Flying
Fortress II

Hasbro and

Wayward Studios are

bringing forth the

most detailed bomber

simulation yet. You

can man every station

of the bomber, and in

network games play-

ers can fly as gunners,

bombardiers, and so

on. Fighters such as

the P-47 and Me-163

are also modeled in

detail, so you'll be

able to fly escort for or

attacks against the

bombers as well.

Ultra-detailed physics

and realistic terrain

should bring you right

into the action.

c&c
Commando

This upcoming

third-person-perspec-

tive action game from

Westwood Studios will

give CGW assistant

editor Thierry Nguyen

the chance to live out

his lifetime fantasy; to

actually be the

Commando unit in

COMMAND &

ing players to build up during sunlit hours

for brutal nighttime attacks. Activision's

original real-time strategy game was a bit

lost in the glut of similar titles a few years

back, but the sequel looks primed to forge

new ground.

Deus Ex
While completion is still a long way off

(think spring 2000), progress on this first-

person RPG (which uses the UNREAL

engine) is going great. DEUS EX may not

have had the flashiest graphics of the show,

but seeing the attention to intricate real-

world detail and hearing design god Warren

Spector talk about the design decisions

behind the game made the preview worth-

while. And besides, who doesn't want to

play a spy RPG?

Runniiig ScsiGd?
Media Fire, the

A
s deafening as the din was in the L.A. Convention _ . . »

Center's South Kali this E3, there were some sounds uOriBSt Of 3D
you wouidn't hear even if you listened closely. You

wouldn't hear the tortured cries and splashing blood of ShOOlBtS TsIlB
Raven's SOLDIER OF FORTUNE. You wouldn't hear the pro-

fanity-loaded dialogue of Xatrix's KINGPIN. Why? The news COVSt 3t E3
that the Columbine High School gunmen reportedly played

computer games like DOOM and QUAKE drew the unfriend-

ly attention of the mainstream media, so game companies played it safe at this

year’s E3.

Prior to the Littleton, Colorado, massacre. Interplay had been handling KINGPIN

as one of its highest-profile games. But after the shootings, the game fell off the

map. KINGPIN wasn't mentioned in press releases immediately prior to E3 and is

conspicuously absent on the cover of Interplay's press CD, where all the compa-

ny's other games are depicted. The game was being shown at E3—interested

(that is, cleared) journalists could obtain a special stamp that let them past secu-

rity into Interplay's private room, away from the center of the show.

There was one other place to see KINGPIN, and that was behind a black curtain

at the back of the Convention Center in a tiny, hot, non-air-conditioned alcove

where Activision's SOLDIER OF FORTUNE could also be found. To see that

unabashedly bloody shooter, game journalists had to be escorted behind the cur-

tain by Activision staff With copious amounts of blood and victims whose arms

and legs get blown off by high-powered weaponry, SOLDIER OF FORTUNE was

exactly the kind of violent game the mainstream media was hungry for.

According to one source, at least 12 camera crews were turned away and denied

the opportunity to see Soldier of fortune on the convention's opening day.

It's hard not to notice the irony of big game companies like Activision and

Interplay dodging mainstream media, considering how everyone and his brother

in the gaming industry has openly lusted after media attention. Not now. Along

with the Activision and Interplay gore-fests, the toy guns and other weaponry

usually seen at E3 were inconspicuous this time around, and other violent games

also did their best not to be noticed.

While we'll have to wait to see if real-world violence will have a lasting

impact on gaming, the short-term effects are undeniable.—Robert Coffey

Flight
Combat:
Thunder Over
Europe

FLIGHT UNLIMITED

blew sim players

away, but everyone

asked where the guns

were. Now

Constantine

Hantzopoulos and the

Looking Glass crew

are bringing us that

and much more.

Realistic flight models,

stunning terrain, and

unprecedented recre-

ations of night fight-

ing—complete with

searchlights—high-

light this sim. Hard-

core sim fans will go

nuts over the game's

customizability; you'll

have the ability to

tweak aircraft and

environments with

ease and unparalleled

flexibility.

Giants;
Citizen
Kabuto
We were wondering

what Planet Moon's

designers (the people
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HEAVY METAL: F.AX.K.2 SWATS

behind MDK) were going to do for an encore. Well,

the answer is not MDK 2, but GIANTS: CITIZEN

KABUTO. Giants (which is being published by

Interplay) brings a STARCRAFT slant to the action

genre. You'll play the game as one of three unique

(and we mean unique) races. We like the translucent

blue Sea Reapers, but even better are the giants,

who turn the affair into the people-eating, building-

smashing game that GODZILLA should have been.

(See our preview on page 75.)

Heavy Metal F.A.K.K.^
The heat waves radiating from Ritual

Entertainment's motor home at E3 weren't from

the sun but rather from the scorching graphics of

F.A.K.K.^ and the designers' torrid gameplay

descriptions. The game is a third-person-perspec-

tive action-adventure in which you play the role

of Julia, a fantasy heroine whose planet is under

attack, Julia (modeled on B-movie queen and

1993 Penthouse Pet of the Year Julie Strain) must

solve puzzles and wield huge weapons—often

fighting with one hand and blocking with anoth-

er—to take down the invaders. The game's QUAKE

III engine is being used to dazzling effect in cre-

ating amazing interior and exterior environments.

F.A.K.K.' won't be a knockoff of the movie sequel

coming out in October, or a repeat of SIN. The

game has come a long way since we previewed it

in our May issue, and we think it'll be one of the

hottest games for 2000.

Need for Speed: Motor City

Forget your preconceived notions about the

NEED FOR SPEED series. The next game from

Electronic Arts' NFS team is something altogether

different. Featuring a brand-new engine with over

10 new tracks, MOTOR CITY is forsaking the world

of high-powered luxury cars for a spin through the

realm of classic cars and hot rods. Over 30 licensed

vehicles will be available for you to race and cus-

tomize, including such beauties as the 1 957 Chevy

Bel-Air Sports Coupe and the 1970 Mustang

"Boss" 302. Most intriguing of all is the game's

online component, which will be an entire virtual

racing world complete with a functioning economy

for buying, selling, and trading cars and parts, and

for challenging others to races of varying stakes. An

online racing RPG? We are so there.

Oni
Rumor has it that none other than Steven

Spielberg spent some time at the Bungie booth

checking out ONI. We understand why. This upcom-

ing third-person-perspective action game (pre-

viewed in this issue on page 62) had the entire

CGW staff drooling over the single- and multiplay-

er possibilities. ONI has one of the freshest

approaches to the 3D shooter we've seen. Hand-

to-hand combat supplements the guns-and-ammo

mentality this genre is famous for, and the game's

sharp anime style—inspired by Ghost in the

Machine—impressed not just Stevey but everyone

at the show.

Panzer General Assault 3D
The original PANZER GENERAL was the best-sell-

ing wargame of all time, PANZER GENERAL ASSAULT

was one of the best-looking wargames at the E3

show, and proof that 3D acceleration can be used

to terrific effect in a well-crafted turn-based game,

(See Terry Coleman's exclusive hands-on sneak pre-

view on page 47.)

Shogun
For those of us who grew up watching The

Seven Samurai or Kagemusha: The Shadow Lord,

Electronic Arts' SHOGUN is as close as we're likely

to get to a Kurosawa experience on our PC

screens. The overarching strategic wargame is rem-

iniscent of the best of the old Koei games like

GENGHIS KHAN II, while the tactical combat—filled

with luscious models of 3D samurai—has the most

sophisticated range of tactics and formations yet

seen in a real-time strategy game. Easily one of

the most promising games of the year, in any

genre, due this autumn.

The Sims
SlMClTY way up close. THE SIMS lets you create

a house and then take control of a virtual life.

You guide your onscreen doppelganger through

his or her life, not only meeting basic food and

entertainment needs but also advancing his or

her career, finding a mate, and making friends. As

the family grows, you eventually take control of

the spouse and kids. Most intriguing is the ability

to expand the world. If you download a soccer

ball, for instance, that file will also have the rules

of the game embedded in it; suddenly your Sims

and their neighbors will be able to play soccer In

the backyard.

Swat 3; Close Quarters Battle
Set in the year 2005, Sierra's SWAT 3 is one of

the more impressive squad-based tactical shooters

we saw at the show. Missions will take place in

real-world locations, real-world ballistics will allow

high-powered weapons to fire through walls and

doors, and advanced Al will let you command your

unit without having to babysit them.

continued on page 40

5, 10, and 15
Years Ago in CGW

What We Were Writing About
While You Were in Diapers

15 Years Ago; August 1984
We printed the results of a survey,

conducted in April of 1984, about oui

readers’ playing habits. Although

playing games via modem (or ‘‘tele-

gaming” as it was
called back then)

was an extremely

hot topic of the

day, our readers

were pretty slow to

catch on. Only 6

percent reported

having played via

modem three times

in the previous

month. We're hoping our readers will

make us proud by being the first to

adopt the next big sure thing in gam-

ing: SmeD-O-Vision.

10 Years Ago: August 1989
Arguably the most happening

thing to come out in August ’89 was
POPULOUS, Peter Molyneux’s master-

ful god game became the inspiration

for many strategy games of the '90s.

As leader of his

tribe the player

^ “must direct his

people on a cam-

paign of conquest

that employs a

variety of man-
made and natural

disasters to subju-

gate the enemy.”

The POPULOUS
gaming style proved to be er, uh ...

popular, especially with our more
megaloraaniacal readers. We have
since been blessed with a sequel and
a prequel and are currently looking

forward to the release of Molyneux's

latest: BLACK & WHITE.

5 Years Ago: August 1994

X-COM was one of the best games
ever, and also one of the most over-

looked. We gave it five

stars in August '94

and it deserved every

damn one of ’em. If

you never played this

game, you missed out.

It may not have eye-

popping graphics by

today's standards, but

it has gameplay up
the wazoo. If you can find a copy, go
play it now! Our reviewer, Chris

Lombardi, said it best: “Simply know
this: It comes from Britain. It comes in

peace. Its only demands are on your

free time. Resistance is futile.”
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Kill enemy crews with cannons, then board

your prize and take your spoils.

Landing parties can capture ports or burn

them to the ground.

Over 70 ports in 6 million miles of gameplay

area to exploit.

^ Sophisticated real-time strateg)^ engine enables complex

amphibious assaults; bombard fortresses with your

ship's cannons, while your men pillage the town.

From the company that brought you

COMMANDOS "" and Gangsters!""

Go To War! at

www.eidosinteractive.co

t
OOT AND EXTORT YOUR WAY
^to Infamy in the seedy world of the 17th

century Caribbean. Strike terror in the hearts

ofyour victims: board skips, ransom 'hostages

and sack towns. The only rules are the ones

you make. Cutthroats: Terror on the High Seas makes

you the captain of a ship bristling with cannons. Seek a

Letter of Marquee and fight for King and countiy as a

privateer, or become a ruthless pirate. Either way, remember

to ply your crew with rum and treasure or face a mutiny.

Will you survive to retire a Pirate King?- Or will you

dance the hempen jig on Gallows Rock?

© Customize your fleet of up to ships with cannon

and crew to devastate enemy ships. For land battles,

arm your men with muskets, cannons and cutlasses to

raid ports.



PlI^LAGE Peunder

Cetvotvn the High SeAS

'Go to #149 ^^^xomputergaming.com/infolfnk'
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YOU'VE SEEN THE MOVIE,

YOU KNOW THE LEGEND...

THEY MAY TAKE OUR LIVES,

BUT THEY’LL NEVER TAKE
OUR EREEDOM!”

Based on Mel Gibson’s award-winning movie,

Braveheart die game recreates the atmosphere and

excitement of Scotland’s legendaiy struggle for

freedom against the English invaders.

KEY FEATURES

Real-time Strategy and 3-D tactical combat.

‘ Trade, Diplomacy and Resource Management.

Entire lennin of England and Scotland accurately recreated from

Satellite data!

Night and day battles, weather effects and seasonal variations.

‘ Epic battles in true 3D allowing you to fight at army level or close-in,

man to man.

Includes film footage and dialogue from the original film.

ICON Scotland

BRAVEHEART TM &« T9SS.1998 Paiamourn Pictures and Twamleth

Century Pox Film Corporation. O and Published by EkJos Interactive

Limilcd 1999. The Rating Icon is a trademark of the Interactiva Digital

Software Associalion. All rights Reserved.

www.eidos.com



NOW LIVE THE EPIC

“EMULATES THE
POWER AND EURY
OE MEL GIBSON'S

OSCAR WINNING
MOVIE.”

"WILLIAM WALLACE’S
LEGACY TRANSCENDS
THE MOVIE SCREEN.”

NEXT GENERATION
PC GAMER

IDOS
Go to #150 @ www.computergaming.com/infolink



To enter the Revenant world go to.

www.eidosinteracHve.com
tradomork el Eidoi, PLC. <9 1 999 Eidot, PLC. Eldos Interactive i» a regislerod trademark of Eldos,

> i( 0 trademark of 30fx Intoractivo, Inc. in the USA and in other select counirios. The ratings icon

CINEMATIX STUDIOS is a tredomork el Cinomatix Studios, Inc. REVENANT is a t

PLC. <IP 1999 Eidos, PLC. ® 1999 3Dfx Interactive, Inc. The 3Dlx Interactive logo

a tradomork of the Interactive Digital Software AsscKioKon. All rights reserved.





J^lOWarttiogJam's/EA
. .

Q3‘99

Ageof.top.^sllEnMtnbto/Microsoft Q4‘99

Anacbronox EMos Q1 '00

Black &WhHe Lion Head/EA
.. .

04 ‘99

Civilization III nnud»/Ha«bro Q3‘00

Conquest:Aont Wart Digital Anvil/Mierotoft Q3 ‘99

Daikatana Storm/Bdot q3‘99

Dark Reign 2 Activision 03 ‘99

PIPEUNE • TOP GAMES OF E3 • THE GOOD. THE BAD. AHD THE UGLYPIPELINE
Send notices to: cgwpipeiine@zd.coin

Deus Ex Ion Starm/Eidos Q2'00

Hash Point iirtersetivo Majpe Q3‘99

HlgMUnllniKMlillEA Q2 ‘00

FLVIQ.O.D. Q3 ‘99

Porco 21 Red Storm Entertainment Q3‘99

Q3'99

Freelancer OlAltal AnvIl/MIcrosoft Q3‘00

Giants Interplay
.

Q3 ‘99

Half4ife: Ooposind Force Sierra Studios Q3 ‘99

Heavy Matal:P.A.K.K.2 G.O.D. Q2 ‘00

Hidden and Dangerout TalonSoft/Take 2

Homewotid Berra

Indiana Jones/Infemal Machine LueasArtt

Interstate 'S3 Activision

Jane's P/A-U ^e's/EA

Kingpui.lnteriilay

Loose Cannon Mictosoft

Madden 2000 EA Sports

Maximum OveiWIi Novalo^c

Max Payne G.p.D.

Messiah Shiny/Inteiplay

Metal Fatigue Psygnosis

MIQ Alley Bnpire

Nocturne O.p.D.

Omlkron Eldos

Onl Bungle

Ores: Revenge of the Ancient

Berkeley Systems

Outcast liifo^mes

Panzer General 3D SSI

Phatoab Intpressions/Slerra Studios

Planescape: Tonnent Interplay

Pro Pilot 2000 Dynamix

Quake 111 Arena Id Software

Rea^ for the SUrs SSQ/SSI

Rogue Spear Red Storm Eirtertainment

Silver Infpgrames

Septerra Core Monolith

Settlers Ml: Quest of the Atnazons Blue Byte

Seven Wngdoms jl Interactive Magic

Shadowpset Blue Byte

Shogun EA

Silent Hunter II SSI

The SimsM^s
SolcUer of Fortune Raven/Activislon

Startancer Digital Anvll/Mlciosoft

Star.Trelc New Worlds Interplay

Star Trek.Starfleet Comiruuid Interplay

SWAT 3: Close Quarters Sierra Studios

Swords & Sorcery Westwood

Tachyon Noyalogic

Team Fortress II Valve/SIerra

Total Annihilation: Kingdoms Cavedog

Tribes 2 Sierra Studios

Ultima Ascension Orlgin/EA

Vampire: The Masquerade Activision

Warlords Prophecy SSG/SSI/Red Orb

Werewolf1^ Games

IMeel ofnme 6T/|^gead

Wild, Wild west SouthPert

TEAM FORTRESS 2

continued from page 33

Team Fortress 2 -.

Brotherhood of Arms
While we featured this multiplayer

title in our July cover story, we were

blown away by the progress the game

has made in the short time since we
previewed it. Watching entire teams

storming artillery-torn beaches or

paratrooping into hostile towns under

cover of night was one of the real

highlights of the show and had us

itching to play.

Tribes 2
The next iteration of Sierra's online

multiplayer hit will introduce a new

race, more vehicles (including a tur-

reted tank), new game types, and

both new and enhanced weapons.

The most dramatic upgrade will likely

be the game engine, which has been

almost overhauled and looks sharper

than ever, with water, environmental

hazards like quicksand, and vastly

improved landscapes.

Vampire: The
Masquerade
The role-playing renaissance is still in

full swing, and this was the coolest-look-

ing RPG of all. Nihilistic Software design-

ers—formerly of LucasArts' JEDI KNIGHT

team and other companies—are fashion-

ing a state-of-the-art, wholly original

vampire epic based on White Wolf's pop-

ular pen-and-paper RPG. Since our (now

infamous) cover story in April, the game

has come a long way, and E3 did won-

ders for this game's buzz. You heard it

from us first, but we'li say it again; This

game has the potential to set this already

hot genre on fire.

THE GQOD
'• ACTUAL GOOD GAMES While there may not have been one out‘0f*the>

parh E3 smash, there were lots of really great-looking games this

year—and far less suckage than in previous E3 shows.

One good sign: We were going to write a “Five Worst

Games of E3” list, but we couldn’t come up with enough

candidates.

• LOS ANGELES No offense to Atlanta, which is a wonder-

ful city, but this time E3 returned to its more proper

place in the center of tiie entertainment universe. Now,

how about Vegas?

THE BAD
• THE MEDIA SMELLING BLOOD Vultures from the mainstream press swooped

down upon E3 in hopes of finding violent content to

exploit...er, report on. A convention full of games, and all

these guys wanted to talk about was DOOM.

• BOOTH BABES We tried not to look. Really. But they were

eveiywhere this year, in eveiy conceivable kind of costume:

go-go giris, cheerleaders, biker babes—the works. But

nothing was worse than the schoolgirl-outfit-clad vixens at

the G.O.D. lot. That was just unfair.

THE UGLY
• EIDOS PARTY Here's a brilliant idea: Host a really cool party,

spread rumors that David Bowie is going to play, and then invite

10,000 more people than you have room for! The CGW editors

were stuck in line for hours with hundreds of other disgruntled

industiy types, only to be denied entry. Our only consolation was

knowing that we would get our revenge by dissing them here.
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remain focused.

Mastery of the FotiM >

requires

purge all unnecessary

activities from daily life.

PtayStatlcn

www,lucasarts,com/products/phantommenace

www,starwars,coni

€> Lucasnim Lid & TM. All rights reserved. Used under authorization. PlayStation and the PlayStation logos are registered

trademarks of Sony 0>mpuicr F-ntenalnmeni Inc. 3D accelerator hardware required for PC version.

Go to #164 @ www.computergaming.com/info1ink

EPISODE I

THE PHANTOM MENACE

Prepare to immerse yourself in the epic adventure that is The Phantom Menace.

As the central character, you will journey to all the stunning locations of

Episode I, where you are destined to play a decisive role in every key event.

All-consuming? Yes. But then, there’s no such thing as a part-time Jedi.



DlSmHER PRQHU • WEB PICKS

Gabe Newell

We Talk to the Man Behind

1998's Best Game
Q. What are your official and unofficial posi-

tions at Valve?

My official position at Valve is managing director.

When Mike Harrington and I started the company we

had trouble taking the title thing very seriously. There

were just the two of us, and having one of us be

"president" and the other be "chairman" seemed silly.

Our unofficial positions are "prone" and "supine."

Q. Half-Life has won numerous awards. When did you know you had something

I
special?

At the 1998 E3, a bunch of our competitors were hanging out at our booth trying to be

blase while they watched our demos. At one point in the demo, the big tentacle from the

missile silo breaks through a window and grabs a scientist. One of the leads for a competi-

tor's product blurted out, "Holy s— !" That's when we knew.

Q. You made enough money with Microsoft to retire. Why 1 2-hour days at a

game company instead of daiquiris on the beach?

Working on games with the people here at Valve is pretty much what 1 want to be doing.

Daiquiris and the sun get pretty boring after a while, but being part of the excitement of

building games like HALF-LIFE and TEAM FORTRESS 2 is something I could see myself doing

fora long time.

Q. is it true that Gordon Freeman is modeled after your former boss, Sill Gates?

Actually, I think Steve Ballmer was the one always using the crowbar in staff meetings,

not Bill.

Q. is it true that the dimension-rending experiment gone awry in HALF-LiFE is a

thinly veiled allegory for the chaos that wilt ensue if the Justice Department suc-

cessfully breaks up Microsoft?

Actually it was a thinly veiled allegory of my attempt to upgrade my home machine to

Windows 98. With the really gruesome bits removed.

—Mark Asher

Ion Storm continued from page 30

accaising him of inciting rebellion.

Porter's maneuvers against Wright

were particularly surprising, con-

sidering Wright had helped Porter

obtain a lucrative buyout of his

previous company, Distant

Thunder. Following Wright’s

departure, a steady stream of Ion

staffers flowed out the door-
more than 50 last year alone.

But the exodus may now be

over. Mike Wilson believes Ion

Storm may now become "the

powerhouse it always should

have been. Everyone that truly

understands the goings on at that

company can tell you that 99 per-

cent of their problems stemmed
from Todd Porter and his hand
puppet O'Flaherty. It took John

(Romero) and Tom (Hall) longer

than it should have to fix the

problem, but the important thing

is that it’s fixed, and that the

games coming out of that tower
look phenomenal. I expect great

things from them now."

Bob Wright likewise thinks it

took too long to rectify the prob-

lem. According to Wright, ‘‘John

[Romero] hates confrontation.

John didn’t want to run the busi-

ness, he just wanted to be a

celebrity.” He says Porter has "a

tremendous capacity to rise

above impending doom. I’ve

never seen anything like it. It's

like trying to drown a cat. He
stands on the bodies of people

he's buried.” — Ken Brown

Web Picks
of the Month

Diediediejarjar.com
Usually, each CGkV editor has his own,

unique Web pick. But this month, the choice

was so overwhelmingly obvious that we have

joined together to speak as one. We refer, of

course, to the profoundly unlikable, mush-

mouthed, butt-ugly pariah of Star Wars Episode

I: the loathsome Jar Jar Binks. We loved the

movie. Really. Most of us have seen it at least

twice already. But what in the world were

Lucas and his minions smoking to inflict this

nails-on-a-chalkboard digital abomination on

us? And to think we thought that the Ewoks

were bad. Grab your torches and pitchforks and

chant with us now: Jar Jar Binks Must Die!

Tchotchke
of the Month

Tchotch»ke (choch’ke): slang, from

Yiddish: a cheap, showy trinket

—American Heritage College Dictionary,

ThinI EdHion

N
ow this is a tchotchke! All aspiring

Tchotchke of the Month winners should

study this month's item as an example

of how to do it right.

In promotion of TOTAL ANNIHILATION:

KINGDOMS, Cavedog Entertainment sent us this

functioning catapult, which is small enough to

fit comfortably on a messy desk yet powerfuf

enough to put a sizable dent in the forehead

of, say, a lazy CGW editor who fails to make his

deadlines. As a bonus, Cavedog also supplied a

starter box of rocks, labeled "Munitions,"

though our experiments have proven that

shards of broken glass make for a much more

convincing work incentive.
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W ow. It's the only word
you can use to sum up

BUCK & WHITE the first

time you see it Just

before E3, game design

legend Peter Molyneux demonstrated

his latest brainchild on a cinema

screen at the British Academy of Film

and Television Arts In front of roughly

200 developers, marketers, and jour-

nalists. The sighs and periodic

applause that broke the audience's

engrossed silence from time to time

said it all. The game looked impres-

sive in the first minute or so, but one
action in particular made the entire

audience sit up and take notice for

real: the first demonstration of the

zoom function in BUCK & WHITE'S pro-

prietary 3D-world engine.

BUCK & WHITE is recognizably an

amalgam of many of Molyneux's

most famous games to date, including

POPULOUS and Dungeon keeper. But

it's also quite different from both.

B&W follows the familiar Molyneux

theme of divine intervention. The

basic idea is that the game is full of

innocent little people in villages,

going about their business and get-

ting on with life's basic activities, like

eating, working, and procreating.

They are a simple people who will * ^
follow any god, given the right sort

of encouragement. Your role is to

influence them from above in a god-

like manner.

The title of tfie game signifies the elements of evil and good in evetyone, and within this con-

text tite game will be completely free-form. You can be as nice or as nasty to the people as you

like: they'll follow you out of either admiration or fear. Using the animated "hand of God" icon

similar to the Keeper's hand in DUNGEON KEEPER, you'll execute a variety of tasks, from pleasing

and punishing mere mortals to casting spells and moving objects.

The goal of BLACK & WHITE is to get as many of the little people to worship you as possible.

Along the way, the folks you attract sewe as your power base. The more people you can get to

dance around the runes at your citadel, the more mana you acquire and the more spells you will

have at your disposal.

Divine Intervention
Molyneux cites two of his childhood activities as part of his inspiration for BLACK & WHITE:

burning ants and playing with Action Man. He claims he wanted to come up with a game that

afforded him the same intense pleasure he used to get from burning ants in the garden with a

magnifying glass, or sparing them if he felt particularly benevolent—the kinds of decisions only a

vastly superior being can make

If the little people in BLACK & WHITE correspond to the ants, then the entities comparable to

Action Man are what the game currently terms "creatures." Much larger than die game's little

people, a creature is a being chosen by each player to serve as God's earthly implement. TTiese

giants appear at the beginning of the game in a completely raw state, and it is up to the player to

develop a creature's personality. Like the DUNGEON KEEPER model, but infinitely more advanced,

B&W has you "train" your creature by trial and error, reward and punishment. If you want your

creature to be evil and fearsome, then you direct it to eat little people, destroy things, and fight

other creatures. When it does something nasty you can rub its tummy and pat its head; if it does

something nice, or not brutal or evil enough, you can slap it around. If you want it to be kind to

the little folk and considerate of other creatures, you have to take a slightly different approach.

Generally speaking, the idea is to encourage and reinforce your creature's habits.

Each creature's development will affect its appearance. Creatures can grow fat or thin; they can

become tall and heroic or stooped and evil. When they get injured in combat their skins show

scars. According to Molyneux you will be able to recognize the orientation of a developed creature

pretty much instantly; online gamers will be able to recognize each other by looks alone. All of

which is pretty revolutionary; while many cunent games allow players to apply skins, characters

don't constantly change according to game condidons, as they wilt in BLACK & WHITE.



1 LETS COMPARE SCARS

There will be a multitude of creatures you can

choose from at the outset, and all of the ones we've

seen are so well animated it defies belief. Your choice,

to a certain extent, will reflect the sort of creature

you want to develop. For example, if you want a pas-

sive, good-natured creature, you can choose a cow

(honestly); If you want an aggressive, solid fighter,

you might choose a lion. Others include an Aztec man

and Peter's personal one, a strange, rather gorllla-llke

red creature.

Molyneux takes pains to stress that you don't have

any direct control over either the little people or the

creatures. You can only lead by example, punishing or

bestowing pleasure. Meanwhile, the creatures them-

selves may emulate your deeds and attract their own

followers among the little folk.

God'S'Eye View
The zooming effect mentioned previously may not

be the most Impressive of the game's innovations,

but it's definitely a standout. You can manipulate the

3D view in BLACK & WHITE to swing 360 degrees

around a set point to view it from any direction, and

then you can zoom in or out. BLACK & WHITE isn't the

first game to do this, of course, but the function's

range here is simply stunning. For example, one of

the game's villages has a storehouse area that hous-

es a barrel. You can zoom In on the barrel to reveal

an object on top of it: an apple. You can then zoom in

furdier to clearly show something white wriggling on

the apple: a worm. You can then pull back the camera

view to reveal, barely a second later, an overhead

planetary perspective, with the village itself reduced

to a tiny segment of an island. The feature boasts a

seamless transition between absolute micro and

absolute macro management.

The existing graphics are impressive, with anima-

tion playing a big part. Once you get in relatively

close you'll see amazingly detailed animations on the

human characters, right down to their lifelike faces

(the plan is to make each one

represent someone who has

worked on or tested the

game). All the while, trees sway realistically in the

wind and smoke wafts moodily across the landscape.

Furthermore, the surrounding environment changes

depending on how you treat it. If you are an evil god,

it will gradually get darker and more sinister, while

benevolent gods will be rewarded with fertile, pic-

turesque landscapes.

Polytheistic Play
Molyneux readily admits that he is searching for a

storyline that will tie all of B&W's elements into a

believable and workable single-player game. Because

of the free-form concept behind the game's

progress—in which things change dynamically

depending on how you interact with your environ-

ment—the single-player game is a much more com-

plex beast to handle. Molyneux states that he wanted

to create an environment in which two gamers could

reach the same juncture In the game via completely

different routes. This would require nonlinear story-

lines that have the same overall goals but allow

enough flexibility for die free-form concept to work.

At the outset. BLACK & WHITE will

offer two online multiplayer modes:

one, a kind of chat world in which you

can upload your existing game crea-

tures and mingle, and the other, an

eight-player landscape in which you

can compete in a proper gaming sce-

nario. Uonhead, Molyneux's design

studio, is planning to follow this up

with a gaming world in which hun-

dreds can play, forming alliances,

clans, and the like.

BLACKS WHITE Still has at least

another nine months' development

time ahead of it, but it is already a

generation ahead of much of the

competition. As we said at the begin-

ning: Wow.

Past battles can leave perma-

nent scars on your "aeature."

2 MAN HAS GROWN
WICKED It's not a Molyneux
game if there isn't any spell*

slinging mayhem.

3 LIFE IN SIMPLER TIMES
BLACK & WHITE will allow you

to zoom in closely to observe

your chosen people in their

daily lives.

4 MONKEY SEE, MONKEY
DO The graphics engine will

support standard gee-whiz

tricks like reflection, as seen in

this shot of Peter Molyneux's

personal o’eature.

5 LOVELY ULLIPUTIANS
Your aeature can also get a

cult following of its own,
wowing the little people as it

lays down for a cozy rest



ENEMY ENGAGED

Look out Longbow!*’
—PC Games

Two fully simulated combat helicopters: the US AH-

64D Apache Longbow & Russian Mil-28N Havoc B.

3D engine specifically designed for low level

helicopter combat.

y( Highly detailed and articulated 3D models and

audientic flight dynamics.

yV Three vast combat zones featuring countless

missions and dynamic campaigns that offer

something different every time you play.

vV All weather missions - day, night, dusk, dawn and rain.

HAVOC

yV Massive multi-player campaigns, via serial, modem.

LAN or Internet.

>V Ultra-realistic avionics displays and instrumentation,

vf 90 fixed cockpit views and a detailed

,• virtual 3D cockpit for each chopper,

' Reallsu'c and; Novice options.

*' 'yV Fantastic stereo sound effects and speech.

Direct3D® support

Twa ERtn EUHSHIPS - BHl ERIAT EAMt

AVAILABLE NOW
PC CD-ROM
WINDOWS® 95 & 98

empire
Gall 1 aoo INTERPLAY

Download the demo at
www.emplre-us.com

DiHlriliuied Hy

ENEMY ENGAGED - APACHE HAVOC and Empire Interactive are trademarks of Entertainment International (US) Inc. Software @1998 flazorworks Ltd. All rights reserved. Interplay, the Interplay logo and "By Gamers.

For Gamers." are trademarks of Interplay Productions. All rights reserved. All other trademarks are property of their respective owners.
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It's More Than the Usual Sequel, as Turn-Based Tanks Go 3D

nzer General 3D Assault

I

t's tough being a turn-based wargame these days. Every

time you go out to the 'hood to hang with all the cool real-

time strat games, they make fun of your 2D art. They use

their newfangled 3D sound effects to drown you out in the

conversation, and they go positively apoplectic laughing at

the thought of playing turn-based games on the Internet. All in all,

it's hard to fit in when the face you show to the world is a hexago-

nal grid.

So what’s a poor, down-on-his-luck turn-based game to do?

Welt, some turn-based games have beefed up their sound, tried

hand-painted maps, or paid higher extortion fees to buy more shelf

space at retail and show off their expensive laminated boxes. But

one realm turn-based games haven't burst into in a big way is that

of 3D acceleration. I'd guess, oh, about four dozen different game

designers—most of whom, coincidentally, were developing real-

time games—have, over the past three years, told me that there

was "no compelling reason" to develop a turn-based game using

3D acceleration, because "you didn't gain anything." After seeing

PANZER GENERAL 3D ASSAULT (PANZER 3D), I couldn't help wonder-

ing how many of these same developers will end up developing

turn-based 3D games in the next several years.

You see, PANZER 3D isn't just a nice step forward for eye-candy

in turn-based games—though, goodness knows, the game is sim-

ply delightful visually. It's also a big leap in terms of immersion for

any strategy game—historical, fantasy, science fiction, whatever—
that tries to create a rich, believable environment on an opera-

tional scale, which is where most commanders (would-be Pattons

and bloodthirsty Ore Kings alike) do the bulk of their campaigning.

Why Turn-Based 3D?
One thing that we must make clear is that PANZER 3D is not the

first turn-based game to use 3D acceleration. That distinction goes

to STAR TREK: BIRTH OF THE FEDERATION from MicroProse (see our

review next issue), which uses the FALCON 4.0 engine for tactical

starship combat. On the other hand, you can play a complete

game of BIRTH OF THE FEDERATION without bothering with the 3D

component (by toggling off the tactical combat), whereas in

PANZER 3D, the 3D is seamlessly integrated into the game.

This game isn't simply PANZER GENERAL II with some 3D fluff

mixed in. PANZER 3D has been redesigned from the ground up to

take full advantage of the new PRINCE OF PERSIA 3D engine, com-

plete with dynamic

lighting. Instead of

quaint sprites, we now

get fully 3D models of

tanks, aircraft, half-

tracks, and other vehi-

cles; we finally get rid

of those stiff excuses

for soldiers from

PANZFR II as well.

To be fair, PANZER II

had compelling hand-

painted maps, and

many of the same tal-

ented SSI artists are

Panzer 3D Assault

GET OFF YOUR ASSETS You assign

leaders (right) to units (left) from this

saeen. As you can see, there are

never enough leaders to go around.

working on PANZER 3D. But the Europe you'll see in PANZER 3D is

almost as detailed as a geological survey map due to the different

graphic approach used here. Because the terrain is fully 3D this

time around, you can actually see enemy units deployed on the

slopes of a hill, where they appear formidable in a way not possi-

ble in a 2D

GENRE: Strategy/War • RELEASE DATE: Q3 '99 • DEVELOPER: SSI • PUBLISHER: SSI^VIattel

FROM ON HIGH The British Mosquito bomber is actu-

ally in the same space as the German tank it's attack-

ing. The plane is elevated in 3D space above the tank,

as opposed to the airaaft still on the ground (right).

would. Lines of communication and route'; of approach for advanc-

ing enemy armored columns are a lot easier to figure out in a 3D

world.

While some turn-based games have attempted a 3D "look" in a

2D layout—TalonSoft's BATTLEFIELD series comes to mind—the

only games that come close to matching the visual elegance of

PANZER 3D are tactical affairs like MYTH II, but these games don't

have PANZER 30's scope.

Why a New Interface?
The first PANZER GENERAL had one of the cleanest interfaces I've

ever seen, right up there with WARCRAFT and BATTLEZONE—and

keep in mind that PANZER GENERAL was designed over five years

ago. SSI now freely admits that though they loved the number of

options included in PANZER GENERAL II they got a bit "burton

happy" with the interface.

In PANZER 3D, we're back to the familiar "click here to

select," "click there to move or fight" interface. You can still get

information about troops and terrain with a simple right-click of

the mouse as well. But PANZER 3D doesn't stop there. Unlike

either of the earlier games in the series, you don't have to num-

ber-crunch before you go into combat. Every unit is denicr^d

with a number of "dots" showing how many strength points it

has. As the unit takes losses, dots from the right side are colored

in red. So it's easy to see when a 10-point unit has taken 40 per-

cent damage, without having to remember what a "6" on a

Sherman tank really means, when you're thinking about tackling

an enemy Panther.

Even better, the interface shows suppression with yellow dots.

Let's assume that your unit gets suppressed by enemy artillery

before making its attack. You will see losses in red, supprecsions

in yellow, and the true combat readiness of the unit depicted in

green. For new players, suppression has been one of the few con-

fusing aspects of the PANZER GENERAL series. With an

interface that shows what's happening visually, com-

bat is suddenly much easier to understand.
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^^\es to escape.

Niultiplaycr Tip #1

Don't deplete your afterburners

cruising around. You'll need

them when someone locks on a

homer, or when you're trying

to catcli that guy in front of

you. Keep it at 50% or more for

that burst when you REALLY
need it.

receives *

the world

..^en burns,

napalm, the5,y^

A( ri’UAI ; AUTOMAP - POI.ARIS

Additional prizes listed at:

www.iniepplB)r.caiii/descBnt3/fiDur.litinl

i,Cu.iboy,po,„,

t.0'' "'n

PREBENTED BY

Gateway

software® Babbages^^ a u r e a
sem

rganizeo By

Multiplitycr Tip #2

Use napalm to herd players into

traps. Players have a tendency to

back off from napalm bursts (with

good reason). Herd them into a

wall or corner and launch a frag

missile into the wall next to them.

The result is quick death for your

oj^poncnl.



HURRYl
Time is running out for

your chance to win $50,000 cash
in the d e s c e isi x ^ Tournament



NEW DATE FDR
THE D E S O E IM T ^ $BD,DDO
CHAMPIONSHIP AND LAN FESTI

Due to the overwhelming response and need for additional space,

the date for the Descent's $50,000 Tournament and LAN Fest has changed:

CAESARS PALACE
LAS VEGAS, NEVADA

AUGUST 26-29, 1999

Make ydur reservations now!
(The first 500 people to sign-in at the championship that have pre-registered

on-line atwww.interplay.com/descent3/ftour.html will receive a free gift.)

3df!( Gateway tSSf Baocages^^ SOllwattl^

A-

DosconI 3: O 1999 Outrage Entorlalnmont, Inc. All Righls Reserved. Outrage, the Outrage logo and Fusion are Irademaiks ol Outrage Erleilalnment, Inc. Descent, Interplay, the
Interplay logo, Tonirum, the Tantrum logo, “By Gamers. For Gamers.' are trademarks of Interplay Producliors. O 1999 3dlx. The 3dlx logo, Voodoo Graphics, Voodoo Rush, Voodoo
Banshae and VoodooZ ara Iradamarlrs and/or ragislered trademarks ol 3Dlx Interactive, Inc. in the USA and in oiner select countries. CAESARS PALACE is o trademark ol Caesars
World, (nc. and used under license from Ceosnrs World Merchandising, Inc. All Rights Reserved. All other copyrights and trademarks are the property ol their respective owners.



DESCEIMT^
$5a,aaa championship

This August, gamers from around the world will converge at Caesars Palace™ to sweat it out for
S50.000 CASH (the largT':st tournament cash rhize in gaming history). Intimidated hy the
coMPF/riTioN? Join the LAN Fii:sT where you will meet the developers of the game and witness the
LAHcncsT Descent''’ 3 par'j'Y ever!

Miillipliiyer Tip #3

Use Vauss as much as possible in outdoor battles so you can

keep a good distance from your opponent. Use Napalm indoors

whenever possible and use super lasers against opponents in

tunnels since the lasers are harder to avoid.

The first 500 people to sign-in at the championship
that have pre-registered on-line at

vvww.interplay.com/descent3/ftour.html,

will receive a free gift.
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A true 3D engine lets you see the dominating high ground

around this town.

The 3D models let you spot this Elefant tank at a glance.

Our dashing leader

has five "stars" of

experience. With

each new star, he

has a chance of gair

ing new abilities.

Other leaders (and the units

they command] can be easily

accessed by clicking on them

in this toolbar.

No Prestige?
In a big departure from earlier games in the series, PANZER 3D no

longer makes your career in the German, British, or U.S. armies depen-

dent on accumulating Prestige Points to impress the brass back home.

Instead, the key to success in PANZER 3D comes from how many lead-

ers you have, and how good they are. Unlike heroes in WARLORDS III

or MASTER OF MAGIC, leaders in PANZER 3D never threaten to over-

whelm the action, because they don't function as independent units.

Rather, each leader is assigned to an individual armored, air, artillery,

or infantry combat unit.

Each combat unit has a certain number of abilities based on the

unit type and nationality. A German tank unit, for example, might be

able to move up to three times in a turn, and/or fight up to twice per

turn. However, no combat unit can do anything without a leader to

command it.

Thus, you assign leaders to units based on each leader's abilities

—

except that it isn't that simple. For example. General Hans might be

able to increase the movement of the unit he is with. The temptation

would be to assign him to your lead armored unit. Then again, you

might choose to place him with a crack infantry unit, so that it could

better keep up with the advancing armor.

As with any good game, you can't do everything you want. In

PANZER 3D, you tend to have plenty of troops, but rarely of the type

you really need (such as Tiger II tanks), much less enough leaders to

get them all onto the battlefield. Particularly in the campaigns, this

makes for some tough decisions, and allows a lot of "what if I'd done

that instead" replay value.

Surprise Attacks
PANZER 3D has a lot of pleasant gameplay surprises. Paratroopers

have a greater role than in PANZER II; bombers, along with new rules

for precision bombing, are back with a vengeance; and fighters can

actually dogfight during rain turns (though they can't stage ground

attacks). With a capable leader, infantry units can infiltrate, patrol, and

in some cases go all-out and ignore enemy suppression fire. Armor,

antitank, reconnaissance, and artillery have a host of new abilities,

keeping things lively. Anyone who's ever worried that a historical

game lacked options should take a good look at this one.

What I found most refreshing about PANZER 3D is that so many of

the wargame devices we've grown used to over the years are still

there, provided you want to dig for them. But you can play a really

fun game of PANZER 3D without ever having to look up data on late-

WWII Soviet tanks in the Tables of Organization and Equipment

appendix. Yes, old warhorses like Zones of Control are in the game,

but the clean interface makes them feel less artificial, less obtrusive.

And every time I thought I might get jaded, I ended up zooming back

and forth over the battlefield, checking out the contours of the ter-

rain. And I'll readily admit I spent a lot of "research time" moving the

cool 3D vehicles around.

As the original PANZER GENERAL did nearly six years ago, PANZER

GENERAL 3D ASSAULT will definitely bring turn-based strategy/war

games back in a big way. It's beautiful, it's accessible, and it retains

the panache of the original while giving us a ton of new battlefield

options—particularly the leader system—to entice us to once more

jump into our mili tary sa ndbox. I'm already polishing up my craggy

Patton imitation.

/^is half-track has four

casualties (red), five

strength lost to suppres-

sion (yellow), and half-

strength effectiveness

V^reen).

Other game functions,

such as game saves and

mulfip/ay, are out of the

way here.

T
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Imagine yourself in the cockpit of a dive bomber during a \V\VI1 dogfightl

DATA BECKER makes this realistic air combat possible. Choose from

10 historically accurate fighter planes. Look below at the authentic scenery and

military airports of Berlin in the 1940s. The photo-realism will blow you awa)'!

Stuka Dive Bomber is available at fine software stores nationwide. For more
information, call 78i-453'2340 or visit us at www.databecker.com.
So sit back, strap on your goggles, and get ready to take the fight and Right of

your life.

Stuka Shark in attack!

Authentic Stuka cockpit view

,1 Target in sight!

COMP
bouuque'
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After a Long Wait, the Empire Strikes Back With a Vengeance

Force Commander

UNDER COVER OF DARKNESS Night actions

play a big part in FORCE COMMANDER; up

close (inset) you'd swear this was a MECH
game, rather than real-time strategy.

GENRE: Strategy • RELEASE DATE: Q3 '99 • DEVELOPER; Rowan • PUBLISHER; Lucas Arts

T
he Battle of Hoth, from George Lucas' The

Empire Strikes Back, is one of my all-time

favorite cinematic conflicts. Each time I watch

it, I suffer adrenaline depletion for days after-

wards. 1 assumed that the next film would

bring even more exciting sci-fi battle scenes. But despite

the thrilling speeder chase in the forest, Return oftheJedi

left me with little more than a profound desire to dis-

member Ewoks.

Enter LucasArts' FORCE COMMANDER game, which was

supposed to take battles like Hoth and put them on your

PC screen. In spite of all the press drooling over the

prospect of a 5far Wars strategy/wargame, what I'd seen

of the FORCE COMMANDER design in the past couple of

years really wasn't up to

the challenge. It may

have promised a reason-

ably competent real-time

strategy game, but the

words "competent" and

gameplay choices; Do I request elite troops for this battle

and risk not having enough Command Points for them

later? Should I upgrade my green troops? Will Darth

Vader ever invite me to his bachelor pad for some

authentic Tattooine moonshine?

All the combat algorithms and unit movements seem

appropriate, given that Star Wars has its own, shall we
say, unique laws of physics. I was particularly impressed

by the pathfinding: units didn't routinely walk into trees

or get lost—a plus in any RTS game.

But when you see the units up close, you won’t be

thinking much about the physics. You'll be too busy pick-

ing your jaw up off the floor after gawking at the 3D.

Over a year ago MYTH introduced a wonderful real-time

3D tactical engine, and

purists will remember that

warhammer; shadow of

THE HORNED RAT beat even

MYTH to the 3D punch. But

where FORCE COMMANDER

leaves similar games be-

hind is in its scale. When

you adjust the free-floating

camera to gaze upward

from a stormtrooper's point

of view and see an AT-AT

towering above your head

like the Empire State

Building, it's the next best

thing to being in a George

Lucas movie.

Polygon Commander
from a technical standpoint FORCE COMMANDER is

quite impressive. The game doesn't just display a lot of

polygons; it moves a huge number of large and small Star

Wars vehicles all over your screen simultaneously. And

unlike HOMEWORLD or other highly anticipated 3D games

that take place in airless space, FORCE COMMANDER has

to deal with rolling and broken terrain. Thus, in addition

to the ice world of Hoth, you'll battle over vast plains,

dense jungles, majestic mountains, and wide deserts

Star Wars Episode V, Part 2

So while you still stamp out Rebel sedition in your role

as an Empire commander, I'm happy to report that FORCE

COMMANDER has been totally revamped from its 2D ori-

gins. It's now a fully 3D strategy game that retains the

best devices of the real-time strategy (RTS) genre, such as

ease of use and rapid play, while avoiding some of the

sillier RTS trappings. For example, you can't build bases

(and crank out troops) in 35 seconds that would take you

a month to erect in "real" realtime. If you want reinforce-

ments, you have to request them. Whether or not you are

granted them depends on how many Command Points

you’ve accumulated.

Command Points allow you to retain a core of experi-

enced units, upgrade your units, and the like in a fashion

similar to using Prestige in PANZER GENERAL. Command is

I

a nice touch, because it leaves you with a lot of

gather

well as "purple"

and "chicken

quesadilla."
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(where even the sand

looks scrumptious), and

the majority of the maps

are huge.

Because of the varied

terrain, you'll need to use

combined arms. The tow-

ering Walkers can easily

stride across streams that

stop other troops cold,

but they won't get far without infantry

support. Hovertanks' ability to glide

over the terrain allows them to go

almost anywhere, but they lack the

concentrated firepower of heavier

units. In some missions, you'll have to deal with mud slides or active volcanoes, and

the occasional night mission means that units with infrared sight capability are a must.

Aside from the terrain differences, mission types vary from seek-and-destroy to

stealth reconnaissance to set-piece assaults. The action takes place between The Empire

Strikes Back and flefurn of the Jedi, but it includes a few worlds not seen in either of

those films. There's no fog-of-war, but there is limited visibility on the battlefield. And

what the intelligence briefings tell you may be different from what the Rebels actually

have waiting in store for you.

Thrawn Room
Without giving away too

ture in the game where you

your career with the Empire

GeneralThrawn makes an

appearance, along with a

few other characters you'll

recognize from either the

movies or the best-selling

line of Star Wars novels. I

didn't see enough of the

cut-scenes to tell if the

plot for this game would

be anywhere near as com-

pelling as that of STAR-

CRAFT, but it is a continu-

ation of the Star Wars

series, after all. so I'm not

particularly worried

(although I'll admit it'd be

nice to see Tim Schaefer

do a full-blown Star Wars

adventure game in the

GRIM FANDANGO engine).

Undoubtedly, cynics v^llf

whine that FORCE

COMMANDER isn't the

most original real-time

strategy game out there.

Rne—let them miss out

on the grand near-cine-

matic scope, the intriguing

missions, the clever

Command Point system,

and some new Star Wars

units (troop carriers,

among others). For my

ITS ALL ABOUT 5G\LE Viewing from behind, you get a

good idea of the size of the Walkers (right) when com-
pared to other units. Check out the sloping terrain

ahead—^that's not a bit-map.

UNDER A BLOOD-ORANGE SKY The Desert Fox would
have sold his soul for vehicles like these.

many plot twists, I can tell you that there is a critical junc-

are forced to make a moral choice that will affect not only

but also the entire course of the war. Our old friend

STILL
CHDDSING

YOUR
DIFFICULTY
LEVEL?

Go To #060 @ www.computergaming.com/lnfolink



Your ticket to the show.



Your backstage pass,

LAUNCH
LIVE

Don’t just get onto the Internet. Get into it. If you have a Pentium® III processor based PC, you can visit Intel's*

new WebOutfitter™ Service and experience the best the Internet has to offer. There you’ll find sites like

LAUNCH Live™ where the power of the Pentium 111 processor makes music come alive. To find out more, or

to learn more about Intel products and the year 2000* visit our web site, this way in' www.intel.com

iny.
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In stores August 1999
01999 Hasbro Inieracliva. Inc. Al flighls Rtsarved.

The Sci-Fi game tranrfpjritis your reality when yoiwlrash

. land and colonize- a terrah planet. From inhabiting 1^1
*dcscrtecl spate stations to the deadly gas^glant/falltastic

_

alien.civilizations.stand betweenjyoii and.v'ictory.
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ms SAfrm BMovim at odjovMph.
sm smis/mAf's just notpast SNouan.

."A total focus on realism... -
e ; . , .

-

race fans had better keep their eyes on this.

- N0xi Generation Online

"A very true-^to-life physics model and all of the

elements you vvould find in an AMA event." .

r .
' -PC Gamer



MIA
SupomKE
Take your adrenal glands headlong into the white-knuckle

world of competitive racing. Get personal with the asphalt

at over 160 mph. Experience a day of AMA Superbike racing

down to the smallest detail. The physics are real. The chassis

tuning and engine setup are real. The feedback from your

bike is real. The skills you need to win are real.

This is AMA Superbike. This is as real as it gets.

Officially Licensed AMA Tracks

Officially Licensed

Superbike Manufacturers

Worldwide Multiplayer Internet

Racing via Motorsims Racing Network^*^

Race Against up to 30

Computer-Generated Riders

with Stand-Alone PC Play

State-Of-The-Art

Realistic Physics Model

Exclusively Licensed by the

American Motorcyclist Association

"Aims to take the superbike racing

scene to a new levei." - h:

- Games.net UOTORSIM5.COM

Go to #1 88 @ www.computergaming.com/infolink
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ThirdPerson

Shooters Enter

the Second Age

W hile the third-person perspective has
been around since the advent of

gaming, it took Lara Croft and TOMB
RAIDER to transform the voyem>cam game
into a legitimate genre. What’s notable about
new games like Indiana Jones and the
INFERNAL MACHINE, GIANTS: CITIZEN KABUTO,
MESSIAH, and ONI is that the third-person per-

spective they use is—as far as developers are
concerned—less about trying to fit into a
genre than of finding the best way to present

the game.
So why third person? Why run the risk of

your game character's butt blocking the

action? In the case of Indiana Jones and the
INFERNAL MACHINE, the dedsion was dictated

by the character's visual appeal. “Obviously
the strongest appeal of playing Indy is seeing

it,” says Wayne Cline, production manager for

that title, “^ople want to see the hat and the
whip. It's much more believable than just

telling them it's there in a first-person game.”
This sentiment is echoed by Bob Stevenson of

the GIANTS: CmzEN Kabuto team. “A third-

person perspective fundamentally connects
the player with the game character and envi-

ronments all at one time,” Stevenson says.

“We have three main characters, so it's even
more important to be able to see them on the
screen and identify with them.”
The removed perspective is also used to

highlight gameplay elements. In the case of

ONI, Konoko’s hand-to-hand moves need to be
seen to be used effectively; similarly, the bod-
ies Bob the cherub possesses in MESSIAH need
to be seen in order for their capabilities to be
best appreciated.

The big hurdles in third-person games are

maintaining believability and handling cam-
era movement. Animation is crucial, as is

placement of the character in his environ-

ment. “You don't want to have your guy skat-

ing around, unattached to the groimd,” says
Cline. Camera movement is even triclder,

with that aspect of the game taking up as
much of the MESSIAH development team's
time as any other game element—blocking a
player's ability to see what's going on around
him is like writing a one-way ticket to the
uninstall utility.

While the thM-person action genre may
have been birthed by Lara Croft, it may grow
to adulthood in the hands of Itonoko, Bob,
Kabuto, and Indy. What follows are what
we're betting will be some of the hottest

third-person titles this year.

by George Jones

C
all ONI a blend of

VIRTUA FIGHTER 3,

KARATEKA, and

QUAKE, and you won't be far

off the mark. Realize, how-

ever, that at the same time

you won't be very close to

the mark either. ONI, you

see, defies the kind of sim-

ple description the gaming

industry is so fond of.

In ONI, as in many other

3D shooters, you'il run,

you'll encounter enemies,

and you'll destroy foes with

elaborate weapons. But the

big moment comes when

the ammo runs out and you

make like Jackie Chan, lay-

ing waste with your fists

and feet. Try executing a fly-

ing backflip kick in QUAKE,

and you'll quickly see that

this isn't a feature you nor-

mally find in this genre.

According to gaming

company Bungie, ONI is a

"full-contact action game,"

and as far as we know, it's

the first of its kind for the

PC. You play the role of

Konoko, a rookie member of

the Technological Crimes

Task Force, a futuristic SWAT

team of sorts that maintains

order in the near-future,

anime-inspired universe the

game takes place in.

The story begins with

Konoko's first mission as a

member of the TCTF, when

events unfold that make her

wonder about the nature of

the organization she works

for. From here. Confusing

Things Happen, meaning

that, among other things,

you get sucked into a story
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that blurs the line between the good guys and

the bad guys.

Fists of Fury
But put the story stuff aside for now, because ONI the story is

secondary to ONI the game, for a number of reasons.

ONI—the game—boasts a superb urban environment with

building interiors that transcend the generic cookie-cutter styles

most games embrace. Making the most of transparency effects,

many buildings feature elaborate glass-lined stairways, dramatic

balconies, huge windows, and all of the perfect elements for

the kinds of brawls Konoko will find herself getting into.

After all, what good is a balcony in an action game if you

can't flip someone over it?

Lest you be confused, brawling is the crux of this

game. The controls are just like those of a 3D

shooter. You use the mouse to turn right and

left and the keyboard to execute the usual

moves—^jump, run forward, run back-

I

ward, strafe left, strafe right. You

can also use the mouse to

change the vertical angle

of the camera so you can

see high or low. There are

two small additions, how-

ever, that make a differ-

ence: kick and punch.

Although Bungie

staff are
u

adamant that

ONI is not just a

fighting game,

Konoko's moves rival

those of her ViRTUA

FIGHTER and TEKKEN coun-

terparts. The first time you

land a punch on a bad guy,

swing around another one's

neck like you're on a jungle gym,

and then kick a third guy on your dis-

mount, you'll know what we're talking

about.

Various attacks are performed much as they are in the current

generation of fighting games. Depending on several factors

—

your direction of movement; whether you're standing, kneeling,

or jumping; and how close you are to the enemy—you'll execute

a flying kick, an elbow to the face, a headlock flip, or one of any

number of other attacks. As the game progresses, Konoko's

moves will get more and more sophisticated, to the point where

kicks and punches may take preference over guns and rockets.

Moving Konoko around using these controls is made even easi-

er by the fact that the camera angle never changes from its

FEARFUL OF

FISTICUFFS? That's

okay—^you'll also

have a wide array

of non-human pro-

jectiles at your dis-

posal. However, all

it takes is one well-

placed kick to

knock the rocket

launcher out of

your hands.

behind-the-action perspective. When Konoko

gets in front of a wall, the game's engine goes

into "Jello Cam" mode and simply renders the

wall transparent, which is an elegant way of

maintaining both a consistent angle and a real-

istic sense of space.

But sometimes you have to fall back and rely

on superior firepower. Konoko's fists are supple-

mented with weapons ranging from semiautomatic handguns to

heavy machine guns with attached grenade launchers to kick-ass

rocker launchers. Unlike many 3D shooters, in ONI weapons don't

float in mid-air. Instead, you'll have to

pick them up- the

hard way, by kicking

in the face of the foe

holding said desirable

weapons. And when

you do pick them up,

it'll be by holding

down the crouch key as

you move past the

weapon—a sliding

maneuver that conjures up

\all sorts of cool John Woo
possibilities.

But be careful, grasshop-

per. The Al opponents you'll

square off against

—

like the big, burly

Tanker character

I

or the stealthy,

agile Ninja—are

also armed with

art arsenal of

attacks and

sophisticated
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intelligence that won't allow you to repeatedly exploit their

weaknesses.

Tricks of the Trade
The most challenging trick for the Bungie crew is going to be

balancing the two different modes of combat. If they can suc-

cessfully pull this off, ONI will be an action gamers' dream, with

varying gameplay modes and the kind of pacing that most 3D

shooters lack. Gameplay mechanics, such as a limit on the

weaponry Konoko can carry, or areas of the game where loud

weapons set off alarms, will help balance the contact-versus-

weapons issue. Hopefully Bungie designers will go even further

than this and use the game's storyline to create situations that

require different types of tactics.

Thankfully, there is one mode of gameplay in any 3D shooter

You Go, Girl
It is entirely appropriate that Bungie, the company responsible

for MARATHON, the first Mac-only 3D shooter, and MYTH, the first

3D real-time strategy game, is developing ONI. In hands other

than theirs, we would be more than a little concerned about the

outcome. But given the current buzz surrounding the third-person

perspective, the game's anime setting, and the gameplay innova-

tions Bungie is adding into the mix...weil, let's just say that the

mouthing off has already begun around the CGl/V offices over

who will be the ruler of the ONI roost. Lara Croft may have

opened the door for the third-person-perspective action game,

but Konoko, ONI's heroine, could lead the charge to a whole new
level.

that requires no sto-

ryline whatsoever:

multiplayer. And in

this realm, ONI shines

like no other action

game on the market.

Realizing this, Bungie

is going all out with

ONI's multiplayer

component. You'll be

able to play as any of

the game's charac-

ters, each with a set

of unique moves and

special attacks.

Bungie developers

are still working out

many of the details

of the multiplayer

action, but even in

the very early state

ONI is in today, they

literally had to pry us

away from the com-

puter. The design

team mentioned that

they're envisioning a

King of the Hill game,

and we hope they

incorporate other,

more task-oriented

mini-games into the

mix. One problem the

designers are facing

is how to deal with

Internet play. Because

of the hand-to-hand

combat in Oni, latency could be a

huge problem. LAN play, on the

other hand, works fine. (We know

because we got multiplayer gameiock

half playing at Bungie's San lose offices.)

Bringing Up the Rear

T he coming year looks like it’s set to

deliver a bumper crop of third-per-

son action games, with the eagerly

anticipated DRAKAN most likely to hit

shelves first and Accolade's car-crunch-

ing, pedestrian-splattering giant-robot
shooter SLAVE ZERO right behind it.

Taking place in absolutely enormous
gameworlds, DRAKAN’s mix of on-foot

combat and dragon-riding air combat
puts it at thej;pp of our list.

G.CKDriiaj§ a trio of third-person games
in development: the pulp horror game
NOCTURNE, the gritty IVIAX PAYNE, and the
wildly imaginative movie tie-in HEAVY
METAL F.A.K.K.^. Unfortunately, MAX
PAYNE wasn’t showing at E3, but HEAVY
METAL looked great. The game slated to

ship first, NOCTURNE, is the one we have
questions about—hopefully, the designers
will add some killer AI and monster
behavior or this gorgeous game could get

dull fast.

It should be no surprise that Eidos, the
company that unleashed Lara Croft, is

hoping to keep its third-person winning
streak alive with URBAN CHAOS and
OMIKRON. Developed in France, OMIKRON
is a truly weird RPG/action hybrid featur-

ing a character blessed with “virtual rein-

carnation” ability that lets him take over

other bodies. Urban chaos takes place in

a near-future world in which gamers will

investigate a nasty cult as both the bruis-

ing Rambo-esque Roper and gymnast-
tumed-cop Darcy. Expect requests for

nude codes for Darcy to flood Usenet sec-

onds after the game's release.

Finally, Monolith is jumping aboard the
third-person bandwagon with the
Scanners-style SANITY, in which players

will use devastating psychic powers
while trying to keep their overtaxed
medulla oblongata from exploding, and
Westwood Studios is expanding the
COMMAND & CONQUER line with C&C:
COMMANDO. We didn’t get to see much of

this mission-based shooter at E3, but its

beautiful graphics and the promise of a
new way to fight in the C&C universe has
us excited.

L THREE MEN ENTER

P ONI's multiplayer

combat will add a

g whole new dlmen-
^ sion to deathmatch

^ contests, especially

[f the designers add

in multifaceted

modes of play.



by Terry Coleman

W ith all the hoopla surrounding The Phantom Menace and

its supporting games, the other signature franchise of

George Lucas might seem a bit iike a redheaded stepchild

—

albeit one wearing a fedora. Forgetting about INDIANA JONES' DESKTOP

ADVENTURES (we've tried), there hasn't been a major game based on

Indy's exploits since INDIANA JONES AND THE FATE OF ATLANTIS, the underrated

LucasArts adventure game released five years ago. Until now.

If you're expecting a traditional adventure game, say in the GRIM

FANDANGO Style, you might be in for a bit of a letdown. For INDIANA

JONES AND THE INFERNAL MACHINE is unashamedly, without a doubt, a

powerful challenger to the TOMB RAIDER throne. And why not? TOMB
RAIDER obviously drew inspiration from the Indiana Jones films, just

as Indy was a product of Lucas' and Spielberg's fond memories of

adventure serials of the 1930s.

Exhuming McCarthy
As INFERNAL MACHINE opens, WWII is over, and the victorious

Allies have a new worry; the Soviets, who are trying to tap into

the secrets of the Tower of Babei. Now, we all know that the

U.S. government could just sic the Ark of the Covenant on them,

but that wouldn't make for much of a game. So you, timeworn

fedora flapping in the wind, assume the roie of Indiana

First, you hotfoot it to the Utah desert, where, in a manner

typical of tomb robber tutorials, you iearn the simple key-

board interface. There, you find that INFERNAL MACHINE is a

very user-friendly game. For example, when you want Indy

to jump up and grab a ledge, you just position yourself

reasonably near, push the up arrow, and you're there

—

none of this "having to find the exact pixel" crap. Every

control works in similar, common-sense fashion,

whether you're jumping across a chasm or driving a

Jeep through the hills.

While you're performing an action—especially a

dangerous one—^the camera often pulls away to

heighten the drama. This had even a jaded old

adventurer like me chuckling with delight—and

relief, given the horrible camera implementation

in THE PHANTOM MENACE. I'm also Impressed that

Indy can be killed when you do something obvi-

ously stupid.

On the other hand, the game is so linear that

it actually helps with gameplay; you can't move

on from one level, for instance, without getting

ail of the items you need for the next. None of



Ken Slater puts the finishi:
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It s everything you hoped for, and like nothing you expected.

Remaining faithful to its time-honored legacy, Prlnci’ ofPerjia 5D elevates the Prince to

new heights with the fast-paced combat of a fighting game and the depth and challenge of a

classic Arabian Nights adventure. Stunning animation. Advanced 3D technologj^ Completely

original game design. It’s all here as you journey back to exotic 12th Century Persia and

answer the game's most compelling question: Is it in you? Windows® 91
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ofyour lethal sword, bowstatt and double blades.
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by Robert Coffey

O
ne thing's for sure:

Nobody's going to mis-

take MESSIAH for a

Disney title. While the diaper-

swaddled lii' angel featured in

the game may seem whole-

some enough, the seedy assort-

ment of pimps, hookers, canni-

balistic sewer dwellers, and

leather Speedo-clad barkeep-

ing priests that populate the

gameworld should keep this

unique third-person action

game from topping Ralph

Reed's Christmas wish list come

December. Gamers, on the

other hand, may well respond

with devotion, since MESSIAH is

one of a handful of titles with

the potential to deliver some

truly unique gameplay.

Cast as Bob, heaven's

smartest and toughest cherub,

gamers will plummet to Earth

in a ball of fire and feathers,

sent by the Big Guy himself to

anyone stuck for long, and Indy

muses out loud to himself with over 2,000 lines of recorded

dialogue (surely a sign of too many harrowing adventures),

giving you clues on how to proceed.

Trans-Worid Airlines
The 1 7 levels in the game take you all around the globe,

from the United States and South America to Asia and the

ruins of ancient Babylon. Everywhere, it seems, you find a

bunch of cookie-cutter Soviet thugs, along with a half-dozen

or so Russian "bosses" (in the action game sense) to be dis-

patched. Since you also have to face a serpent god, scorpi-

ons, and Indy's least favorite foe, snakes, you'll come to

appreciate the 1940s weaponry you find along the way,

which includes a machete, a bazooka, and the occasional

satchel charge, all to com-

plement Indy's Smith &

Wesson pistol and trade-

mark bullwhip.

My main concern is that

this "heavily story-driven

game" (according to

LucasArts) has only a half-

dozen or so characters

'

that you interact with in

any way other than by

opening fire. We do get

Sophia Hapgood, our

heroine from ATLANTIS

(now a CIA agent), and

her Soviet counterpart,

Gennady Voiodnikov, who
promises to be a nasty \nl-

tain. The music, by the

same composer who
scored OUTLAWS, is excel-

lent; we just hope that

LucasArts uses it through-

out the game to dramati-

cally drive the action

along. INFERNAL MACHINE

is gorgeous, seemingly

well paced, and filled with

interesting foes. For those

of us who love third-per-

son action games, it's a

dream come true to see

indy, the original tomb

raider, in 3D action.

LAW AND DISORDER

Buxom cops, prostitutes,

subterranean cannibals,

and rocket-launching sub-

way dwellers are just a

few of the wildly imagina

tive denizens of MESSIAH.
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to use her
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Ultimate high-lech weaponry includes

lully configurable, :deiailed equipment

/or amazing gameplay-’depth and action.

Frightening 3-D realism gives you or? all-loo-real Intriguing character generation lets you

first-person perspective. In fact, the environment choose from three distinct personalities, each

is so Irue-lo-life, your enemies ore even sensitive with their own special weapons and abilities,

to light and sound.

y You wake aboard the Von Braun with a mind-oifering implant in your brain and no memory of recent events. As you

wander the dark, eerie decks of the derelict spacecroft, you discover an alien material is slowly taking over the ship

— feeding upon the flesh of your former comrades, leaving zombies and corpses in its wake. Behind the engulfing

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

the strings in the most chilling role playing game ever. Enter Shodan's terrifying world to dis-

cover her ultimate plan — or die trying'. For all the gory details, visit www.lglass.com



to find his way through a

grim and gritty near-

future world as the game

begins.

Is There an
Exorcist in
the House?

Don't confuse Bob with

the angelic juggernaut

from REQUIEM; AVENGING

ANGEL—this seraph isn't

about to kick anyone's

butt; in fact, press tfie Fire

key and Bob simply

points his finger and says

"bang"—right before

someone sends him back

for a premature reunion

with his heavenly employ-

er. Fortunately, Bob has a

couple of skills that wilt

serve him well in the

physical world: His wings

may be too tiny for actual

flight, but they will allow

him to hover and to rise

to places that others can't

reach. More important,

Bob can enter the

bodies of humans

and possess

them.

Possessing

an NPC lets

you utilize

the unique

talents and abilities of that

character. Take over a cop

and you can use his shotgun

and grenades—a handy

option for an unarmed

angel. Possess a rat and you

can squeeze through small

spaces or lead a pack of your

vermin brethren in a bloody recre

ability is the meat of the game and will

be the gamer's primary way of dealing

with the obstacles and trials that await

on Earth. You'll need to possess DJs to

enter nightclubs, nuclear technicians to

operate scientific equipment, and so on.

With 50 characters to possess, each with

unique attacks and special abilities, there

are tons of play possibilities.

While this might imply that the game is

actually an elaborate puzzle with one true

path, that isn't the case. The designers are

taking pains to offer multiple options and

paths through the gameworld. For

instance, we watched as Bob breezed

through a couple of rooms only to be

blocked by a security door. At that point,

Bob could have taken over a cop to get

by the security systems. Alternatively, he

could have possessed a nearby worker

and dropped some machinery on a

co-worker, thus prompting a team of

medics to rush to the scene and open the

door long enough for him to sneak

through. Or he could have stealthily flown

to a series of pipes high

above the room,

eventually

leading him

ftgure out just why

everything on Earth

has gone horribly

wrong. Charged with

finding the source of

this evil to see if it can be destroyed, the

surly Bob balks, prompting God to

bless/curse him with mortality and give

him a sense of hope to spur him on in his

quest. Defenseless and weeping

pitiably. Bob is left



In those rare cases where there is only one character type

that'll get you past an obstacle, the designers are making sure

you won't get trapped and have to reload a saved game
because you just shot your ticket out of that room. All crucial

character types will randomly respawn somewhere nearby;

you'll just have to find and possess the needed character.

Acts of God
While gamers could just charge through the game, guns a-

blazing, MESSIAH will reward players who take a less violent,

more angelic approach. Bob's tiny size is perfect for avoiding

confrontation by sneaking around the game's seedy bars, sew-

ers, and pornography dens. Players who time their possessions

of diaracters so they go unnoticed will largely be able to move

through the gameworld unmolested. Further, possessing inci-

dental characters will often grant you access to restricted areas

and benefits: For example, take over a DJ to enter off-limit sec-

tions of a nightclub, where you'll find power-ups for health or

enhanced flight.

There is one caveat to possessing characters: You have to act

like them. Possess a cop and fall to follow orders and you'll

draw the unwanted attention of your pistol-packing peers. Pick

up a harpoon gun while occupying the body of a prostitute and

you can bet that cops and everyone else around you will notice

and attack.

Since all characters in the game have behaviors that interact

with those of other characters, choosing the right person to pos-

sess in the right situation is important. While possessing one of

the CHOTS (Cannibalistic Humanoids of the Sewers) is great for

getting through the sewers, it's not a good choice if you want to

slip past their sworn enemies, the police.

Deus Ex Machina
Powering all this soul-seizing is a game engine that coughs up

some of the snazziest graphics in action gaming. The game envi-

ronments are rich in detail and nonrepetitive textures, and the

engine also allows the creators to insert AVI videos. The AVIs are

used for everything from running films in monitors in the game-

world to animating steam seething from grates in a much more

realistic manner than in other games.

As cool as this is, the real highlight is the character modeling.

Models composed of up to 300,000 polygons are run through the

game engine, which converts the data into crucial points on that

model before finally rendering the image onscreen. The number

of polygons rendered is dynamically scaled, both for the horse-

power of the individual user's machine as well as for distance.

Polygons are dropped as characters recede from the foreground,

when fine detail wouldn't be visible anyway. The end result is a

set of characters that are almost tactilely real, with

heft and texture that make them hyper-

authentic

Given MESSIAH'S

drop-dead gorgeous

look and enticing, ambi-

tious design, the game's

future success or failure

will hinge primarily on its

ability to deliver gameplay

that really sets it apart from the

pack. If the Al or level design encour-

ages little more than nonstop shooting, or

reduces Bob's possession ability to little more than a nov-

elty with no real gameplay value, then the game will probably be

doomed to the purgatory of "what might have been."

We're praying this MESSIAH is the real deal.

by Thierry Nguyen

W hen you make it possible

to zoom in on someone's

face and shoot right into

his eyes from two miles away,

what do you do for an encore?

That's the challenge faced by the

developers of the game MDK.

After forming Planet Moon

Studios, they came up with an odd

answer: GIANTS: CITIZEN KABUTO.

Where MDK had you as a lone

explorer, GIANTS puts you in the

shoes of technology-packed sol-

diers, a deity, and a very angry

giant.

MDK's back'Story was weird.

GIANTS' is just flat-out bizarre, but

it's also deeper. On an Eden-like

island floating in space (called,

appropriately enough. Island), the

Sea Reapers learn that a threaten-

ing mechanical force is approach-

ing. They create Kabuto, a power-

ful giant, to be their guardian.

Unfortunately, Kabuto views every-

one as hostile and drives his cre-

ators off Island and into the small-

er, surrounding islands. While the

Sea Reapers consolidate their

power, the expected mechanical

threat arrives in the form of the

Meccaryns. After winning a battle,

the Meccaryns decide to stop to

fix their ship before going on

shore leave. When they decide to

stop off at Island, the game

begins.

In a style reminiscent of

STARCRAFT, the single-player game

will let you experience the story

through the eyes of each of these

major piayers. The sides you play

will vary throughout the game.

You may engage an island as the

Meccaryns and then, through a

plot twist, play as Delphi the Sea

Reaper before switching back to

commanding the Meccaryns.

w.computergaming.com COMPUTER GAMING WORLD • AUGUST 1999



in the back-

ground are minions of the evil Sea Reapers. Center FUNKY FAUNA This massive

beast—just one of Island's numerous native denizens—causes shockwaves to ripple

through the floor. Right SHE'S AS COLD AS iCE If you can focus on something other

than Delphi's natural attributes, you'll notice that one of the monsters she can sum-

mon is swimming along in the bay.
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There'll be about 30 island levels to play

in total, evenly divided between races.

Saving Smarties
Gameplay will be mission-based.

Completing each island level will involve

carrying out different tasks. For example,

the Meccaryns may run into a Smarty (the

neutral natives who'll help anyone that

protects them), who asks them to find him

some food. You and your buddies hunt

down some native life and bring back

chunks of meat, and when you return, the

Smarty will realize that his wife was kid-

napped and ask you to rescue her. Once

you rescue her, he'll have his meal, and

then build something to get you to the

next island. In general, most of these mis-

sions will be required, but a few of them

will be optional, with a reward of an

extra-useful trinket upon completion.

The game engine is Planet Moon's own,

and it will support Glide, OpenGL, and

most likely 0irect3D. Because this game

takes place on an exotic series of islands.

Planet Moon designers plan to create very

lush and vibrant levels. There aren't any

dingy ruins or gritty city streets here.

Instead we get tiny villages surrounded by

lush green foliage, or islands covered in

rich layers of red, orange, and yellow.

Terrain deformation is fully supported, as

best demonstrated by a massive creature

stomping the ground, causing gigantic rip-

ples to radiate across the land.

The camera system is interesting; the

default angle is the traditional behind-

and-slightly-above-the-character perspec-

tive seen in other games. Each side has a

few specific camera angles (such as profile

view), and there are context-sensitive per-

spectives. The design team anticipated

that when performing certain actions^ cer-

tain views would look better. There is a

context-sensitive angle key that accesses

the most appropriate angle at a given

moment. This provides quick and easy

access to the best view for the action

you're taking.

For now, team Moon is concentrating

on single-player play and making sure

it progresses smoothly. But by the

time you read this, they should be

testing the multiplayer balance.

They Might Be Giants
Meccaryns: Best described as cockney
space cowboys, the Meccaryns focus on
technology. You will play their leader,

Reg. and spend the single-player game
looking for your comrades and defeat-

ing the island inhabitants. They'll have

a set of command keys that allow you
to issue basic wingman-style com-
mands, such as “seek cover." Their

arsenal is made up of oddball inven-

tions like the super-stealth suit (you

become a moving bush). Rescued
Smarties will upgrade your weapons
and build your supply base. Meccaryns
will also have the additional element of

inventory management, allowing you
to outfit them appropriately for each

mission. Finally, they can use jetpacks

to scoot around the islands.

Sea Reapers: The youngest (and only

“good") Sea Reaper is Delphi. After

Kabuto drives the Reapers away, they

follow the evil Sea Reaper Queen;
Delphi breaks away and sets out to cor-

rect things herself. Representing the

magical force, she casts spells that can
summon creatures to destroy obstacles

or eat her foes, or that can create whirl-

winds to scatter the enemy. Another

spell makes her fly forward extremely

fast. That, combined with her sword,

makes her very lethal in hand-to-hand

combat. Her sword can also turn into a

bow with magic arrows. For mana,
Delphi will absorb soul energy from
fallen foes. She'll have about 10 major
spells to cast, and she will learn some
on her own, or via the Smarties.

They're aiming for the sweet

spot of eight players but are

still tinkering with issues like

player selection. After ail, a

game with eight Kabutos might

sound fun in principle but could

easily end up playing badly.

We'll see the results of this

testing when the

game ships this

winter.

Kabuto: The giant himself, Kabuto rep-

resents sheer brute strength. His ntas-

sive size has a downside: He needs to

feed himself. Without energy, he's not
as strong as he could be, and he’s easi-

er to take down. So be needs to find

and herd vimps (sheep-like creatures)

to serve as a steady food supply. Also,

if he doesn't quite feel like eating just

yet, Kabuto can stash food on his horns
for later snacking. To protect his food,

Kabuto is capable of creating "Mud
Shepherds"—-whip-cracking vimp
defenders that he makes by baking
some special mud. With that except-

ion, Kabuto focuses ptuely on destruc-

tion and mayhem, in keeping with his

ability to swat down enemies and
smash buildings with ease.
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by Jesse Hiatt

T
he undead tend to get a pretty bad rap. In any

story involving them, they're always getting

shot, stabbed, burned, and generally mistreat-

ed. Interestingly, SHADOWMAN gives you a chance to

see things from the zombie's perspective. Instead of

mindlessly shuffling around in search of fresh

brains, the Shadowman is a well-spoken former

English major who's got the heavy burden of saving

the world. The former scholar is not your Night of

the Living Dead kind of zombie; he's strictly of the

New Orleans voodoo variety.

SHADOWMAN will be developer Iguana's attempt

to break out of the pure shooter mold and Into the

hybrid adventure-action genre. Adventurers will

appreciate the diverse levels, puzzles, large invento-

ry, actual plot depth, and nice variety of character

attributes. For the action gamer, there is a solid

selection of impressive weapons and plenty of fine-

ly crafted enemies to use them on.

Dead Alive
The lands of the living (Liveside) and the dead

(Deadside) play like two different games. Each

world uses different character models, weapons,

and inventory. For instance, in Deadside, a gun isn't

useful, since everyone is already dead; instead,

there wilt be all sorts of weapons that will cause

zombies to burn up, or writhe in pain and explode.

The designers had a lot of room to be creative

with the level design. In Liveside, a variety of set-

tings including a prison and London's seedy under-

world all share a dark, sinister feel. In Deadside the

constraints of existing human architecture aren't

present, so the designers could run free with wild,

fantasy environments. Particularly disturbing Is the

gigantic asylum, complete with Its own cathedral

and voodoo altars. Inside you'll find crazed half-pig,

half-human lunatics patrolling the halls, hacking up

. huge piles of bloody meat and dragging pieces

across the floor with meat hooks where their hands
' should be.

Another key feature is the magic teddy bear. This

allows Shadowman to travel to any area he has

already been to, in Liveside or Deadside. You'll have

simultaneous adventures going on in both worlds

and will probably find yourself warping back and

forth quite often. Sometimes you'll use the teddy

bear to explore a different area if you get bored, or

just to escape from a bad situation and fill up on

health in a safer area. Along with the invaluable

dynamic-save function, all of these features make

for a very nonlinear style of gameplay that could

satisfy a lot of different gamers' tastes, or at least

keep players interested.

The design philosophy behind SHADOWMAN

reflects the current era of hybrid games. There Is a

little RPG, adventure, action, and some platforming

thrown in for good measure. There's ubiquitous

third-person jumping (which seems out of place

here, only because the rest of the game is so

strong), but the designers are being merciful with

that. A few minor points aside, SHADOWMAN looks

to be a sound contender for raising the bar in a

genre begging for new life.

DEAD HALL OF FAME SHADOWMAN is

going for a very dark and mysterious

voodoo feel in its levels.

Y'VE COME TO TAKE ME AWAY
DOWMAN will use its own engine to gen-

:e environments both inside and outside.

THE EYES HAVE IT No matter where you

are, Deadside or Liveside, you still look like

one big bad voodoo daddy.

www.computefRamitig.
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Game

Tips

Y ou’re getting
stomped. The com-
puter player, a

lousy algorithm, is run-
ning your troops through
a virtual Cuisenart.
When you go online,

faceless 14-year-olds
from Backwoods,
Nowhere, regularly hand
you your head on a plat-

ter. It happens to all of

us. Even CGW editors
have been seen hiding
strategy guides behind
the covers of Sun Tsu’s
The Art of War or Kurt
Busiek's Astro City.

We decided it was time
to head straight to the
source to locate the path
to victory. We hit up the
top names in game
design and asked for

their winning strategies,

whether for their own
games or the games they
play when they’re not
developing. What follows
are tips, in their own
words, from a veritable
who’s who of game
developers. Even when
the tips don't fit your
style of play, they, serve
to show that even these
lofty talents at times can
get stumped—and
stomped—^just like the
rest of us. We know that
makes us feel better.

Richard “Levelord” Gray has been designing

levels since the days ofDOOM. His work can be found in BLOOD,

Duke nuke 'Em 3D, and Sin.

In AGE OF EMPIRES, my advice is to select the Hittite civi-

lization. The Hittites kicked ass in their day, and they still

do in their virtual kingdom today. Their strengths lie in

two aptitudes: They have full tower capabilities for

defense, and Heavy Horsemen and Heavy

Catapults for offense.

I like the small map size because I can finish a

map in an hour or so, and the "Conquest to Win"

setting because it forces the opponents to come

get me, rather than sit at home and win by build-

ing a Wonder.

My war strategy is simple: Build an encompassing

wall/tower perimeter near resources with

enough room for farming. I will even

move my town center, if need be, to

nearby resources. I didn't know this

was possible until the Great Chieftain

(John) Romero told me that if you destroy

your initial town center (select it and hit Delete), the game

will allow you to build another one anywhere you want.

The next stage of my strategy is to amass resources while building as many towers as my stone

resources will allow. An onslaught of enemies is soon to be at my walls and 1 want to make sure

they are properly greeted.

Finally, once enough resources have been retrieved, I build a good army of Heavy Horses and

Heavy Catapults. The climax is mounted when I open a section of my protecting wall and charge

the advance. Nothing is more exciting than plundering the five or six remaining opponents with my

double-strength catapults—who themselves are protected by the horsemen.

“An onslaught of enemies is

soon to be at my walls and I

want to make sure they are

properly greeied."

,:'Fi{axls'. Brian Reynpids, toSidMelei'siegacy, ms the lead designer dn\

'

,,ClVILmipNil:3ndkpHA.^'mAuk}^ahdhnowwod(ingonCM '

• I'vebeen'playingaiotofTMPERiALISM II lately. Although I’m a fairly hard-core strategy gamer, I

sugge^ playing oh the relatively easier levels^As With. IMPERIALISM, the hard levels .ihostiy feel like

they add a period of gratuitous torture,to the beginning, followed by .the remaining 90 percent of. .

' the game being busineis as usual. If you can manage to build one extra Knight

at the beginning, you can lise your starting military forces to pretty much run

roughshod over as many Indians, as you like to claim the resources you

.

think you'll need iaten.
,

'

• Unforiinately, there seems to be little point.in. trying to be nice to the

Indiaris, since on anything but the very easiest levels'it's utterly unaffordable

until much laier.,But by then the other powers will long since have conquered

. every single New World provirice.-.Watch out for the te^nology screen,

.since the automatic setting^will quickly bleed you dry of cash', I like

.toget.my.technologytiie,61d-fashionedway:.by stealing itifyou.

. can afford a tfade'consulate or two, jt's' usually worth having one

or two Old World neutrals -as lading-partners to supply you.with ,

lumber, wool, or whatever. Be sure .to read the combat hints Ifithe

.

manual faefore 'attacldng any,kind of fort

Insider Game Tia
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Brad Warden is the founder of

Stardock Software, the creators of

ENTREPRENEUR, 1998's sleeper business

sim/wargame. He's also a nationally ranked

TOTAL ANNIHILATION player.

Hefe are some tips at TOTAL ANNIHILATION

that should help you avoid being completely

annihilated by most players. Expand, expand,

expand. Most players will simply not expand

their base beyond their initial starting point.

In fact, many will simply try to fortify their

little comer of the map. If you call yourself a

"defensive" player you might as well say

you're a "defeatist" player. Winning in TOTAL

ANNIHILATION almost always revolves around

who has the most resources, not who has

the best military tactics.

Don't go for advanced units right away,

TOTAL ANNIHILATION was designed as a

combined arms game. The advanced tanks,

for instance, do not replace the first-level

ones; they are meant to work together as

part of a whole force. It's amazing how

people will try to build a submarine or a

destroyer right away. By the time you've

build that first sub, I could have a dozen

Skeeters out there.

Attack early: attack

often. I don't mean

that you should try

to finish yourV opponent off

' early with a

giant rush of

^ tanks. But from

J
very early on, you

need to put pres-

r t sure on your oppo-
*

nent. Make him feel

J like he's on the defen-^
sive. ! don't normally rush

players, but I can see why many new users

think everyone is rushing them. They tend

to take on strategies that absolutely require

being left alone for 20 or 30 minutes.

Use the Ctri-(number) keys to group

your units together. It's absolutely critical

that you form your armies into effective

battle groups. Nothing is more effective

than an attack on a player with two groups

when the other player hasn't grouped his

units. It's very difficult for an unorganized

player to defend against an attack from

two directions.

Hm Schafer has created adventure

games for LucasArts since MANIAC MANSION.

His latest title. GRIM FANDANGO, was set in the

land of the dead. Ironically, it breathed new life

into adventure gaming.

The only game I've been playing lately is

ZELDA, and I wouldn't have finished it without

a walk-through I found on the Web. So my

only tip is this: Get a walk-through off the

Web if you want to finish ZELDA.

Arguably the father of “god games,"

UUill Wright is the creator of the

original SlMClTY and one of the

co-founders of Maxis.

My favorite ship in X-WING ALLIANCE is by

far the A-Wing. If you're driving it right,

nobody ever hits you. The shields on it suck,

so you have to make sure you don't have any

collisions. If you

can avoid colli-

sions, the A-

Wing seems

invincible. It has

so much speed

that you can

take on any of

the other fight-

ers one at a

time easily. Also,

it's great for

catching incom-

ing bombers,

because the

quicker you can intercept these guys, the

more leisurely you can sit there and pick

them off. The X-Wing is not that much

slower than the A-Wing and it's got much

better shields and firepower, but that extra

speed is worth so

much in the game.

f
it's also Just a joy

Because of

the automatic

guns, the

Otana, as

Qj long as

you're not

.
- nice. You

"The shields

on it

(X-WRiG

mUANCE)

suck, so you

have to make
sure you don’t

have any

collisions."

can be shooting at two ships at once by tar-

geting with the automatic guns while using

your forward firing laser to attack another

ship. So I would say the rate at which you

take out fighters is probably the highest

with the Otana.

is a gamer who
left a comfortable positior) at

Microsoft to found Valve, the

creators of HALF-LIFE. The rest is

history.

Many of us at Valve seem to

take a perverse joy in playing

games the wrong way. I've been

playing HEROES OF MIGHT AND
MAGIC II, but I suspect I'm a pret-

ty lousy player. Basically I

approach it as an RPG rather than

as a strategy game, if I were to

play this way in a multiplayer

environment. I'd get crushed. I

spend too much time sending my
heroes to all of the

power-ups on the

map no matter how
far out of the way ^
they are. I always

opt for experience ^ ,

over gold. And I will

keep the opposing ^
force bottled up in

their last castle just ^
so I can finish build-

ing out all of my
castles to their max-

imum level. None of

this is very sound

strategically.

I hate rebuilding units, so I usu-

ally avoid any combat except

where I have overwhelming

force. I also have one hero who
gets all of the good items, while

my other heroes explore.

However, given the map designs,

I often find that my heroes end

up fairly balanced, as my primary

combat hero is wandering

around in the underworld rather

than being useful.

I also spend too much money
on inferior units. I suspect that

it's easy to figure out which units

are reasonable investments for

the amount of damage fiiey

cause and can take. However, I
-

can never resist the temptation

to spend money when I've got it

rather than wait for more power-

ful units to develop, and end up

with several hundred pikemen

who never seem to actually man-

age to make it across the map
before combat is over.
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Use the Heads-Up-Display You choose the target. Destroy Command your Lancemates to 35 weapons and a new
and View Points Monitor to entire buildings and rain rubble ward-oK the enemy while Mobile targeting system let you pick

track the war around you. down on unsuspecting enemies! Field Bases repair your 'Mech. away at enemy 'Mechs.

<>1999 Hasbro Interactivs, Inc. All Rigbts Reserved. MicraProse Is a trsdemarif of Hasbro or Its affiliates. BattleTech Materials 1999 FASACorporabon. MetiiWarrtor, BaiUeTech, BattleMecb. and 'Mach are trademarks or registered

trademarks of FASA Corporarion and Mlcrosoff Co^ratlon. All Rights Reserved. Used under Kcerrse. All other trademarks are the property of tnefr respective holdafs.
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is the head of PopTop Sc-ftwan., tht

folks who created RAILROAD TYCOON II, the OL-tstatiding follow

up to Sid Meiers classic strategy game.

When starting a RAILROAD TYCOON II game, if I see coal and

iron close to a steel mill, ITI jump on them like Bill Clinton on a

Big Mac. In general, though, any cluster of two or more

resources near an industry that can process them will work.

My favorite engines are the GG-1, the 2-6-0 Prairie, and the 4-

4-0. The GG-1 is fast, reliable, and can handle a grade quite well;

in short, it's nearly perfect. The only problem is the high cost of

electrifying your track. The Prairie is a "good enough" train. It's

reasonably fast and can handle a respectable load, as tong as

the route is flat. It's also dirt-cheap—use it on low-revenue

routes to keep your costs down. The 4-4-0 is a versatile train and

the best of its era (about two-thirds of all engines built in North

America in the mid- to late 1800s were 4-4'Os). Of the new boys

in THE SECOND CENTURY, the expansion pack, the TGV is best: a

great passenger hauler. It's expensive, but not outrageously so.

In multiplayer games, my favorite dirty trick is to lay little

bits of single track at the ends of your opponent’s track, near his

big stations, right at the start of the game. As he expands, he

has to roll over your track, paying you a small revenue bonus

for every train that passes over. As for multiplayer scenarios.

Antarctica is the map we play most around here. The secret:

Ignore the coal and iron. Go for grain and cattle around Adelie

and Ilya Valley.

Among the single-player scenarios, I like Hell and ///gft Water

a lot. It's very different from most

of the other scenarios, and tough

to get a "gold win" on. The

premise of this scenario is that an

exploded super power plant is

spewing gases into the atmos-

phere, and you've got to plug it

up before the gases heat the

atmosphere and cause global

flooding. Of your train options, go

for the Thalys engine. It's normal-

ly a passenger engine, but in this

scenario its speed will make up

for other shortfalls. Haul three

carloads at a time; more will slow the engine down too much,

and less is inefficient. Try to get several runs down into North

Africa before the flooding cuts that route off. If done right, you

can not only win the gold but also prevent the breaching of the

dam at Gibraltar.

Dave Kaemmer is one of the founders of Papyrus, the devel-

opers of GRAND PRIX LEGENDS, a daunting but incredibly Immersive

racing sim.

Here are some tips to help out the beginner in GRAND PRIX LEGENDS.

Set the graphics options up to maximize the frame-rate. Seeing a smooth

view helps more than

just about anything.

Start out at a relatively

easy track; Monza is a

good choice

and is a

favorite with

online racers,

Ideally, you

should have

pedals for the

throttle and

brake, Turn off

the driving

aids (throttle

help, braking

help, auto-

matic shift-

ing), since

they'll only

hold you back

later. If you don't have

pedals, use a joystick to

steer and the joystick

buttons for throttle and

brake. In that case, turn

the driving aids on;

they help control

wheelspin and brake

lockup, and if you are

using the buttons to

accelerate and brake,

it's a bit harder to shift

yourself.

Now here is a tip

that no one seems to

heed. Start out in a

Training session, using

dev^lQper, u/#? two bfM gdpre's finest tHjes uni^eChis belt JANE ^

WmW^andMisro/^^'sMOPEAtlMWAf! ,
'

• STARdRAFT/BRQOOWAR.ts the gam^ we playwhenlhave -

.
fnen^ ovef dndweneed a muhjpiayer fix,We:usualfy play it in .

.

ccMjp mode,where rt's.us human players against the computers.
•

I'm best playing tfieTerrans, and .worstplaying tiielergs- My • r

favonteunitinfiiisgame.hastobetheWrarth.fjghter.iknowjt's

V •
. ‘nottheberf-uiift bHt tajmtstplwaysbaveatleasf

twogm«pjt#12.fighters sMpporfedby a;Sclenee i'

iVe^T0f’C6uj5e; l use the Sl^e^nldfioliath /:. : , ^

CGmho;for.anyseriousgroundassauifarid^>^ ..

Battlecruisers armed wrtiiYambto Ccmpori for air

.

assaults.'-'.
'

-.'V'''"'

^ . ALPHACENTAUR) still gets played fom firn'e to
•’

time, mostly m single-player mode butsometimes

(R multiplayer «w)p moded usually play the .

;

Untveraty.iff;UN, and l alwaysgo and try to
'

allywrttt.th6.GaiaiisjMy‘taTOnte.utfiti5t^^

Nefidlajetfightef (do ,you detecta.trend hers?). I
'

"

usually don't’build'any roversor; on'tHe^

gamson troops for aly defense and usefighters tti

attack and choppers to capture enerny diies.' I’

r^faa.choppeis with drop tro(^ once ttiey

.

: . become availaWft arid both fighters anddrop -

tror^are n^cedby gravships later. The secretprgects that I try

;r,-to get are Weather.ParathgmiMatrtirne Controi^Genten Plahetaty -

- ^rapsit’Syjtem^ Hun^rTiSefeker Algontiim.-and ^pace-Etevator.' - -

the Novice trainer car. This car will go faster than you're probably used

to going, but the power is low enough that you won’t be in over your

head to start. Learn to slow before a corner, and get back on the

power through a corner; this really settles the car and ultimately makes

it possible to go faster. Once you know the track very well, and can lap

it with no off-course excumions, move up to the Advanced trainer. Now
you will be really moving, and you have to learn to use the throttle

and brake more carefully. Driving the Grand Prix car after getting used

to the trainers has been described as feeling like "Wile E. Coyote on a

rocket." To drive fast and consistently, you must be very smooth and

precise with the controls, which is much easier to learn while driving

the trainer cars.

Veteran Blizzard developer

did all the voices

in WarCRAFT II. All of them.

It is tough to choose which

species in STARCRAFT is my
favorite, since they all demand
such distinctive play styles, but

my current favorite is the

Terrans. I really enjoy the level

of mission specialization that

you can achieve with units like

the Ghost or the Science Vessel.

Their units also support each

other exceptionally well when
tactics require mixed forces. A
favorite tactic of mine is to lay

out a wide field of Spider Mines,

and then place Tanks in Siege

mode just behind the explosion

radius of the mines. Then, using

one or two Vultures, I lure

enemy ground units towards my
"lightly defended" line of Siege

Tanks. Any units that rush in

with the intent of attacking the

tanks at melee range are quickly

eliminated by the Spider Mines

that my Vultures have cleverly

hovered over. Also, the addition

of the Medic and Valkyrie units

in Brood War have greatly

enhanced the Terran forces, easi-

ly making them the equal of any

of the older species in the

galaxy.
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Fatcor» Northwest car» build

you a powerful Gaming PC
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Falcon PC's have never been
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website to find the system that

meets your needs and your budget.
Otherwise Doug wins.
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HARDWARE
IN SEARCH OF THE ULTIMATE GAMING MACHINE • REVIEWS • KILLER RIGS • NEWS

Sdfx's Next-Generation Chipset Revealed!

me Goods on Voodoo^
J

ust when you thought it was safe to buy yourself a

3D card .. .We did a little digging recently and hit

the mother lode. While 3dfx is out there singing the

praises of Voodoo^, the company’s designers are work-

ing hard on its next new chipset, code-named Napalm.

Much of the criticism of Voodoo^ has focused on its

lack of some advanced rendering features (bump-mapping, stencil buffer)

and its lack of 32-bit color support. The latter shortcoming will become more

critical when games like QUAKE 3; ARENA ship later this year. It appears that

Napalm will address most of the criticisms leveled against Voodoo^.

For starters, Napalm, like nearly all 3dfx chips to precede it, will be

damned fast. How fast? According to an industry source who requested

anonymity, they’re aiming for 800Mpixels/sec. At that rate, Napalm will be

more than double the fastest current shipping parts. That much processing

power should deliver resolutions of 1600x1200x32 at decent frame rates.

How are they going to do that? Our speculation is that Napalm will have an

architecture with two rendering pipelines, and that each one will be able to

handle one pixel-per-clock. A clock rate set to 200MHz would yield

400Mpixels/sec.

In addition to speed and lots of it, Napalm will be capable of handling

32-bit textures, and it will have a plug-in socket for a transform-and-lighting

coprocessor in preparation for DirectX 7, where that part of the pipeline will

be exposed for acceleration. nVidia has also announced its intent to incorpo-

rate T/L acceleration in their next chipset, due out sometime this fall.

We've even heard a rumor that Sdfx's Napalm may be SLI-capabie when

it debuts, allowing two boards to work in parallel. The net result is those

gamers who are

truly performance-obsessed may be able to get a fill-rate

of 800Mpixels/sec.To help keep this pipeline moving. Napalm will also sup-

port AGP 4X.This may seem like an insane amount of rendering horsepower,

but Sony has announced PlayStation 2's specs, and is claiming a fill-rate of

about 1.2Gpixe!s/sec.

This news begs the question: Should you even consider Voodoo^? It

depends. If you need to upgrade now, and you want Glide support, the

Voodoo^ 2000 is a great bargain at $129 (see this month's magnum 3D card

feature). But if your performance is still solid on the games you like to play,

and you can hold off, then wait until that new game you've brought home

stutters and lurches. And if your best tricks for upping your frame-rate (get-

ting the latest driver version, dialing down some rendering goodies) don't

work, then consider making a move.

So the race is on to break the IGigapixel/sec barrier, and 3dfx is pulling

out ail the stops to be the first company to get there. But it won't be alone.

We've heard distant rumblings that nVidia is also working toward being one

of the first to pass that milestone. In the 3D graphics business, there's just

no rest for the wicked.—Dave Salvator

IfYou BuildA Better Mouse...

A
t E3, where visual over-

load is the rule of day,

you'd think that graphics

cards would reign supreme.

Well, graphics are what pull

eyeballs into booths, but the

news on the graphics front is

mostly about more speed and

horsepower. The real innovation

in hardware this year seems to

be in game controllers, with a

host of new offerings from

Microsoft, Saitek, and

ThrustMaster, to name a few.

Microsoft is working on a

solid-state mouse, which,

according to one Microsoft

source, "has no balls but a lot of

guts." The new IntelliMouse

Explorer, slated to ship in

September, replaces mouse-ball

technology with an opti-

cal sensor and digital

signal processor (DSP),

which captures snap-

shots of the work surface

at a rate of 1,500 images

per second. The DSP translates

changes between the images

into on-screen movements. This

technique results in smooth,

precise pointer movement. The

mouse can connect via USB or

PS2. It has a scroll-wheel and

two programmable thumb but-

tons, and features a canted

design for better comfort.

Saitek, a newcomer to the

mouse arena, took a look at

first-person shooter controllers

and decided that gamers didn't

really need a new oddball con-

troller. Instead, the company

has built a “better mouse." Its

new GM2's design features a

two-button mouse with scroll

wheel that has a programmable

four-point view hat. The other

half of this controller is a USB
keypad with seven buttons and

a scroll wheel, all of which are

programmable. Look for this

product this fall.

Even Thrustmaster has got-

ten into the act with a new
gaming mouse. The Thrust-

Master entry features USB con-

nectivity, a canted design, a

scroll wheel, and three pro-

grammable thumb buttons.

Microsoft Strikes Twice
In addition to its new

IntelliMouse, Microsoft has been

developing a new first-person

action controller, code-named Zulu.

The product has now been chris-

tened the Sidewinder Dual Strike

and is scheduled to ship in

October. You grip this odd-looking

device with both hands, and its

two component parts rotate

against each other, letting you con-

trol your mouse-looking. Your left

hand has a flattened D-pad to con-

E3

Report
trol forward,

backward, and }

strafing move-

ments. There are

also eight programmable buttons

you can map with either individual

keystrokes or chorded or multiple

keystrokes. By melding the func-

tions of a game pad with the key-

board and mouse. Dual Strike adds

a rotating pod that the Microsoft

hardware crew hopes will facilitate

easier, more successful gameplay

in first-person and action-adven-

ture games.

Although designed primarily for

the 3D-shooter crowd, the Dual

Strike may make a great sports

game controller, relieving sports

gamers of the dreaded game claw

feeling in their left thumbs after

grueling hours spent hammering

their gamepads' D-pad. Microsoft's

Sidewinder Freestyle with its

motion sensor tried to do this, but

wasn't really responsive enough for

fast maneuvers. —Dave Salvator
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DEMONSTRATION #2=

1 Tear out your old sound card.

2 Smash into pieces.

3 Toss over your shoulder.

The sound those pieces make when they hit the ground allaroundyou is you is the

power of A3D from Aureal, the only audio that works the way your ears do.

That's why leading sound card vendors, such as Diamond, TerraTec, Turtle

Beach, and Xitel, are using Vortex audio technology from Aureal, the only 3D

audio accelerator that supports industry leading A3D positional audio technology.

You can also find A3D positional audio on computer models from Ihe industry’s

leading PC manufacturers.

Audio based on Aureal technology is awesome. But don’t take our word for it.

Believe Your Ears. Check out A3D at your local retailer.

BELIEVE YOUR EARS'

Visit us at www.A3D.com

01998 Aureal Semiconductor. Inc. A3D and Aureal are Irademaiks of Aureal Semiconductor Inc. Olher trademarks are properties of their respective owners.



Another Year,Another DirectX
The Annual Rite of Joy and Frustration BeginsAnew

by Loyd Case

I

t's autumn; winter is fast

approaching. The horror

creeps up on you,

unknown, unbidden. It fol-

lows you home from the

computer shop, nestled

hungrily in the narrow cardboard

box. It lies in wait, as you unpack

the game, pop in the CD, and click

on the Install button. Then, out of

nowhere, you see a message: "This

game requires DirectX 7. Do you

want to install DirectX?"

You stare for a moment, then

flee the room, screaming.

Okay, so it's not that bad. In fact,

it's pretty impressive that the

DirectX team at Microsoft has been

able to pull off annual releases of

their gaming API. (Maybe the oper-

ating system guys could learn a few

lessons.) It's inevitable, however,

that some users will have problems,

given the insanely broad range of

PC hardware available. As with all

DirectX releases, Microsoft is striv-

ing mightily to ensure backward

compatibility in its latest update.

But it's as certain as taxes in April

that someone, somewhere, has a

piece of hardware or a hardware

combination that will make it break.

Still, this year's edition of

DirectX has some pretty cool

stuff, so let's take a close look at

the particulars.

The Sound of Music
Microsoft shipped DirectMusic

with DirectX 6.1 . According to one

prominent designer of game

audio, proper composition with

DirectMusic could result in pleas-

ing and effective interactive

scores. At first, a number of musi-

cians thought that DirectMusic

was an attempt to put them out

of work, but writing a good inter-

active score takes as much talent

and skill as composing a piece of

music for any other purpose.

An important component of

DirectMusic is DLS (downloadable

samples), and Microsoft will

implement the DLS 2.0 spec for

DirectX 7. DLS allows game

designers to download custom

sounds to your sound card's MIDI

hardware. This opens up some

interesting possibilities, since all

currently shipping PCI sound cards

support DLS. MIDI has much less

texture maps and texture blend-

ing. Certain types of texture maps

are overlaid on the scene to cre-

ate the effect of lighting. True

geometric lights, however, would

behave in a more physically realis-

tic manner. However, geometric

lighting is very expensive in terms

of CPU horsepower required.

Transforms—the mathematical

functions that calculate movement

and rotation of objects in a

scene—are also CPU-intensive.

When first constructing a

game's design, game developers

define CPU budgets for various

parts of the game. In the past,

rendering ate up as much as 80

percent of the CPU budget. But

now, with fast 3D cards having

taken over most of the rendering

chores, game developers are

upping the ante, As scenes get

bigger, with more polygons and

Also, the API issue can be a prob-

lem. Game programmers have

resisted using the DirectX trans-

form-and-lighting engine in the

past. However, the DirectX 6T&L

engine "sucked less," according to

several game designers, and

Microsoft has put a lot of effort

into streamlining the pipeline's

performance in DirectX 7.

Installation and
Configuration

Keven Bachus also has con-

sole envy. That doesn't mean

that he wants Sony to ship him

a PlayStation II. Rather, Bachus

believes that PC games are still

too hard to install and configure.

To that end, Microsoft is work-

ing on ways of making games

easier to configure and set up

from the beginning. AutoPlay

was just for starters.

We still have some time to go before we

get to true photorealism.

overhead than playing a .WAV file

from a CD or hard drive. Using a

custom sound would allow repeti-

tive sound effects (water dripping,

for example) to be played with

much less CPU overhead.

DirectSD and Beyond
There are some big changes in

store for Direct3D. The biggest one

is the implementation of trans-

form-and-lighting acceleration.

Right now. that hot 3D accelerator

in your PC only accelerates ren-

dering. The CPU still has to handle

all of the calculations used to tell

the game where to move an

object and how it reacts with the

lighting in the scene. Much of

what we call lighting in current-

generation games are really

sophisticated tricks played with

more lights, transform and light-

ing begin to take their toll. Even a

550MHz Pentium III can't gener-

ate enough triangles to keep that

hungry TNT2 Ultra fully fed.

So expect to see 3D accelera-

tors in the near future that accel-

erate transform and lighting.

According to Kevin Bachus,

Microsoft's group product manag-

er for DirectX, the real win will be

in transforms. One reason is that

the game programmers want to

have more lighting effects than

the hardware will support. It's

likely that the first cards with T&L

acceleration will support only four

to eight light sources. That's

enough for ambient light, but if

the game wants a lot of lights in

the scene, the programmer will

still need to use texture blending.

There's another PC game prob-

lem, too, and it's made worse by

the advent of the sub-SI ,000 PC.

The difference in performance

between a 52,000 system (now a

SOOMHz Pentium III with a speedy

3D accelerator) and a sub-SI,000

rig (say, a K6-II/300 with a low-

budget 3D accelerator) is wider

than ever before. Trying to scale

game performance is an onerous

task in this environment. To that

end, Microsoft is working on the

Windows Game Manager. Now

this won't be a part of DirectX,

although it's being developed by

the DirectX group. Instead, it will

be a part of the operating system

itself, starting sometime next year.

Here's the scenario: You pop a

spanking-new game CD into the

drive. Windows figures out that
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this game hasn't been

installed yet. It checks the

type of game (real-time

strategy with 3D graphics).

Windows also knows that

you have a 450MHz

Pentium II with a fast 3D

accelerator and a 3D audio

card, so the graphics and

audio are cranked up to

about 90 percent of max.

Of course, with all these

nifty new features, you'll

have to pony out more dol-

lars to fully take advantage

of them. But remember, it

will be at least a year

before you see titles that

resHyXaVQ advantage of this

new stuff. By then, your

wallet may have recovered

from the last round. We still

have some time to go

before we get to true pho-

torealism. On the other

hand, there are great games

out there now. So what are

you waiting for?

Tech Tips

A.

[^1 My CD-ROM drive's AutoPlay function no longer works. Whenever I insert a CD, nothing happens, even though

Auto-Insert notification is checked in the CD-ROM property sheet (under System Control Panel, Device Manager). How

do I reenable AutoPlay?

I

Somehow, an invalid volue in a registrykey was entered. You need to edit the registry to fix this problem. (Note: It’s

\
always best to back up or exportyour current registrybefore trying to edit it.)

Here's what to do. Hun REGEDIT. Then search for the foHowing key:

HKEY_CURRENT_USER\5oftware\Microsoft\Windows\CurrentVersion\Polides\Expiorer\NoDriveTypeAutoRun

Modify the vaiue for the NoDriveTypeAutoRun key to 0000$S 00 00 00. Exit REGEDITand reboot.

IW
I

I have an i430FX motherboard, and I would like to install a 166MMX CPU on it. However, I find the voltage regu-

l^*l iator specs to be unclear, and I don't know what the core voltage supplied to the CPU will be. it is supposed to

be 2.8 volts. The I/O voltage is OK at 3.3 volts. It is the dual voltage requirement of the MMX chip that is confusing me.

Can 1 install this CPU on this board?

E The 430FXmotherboards don't have the proper voltage regulation to handie spHt-voitage CPUs like the Pentium 166

with MMX. You can, however, use a PentiumMMX overdrive chip in most 430FXmotherboards.

Does disabling V-sync on the Riva TNT affect performance?

I
^*1 When V-sync is on, the graphics card will wait until the monitor is ready to start its next refresh cycle before it updates

jyy I

the screen. That generallymeans thatyou'll be limitedin frame-rate to the refresh rate ofthe monitor.

' ^ In some cases, you’llsee frame-rates that are one halfof the refresh rate whenyou flip on V-sync. This happens when

the new framejust misses the refresh cycle. Adjustingyour refresh rate may fix this. Turning offV-syncmeans that updates to

the display can happen anytime—even in the middle ofthe refresh cycle. This can have visual effects, like tearing of the image

or even same flashing. So you'llget a higher-frame rate, but it will look uglier. Ifyourgame has the option, try triple buffer-

ing. The game willalways run at up to the refresh rate (rather than one half) andimage quality willbe good. It does use up a

little more ofthe graphics cardmemory, though.

I
From the makers of the award-winning X36 Joystick

Adjustable ^
thumb length ^ .

'

,
^ Salt

“ ad]u

f ) Left or right

Vw ' handed dirottie

control

.
V- f

Saltek's unique)

adjustment tool

our stick
Get more power, precision, and per-

formance. Adjust for right and left

hand, small grasp or huge grip, long

thumb or short: you'll get the perfect

fit. Incorporating 3D twist with full

programmability and Saitek's Ratio

Digital Technology - makes your

games play faster.

An exceptional value.

Cyborg Programmable 3D

Digital Game Stick

for use with all PC games / Ideal for all 3D games

i g i t a I

Look for us in your favorite retail outlets or visit our web site at http://www.saitekusa.com I

It's time to upgrade

Saitck



COMPONENT PRODUCT PRICE THE SKINNY
Motherboard ASUS P2B-F S140 Sack to the future.

CPU Pentium III/S50 S750 It's the top of the heap, for now.

Memorv 356MB of PC133 certilied H5DRAM $405 Just think; a quarter-gigabyte.

Disk Controller Adaptec 2940U2W $349 80MB/sec.

Primary Graphics Hercules Dynamite TNT2 $130 The fastest 3D gun in the West.

Secondary Graphics 0uantum3D Obsidian X24 $349 The ultimate, single-slot Voodoo^ card.

Floppy Drive Teac $20 You still have to have one.

Hard Drive FuiiBUlEGB Ultr32 SCSI $955 One inch high, and it runs cool.

Backup Iomega Jaz 2 $300 2GB of backup.

Hard-Drive Cooler APS Technologies drive cooler $40 Cool it, baby.

CD-ROMrOVD Pioneers* SCSI DVD $249 New Pioneer slot-drive DVD.

Monitor Sony F500 S1,600 Perfedy flat. Just perfect.

Primary Audio Diamond Monster Sound MX300 $89 For four-speaker DirectSound, A3D, and EAX.

Speakers LFMl $500 Beautiful imaging, clean sound.

Rear-Channel Speakers Jamo CS-S $500 Ultimate rear-channel powered speakers.

Modem Copper Rocket DSL modem $400 DSL at last.

Networking 3COM Etherlink 10/100 PCI $70 For fragging my buddies.

Case In-Win 0500 lull-tower ATX $115 New imoroved model.

Power Supply Turbocool 300 $129 More poiver, Scottyl

Keyboard Logitech Newtouch $45 In with the Newtouch, out with the Natural.

Mouse/Pointing Device Logitech Cordless Wheel Mouse $59 Off the leash

Action Game Controller Gravis GamePad Pro USB 530 Great basic gamepad.

Flight Joystick ThrustMaster F22 Pro $129 It lust feels fiqhL

TItrotlle ThrustMaster TQS $115 More control than anyone needs.

Rudder Pedals ThrustMaster Elite RCS $79 Nearly perfect foot placement.

Driving Controls ECCI CDS 4000 $1,129 For the serious sim driver.

$8,676'”
“"J

LEAN « MEAN
COMPONENT PRODUCT PRICE THE SKINNY
Motherboard Abil BX6 rev 2.0 $140 Five PCI slots, Softmenu, 440BX—ready for Pentium III.

CPU Celeron/466 * slolkol 5190 Effedvely the same as a PII/400.

Memory 128MB Corsair PC100 SDRAM $150 128MB at last.

Disk Controller Built-in UDMA/33 SO

Primary Graphics Voodoo^/BOOO $160 Stability, speed, and cooling.

Floppy Drive Teac $20 Still gotta have it.

Hard Drive Western Digital Expert 9.1 $229 7200rpm from Western Digital.

CD-ROM/DVO Pioneer DVO-103S $135 Slot-drive OVD!

Monitor Optiquestvgs $445 Solid 1 9-inch monitor at a budget price.

Primary Audio Diamond Monster Sound MX300 $89 ABO and clean audio lor under a C-note.

Speakers Boston Acoustics BA-635 $99 Still my favorite.

Modem Diamond Supra 56e $106 Solid performance, good price.

Networking D-LinktO/lOO Ethernet $29 Can do lOOMbit/sec.

Case Elan Vital TIO-AB $82 The case for upqradets.

Power Supply Built-in, 235W SO

Keyboard Logitech Newtouch 545 In with the new, out with the Natural.

Mouse/Pointing Device Logitech PS/2 Wheel Mouse $18 Belter than their "gaming” mouse.

Joystick CH Gamestick 3D USB $55 Still the best-balanced flight stick around.

The Fine Print: All recommendations based on actual evaluations. Prices listed are
|

average low quotes from Web price search engines like www.computershopper.com or www.pricewatch.com .—Lists compiled by Dave Salvator and Loyd Case
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JOIN THE GAMING ELITE AND YOU CAN JOIN THE E-ADDITIONS CLUB, TOO.

Micron's e-Additions Club offers huge discounts on the latest peripherals and accessories.

Shop for office supplies and equipment through e-Additions and save.

Became an e-Additions club member and save even more.

• HP 882C inkjet printer

• HP 4200Cse scanner

on/K *299

on/K *199

• APC SurgeStation Pro 8T2

• Epson 740 printer

only ^39

only

Model Name

NEW!

IVlillentiia MAX 550 Millennia MAX 500 Millennia' MAX 450 The Critics Rave

Processor Intel' Pentfum’TlI|irocessor5SOMHz Intel Pentium III processor SOOMHz Intel Pentium III processor 450MHz

RAM 128MB SDRAM G4HB SDRAM 64MB SDRAM

Hard Drive 15GB Ultra ATA hard drive* 8.4GS Ultra ATA hard drive* 6.4GB Ultra ATA hard drive*

DVD ROM 6X var. speed DVD-ROM drive 6X var. speed DVD-ROM drive 6X var, speed DVD-ROM drive

Modem 3Coin USRoboticsV.90 WinModem** 3Com USRobotics V.90 WinHodem** 3Com USRobotiaV.90WinModem’‘

.Jl.Graphics IfiMBnVidia AGP graphics 16MB nVidia AGP graphics 16MB nVidia AGP graphics

Micron U 1-year free* training @ Micron U online i-year free* (raining @ Micron U online 1-year free* training @ Micron U online New!

Warranty
3-)earon-site limited warranty

S-year/B-yearMicron Power limited warranty

3-year on-site limited warranty

5-year/3-ye3r Micron Power liitriled warranty

3-year on-site limited warranty

S-year/B-year Micron Power limited warranty

Operating System Microsoft’ Windows’ 98 Microsoft Windows 98 Miaosoft Windows 98 Newl

Internet Access
Micron pays for 1-year

Earthlink Sprint TotaWccess

Micron pays for 1-year

Earthlink Sprint TotalAccess*«

Micron pays for 1-year

Earthlink Sprint TotaIAccess°° Mn
Factory

Direct Price

without monitor

^62/mo. S0 110
IfcwCtiOTotefltrtHnn.' 1,619

Hl/mo. SI
419

MVnaCRBfisCiWACrtUn.’ If 'W [aiBiii'ii

Upgrade to:

20GB Ultra ATA hard drive*

17" Micron 700Cx (15.9" display)

12SMB SDRAM

13G8 Ultra ATA hard drive*

17" Micron 700Cx (15.9" display)

128MB SDRAM

13GB Ultra ATA hard drive*

17" Micron 700Cx (15.9" display)

Factory

Direct Price

with monitor

553/mo. S1319
HVroBCuunr Crtft CM U .01.'

e-Additions makes it easy to accessorize your gaming machine.

If you live for gaming, you owe it to yourself to play on thi

very best — the Micron Millennia. And when you join

Micron's e-Additions Club you get huge discounts on all

the latest peripherals for your system, like 30 cards,

speakers, printers, and more. The Micron Millennia

is optimized to make the latest graphics-intensive,

power-hungry games look, play and feel the way their

designers intended. The Millennia offers Intel's latest

Pentium III processor, NSTL Y2K certification, and a one-year

subscription to Micron University, an incredible new online

training tool offering over 150 free’ online classes,

seminars and self-paced tutorials. You even get Micron's

free* upgrade to Microsoft Office 2000. When you

choose Micron, you're getting more than a powerful

system— you're joining the gaming elite. So, if you want

to play hard, play on a Micron.

RQ©®7 Tr@®D^

CONFIGURE EXACTLY WHAT YOU WANT AND ORDER DIRECT AT

WWW.MICRONPC.com OR CALL 1-888-669-0969



upcmji^iiaM

Experience gaming with next generation technologies from InterAct

Ac'^essories-manufactiirers of today's most advanced and dependable

controllers, speakers and accessories including Advent"

Powe'-pflPartners and Jensen Multimedia Speakers, force feedback

racing wheels and GameShark.”' SKSfi





ROUNDUP • 3D CARDS

Mercury Rising
by Loyd Case
photos by Michael Falconer

Top 10 Signs You

Need a New 3D Card

10. You're in a QUAKE 2

DeathMatch; you enter a

roomful of players and your

frame-rate tanks.

9. Your aunt gives you a check

for S250 because she's tired

of watching over your shoul-

der when you play at

320x200.

8. You just went to the local

store to return your third

new game that required 3D

acceleration.

7. Product names like Viper,

Voodoo, and Rage appeal to

your aesthetic sensibilities.

6. That new game you just got

home doesn't run nearly as

well as your older games.

5. You just heard that the next

version of PANZER GENERAL

will be 3D-acceierated.

4. You can't run games any

higher than 512x384 and get

a decent frame-rate.

3. You finally realized that the

ViRGE isn't really a 3D card.

2. Your spouse can tell if you

got a new computer, but not

a new 3D card.

And the number-one reason you

need a new 3D card...

1. Your parents watched you

play UNREAL and marveled

at the slide show of your

vacation.

W elcome to the brave new world of 3D graphics accelerators, where chips

run as fast as 190MHz and many graphics cards now have 32MB of

RAM—practically an entire PC's worth of horsepower. These chips are

even more compact than past generations, and silicon being what it is, a smaller

chip can generally run faster. Now chips can be sorted into different speed grades

(see “Crazy From the Heat" sidebar). That means the range of choices has

widened, so that sifting through the options to find the best

one is at best a complex undertaking. But stick with us,

and we’ll help you make the best choice.

All this graphics goodness means that you can run

games at higher resolutions than before, even with

all their slick rendering features turned on. Of

course, you need a faster CPU to really do the

higher resolution justice, which sets off a whole

new buying spree. Maybe that's what keeps

the U.S. economy going.

The game developers are upping the ante,

too. For this roundup, we’re using 3D
GameGauge 2.0, in which several games use

multitexturing and make heavy use of lighting

effects. When you factor in the higher resolution

(3D GameGauge now runs at 1024x768), frame-

rates suffer. Only one game regularly approaches

100 frames per second on any card, and most test

games in 3D GameGauge range between 20 and 50

frames per second.

These cards are really the last of their breed: devices

that are purely rendering accelerators. The next generation

will have technology to accelerate more of the 3D graphics pipeline—especially

geometry and lighting.

The Envelope, Please
Amid the sea of graphics card choices, a few contenders stand out. The overall

performance leader in our tests proved to be the Hercules Dynamite TNT2 Ultra.

At $245, it’s not cheap, and there are no frills other than TV out, but its ability to

run at high clock rates is unbeatable among TNT2 cards.

Diamond’s Viper 770 Ultra deserves a close look, too. Although stability above

166MHz was problematic, the Viper’s polished 3D control panel is a huge step

toward making the complexities of 3D understandable to end users. Performance

certainly wasn’t shabby, however, and Diamond’s “choose your software bundle"

approach relieves some of the boredom of bundleware.

The Comeback Kid award goes to Matrox, for its Millennium G400 Max. The
OpenGL drivers lacked polish and speed at test time, but the impressive DirectSD

performance almost made up for it. On top of that, the G400 Max posted the best

32-bit scores in our Hi-Res Torture Test, Bump-mapping added a bit of graphical

panache to the EXPENDABLE test, and we look forward to more titles supporting

Matrox's environmental bump-mapping.
The value award easily goes to 3dfx’s Voodoo^ 2000. Although it placed roughly

in the middle of the pack, it hums along in Glide applications, and you can find it

for prices approaching the $100 mark. While it lacks some of the high-end render-

ing features of the TNT2 or G400, it offers plenty of raw performance at a nearly

unbeatable price.

Another low-cost card that performed surprisingly well is the Guillemot Xentor

16. It only has a stock (not Ultra) TNT2 chip, but Guillemot runs it at

That new game you just got home doesn't

run nearly as well as your older games.

Blazingly

Fast 3D Cards

Are About to

Go Critical
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135MHz and pairs it up with 166MHz SDRAM, At $149 ($129 after rebate) it’s a

steal, but it won't run in 32'bit mode at very high resolutions.

Let's Get Ready to Rumble
This will be a brutal summer for the major players in the graphics card busi-

ness, At least four major new chip releases are set to hit the streets simultaneously.

Users have jumped into the fray, with advocates of different 3D chips beating the
drum for their favorite products. It's almost like the Amiga-versus-PC wars all

over again. 3dfx has launched a $20 million marketing campaign to try to build

brand awareness. While Voodoo^ is somewhat lacking in sheer features, it's no
slouch in raw performance—and it runs Glide. While Glide-only games are

increasingly rare, it’s still common to find one offered as an API in addition to

Direct3D—much more often than OpenGL, for example. But a highly clocked TNT2
Ultra can now outpace a Voodoo^ overall, even when the 3dfx chip is running in

Glide mode. There are exceptions, of course. UNREAL looks and runs far better in

Glide than in Direct3D, but DirectSD performance is now “good enough”—espe-
cially if you run at 800x600x32-bit color. Still. 3dfx is not out of the running, as
some would like to believe. Even users who don't buy Voodoo^ cards will likely

still keep their Voodoo^ cards in their systems.

If you look at the 32-bit Hi-Res Torture Test—which VoodooS can't even run—
you’ll realize that no one will be running regularly at 1600x1200 for a while. But
many games perform quite well at 800x600x32 or even 1024x768x32 on a fast sys-

tem. We've seen a number of games in development—QUAKE 3: ARENA most
notably—that will be using 32-bit source art, and if you've seen Q3TEST running,

you begin to get a sense of the difference that 32-bit rendering can make for fea-

tures like fog and alpha effects.

The two real surprises are Matrox’s G400 and the Savage4 from S3, but for dif-

ferent reasons. Matrox had a taste of what it was like to lead last summer, when
it shipped the G200 before anyone else shipped their new parts, but the G200’s

3D performance was actually fairly underwhelming. The same can’t be said about
the G400, which performs quite credibly. If Matrox can get its OpenGL ICD
together, the G400 will become a very strong card for gamers, particularly in the

high-clock-rate Max version.

The Savage4 was a surprise because its performance was so weak. But put in

perspective, it's performance is close to that of the original TNT. It's just that the
quirky sands of user expectations have shifted under S3’s feet. The one wild card
is S3’s texture compression (S3TC). Quite a few future titles will ship supporting
S3TC. most major chip makers have intimated their intent to support it in future

chips, and the graphical quality can be incredible. Creative and Diamond didn’t

have Savage4-based boards ready for this roundup, and they may be able to

squeeze more performance out of the chip than the board makers we tested here.

Finally, the Taiwanese are arriving in force. Companies such as ASUS and
Leadtek have made some iiuoads into the U.S. market in the past, but their cur-

rent TNT2 cards are nearly as polished as Diamond’s Viper and ship with features

like video capture or digital flat-panel support. These cards could

be real sleepers if the price is right.

Hercules Dynamite TNT2 Ultra

P
ut simply, this card rocks. If you examine the

cooling fan closely, you'll notice that it looks a

little different from most, Hercules uses a version of

TennMax's Lasagna cooling fan to dissipate heat. Toss in 5ns

(200MHz) SDRAM, and you have a graphics hot rod on your hands.

Hercules will be shipping the Dynamite with the TNT2 clocked at

175MHz and the memory at 200MHz. I played with the clock rate set-

ting in the Dynamite control panel and was able to run this card at a spec-

tacular 1 90MHz for the core clock rate and 220MHz for the memory clock rate

with no stability problems. Needless to say, the results were quite speedy. When docking boards, appreciate

that mileage will vary (see sidebar). There's no software bundle, but there is TV out.

Of course, playing around with the clock rate can get you into trouble if you’re too aggressive, so the

company is looking at shipping a tool that will set the card back

to a default state from Windows safe mode or the DOS prompt. At

1 90/220, this is the only card to break the 50 barrier in 3D

GameGauge 2.0. It’s clear that Hercules is committed to the per-

formance segment of the market—which, after all, is something

of a return to the company's roots.
iGAMEGAUGEl

Crazy From the Heat

L
ike CPUs, you can now buy
graphics cards in speed

grades. With 3dfx or Matrox,

it's fairly straightforward—you pay
more for a board with a faster chip.

Since nVidia ships the TNT2 to

many different board makers, they

leave it to the board companies to

innovate, either by adding features

like video input or by jacking up the

clock rate. Making sense of this can

be a royal headache.

When a batch of chips are made,

they can be sorted by performance:

Some chips can run quite easily at

much higher speeds than the stan-

dard rating, and some perform

slower. This spread becomes wider

the higher the clock rate. So

3dfx will take Voodoo^
chips that can't run at

high speeds, clock them
at 143MHz, and put

them on V^ 2000s.

Similarly, nVidia has

sorted into two speed

grades: the standard

TNT2, which will run

at 125MHz: and the

Ultra, which runs at a

minimum of 150MHz.

The chip speed of the

board that you buy will

depend a little on the luck

of the draw. A TNT2 Ultra chip

that barely slipped into the Ultra

category may not run much faster

than the rated 150MHz, while oth-

ers may clock well above the

default clock rate.

Chips that barely make the cut

also tend to run hotter—and the

higher the clock rate, the hotter the

part anyway. 3dfx has chosen to put

a gigantic heat sink on the 166MHz
Voodoo^ in the V^ 3000. According

to Gary Tarolli of 3dfx, it's normal

for the heat sink temperature to rise

to 95 degrees C—five degrees shy of

the boiling point of water. That's a

huge hotspot, and there are credible

reports of V^ 3000s being returned

because they simply run too hot.

So, pick your cards carefully and
take a long hard look at your PC
case. Having a graphics card with a

cooling fan isn't always enough.

You need to have a case with ade-

quate cooling and a power supply

that circulates air well. Adding an

extra case fan can help, too. Even
then, though, the law of averages

may dictate that your particular

card may always run at the default

speed. —Loyd Case
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IF YOU WANT TO
IN 16.7 MILLION COLORS
TURN ON THE

"ATI totally proved 3Dfx

wrong by showing 32-bit

rendering can be done

without a performance hit...

www.gamersdepot.com

Packing either 16MB or

32MB of memory,
RAGE FURY has incredible

128-bit 30 graphics

available for an ultimate

3D visual experience

Featuring hardware DVD
video acceleration and
TV-out for big screen

gaming (optional feature)

Supports ATI-TV WONDER,
the TV tuner add-on board

Check out www.atitech.com

for history-making news on

RAGE FURY and the latest

32-bit true color 3D games

Why play with only 64,000

colors when incredible 32-bit

color rendering delivers 16.7

million colors without

compromising 3D frame rate

performance

quAKEiimiviERaTi^
'M-bHCOlOR i 8WxW

STB VOOnOO 3 3M0

I
Not Supported

DIAMOND MONSTER FUSION (BANSHEE)

Not Supported
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3D GameGauge 2.0

T
esting 3D graphics perfor-

mance is often more black
art than scientific method.

But CGlVbrings you the most
complete 3D performance testing

anywhere. We use a combination
of 3D WinBench, ZD's industry-

standard synthetic 3D graphics
benchmark, and our own 3D
GameGauge, a collection of

Direct3D and OpenGL games to

use in application-based testing.

You've seen 3D GameGauge
numbers posted here in CGW
whenever we review 3D cards

and systems, and we've received

a lot of reader mail praising 3D
GameGauge and offering some
great ideas for improving it.

Well, a good thing just got better.

We’re proud to announce 3D
GameGauge 2.0, the 1999 version

of 3D GameGauge. It has some
pretty cool stuff, including an
increased test resolution of

1024x768x16 and a much better

genre spread, including shooters,

sports games, flight- and space
sims, and driving titles. New
games in 3D GameGauge 2.0 are:

Valve's HALF-LIFE
(OpenGL)
Interplay's DESCENT 3

{Direct3D)

Jane's WWII FIGHTERS
(OpenGL)

Ratbag's POWERSLIDE
(Direct3D)

Epic Games’ UNREAL
(Direct3D)

EA Sports’ MADDEN 99

(DirectSD)

Rage’s EXPENDABLE
(Direct3D}

Pandemic's BATTLEZONE n
(Direct3D}

And because many readers

requested it, this year's final 3D
GameGauge score will be an
average of the games' frame-

rates, rather than a sum. That
way, the final score looks more
like a typical frame-rate you’d
see in a game, and makes more
sense.

Look for 3D GameGauge 2.0 to

make its online debut with
results, analysis, and all the

modified bits you'll need to run
it yourself in the coming weeks.
In the meantime, bookmark
www.3dgamegauge.com as your
place for all the goods on
Computer Gaming World's 3D
GameGauge. —Dave Salvator

Guillemot Xentor 16

W hen j first benchmarked this card, I had to retest it to make

sure I wasn’t imagining things.

I wasn't. Despite a core clock of 135MHz, this is one fast

puppy. The Xentor 16 does have 166MHz SDRAM,

which goes to show that memory speed

makes a difference when you're moving a

lot of texture data around. This is a spare

card, with no software bundle except a soft

DVD player from Xing (which actually works

pretty well for watching movies).

This card exceeded the performance of some of the

TNT2 Ultra cards we tested, and it can't be just the drivers or just

the memory clock. Somehow, Guillemot's designers managed to

squeeze every last drop of performance out of the card. So if you're

looking for something that can run 32-bit color but you can't afford

one of the Ultras, this is the card to choose. You can't run in 32-bit

color at very high resolutions, but no card performs really well at

1600x1200 with newer titles. The Xentor will run quite ably at

800x600x32. But don't forget to send in the rebate coupon!

VoodooB 2000

M ost people focus on the Voodoo^ 3000 or the not-yet-ship-

ping 3500, but the 2000 is the real gem as far as I'm con-

cerned. for a price approaching a C-note, you get Voodoo^ SLI

performance in 3D, very credible 2D performance, and support

for 3dfx's Glide API. It's a great budget card.

course, you don't get any amenities

I in this price range. There's a sampler of

Eidos games and no TV out. But the card is

very well mannered, taking everything we threw

at it without a hiccup (except the 32-bit Hi-Res

Torture Test, of course). This is an Ideal card for Pentium II 1233

or 266 systems (if you've got a free AGP slot). There's even a PCI version for breathing a

little extra life in those older Pentium systems. Also, 3dfx has done

a good job of supporting AMD's 3DNow! in its drivers. Ironically,

the lack of full AGP support makes this a very workable card in

some of the more finicky Super 7 K6-II motherboards. So if you're

focused on 3D gaming, but are budget-challenged, spend a little

time with the 2000. You'll like what you see.

Diamond Multimedia Viper 770

T
he Viper 770 lives up to its hype—almost. I had a version

of this card running at 1 75 MHz core clock rate and

200MHz memory clock for quite some time. But the shipping

Viper wouldn't remain stable above 1 66/1 92—although it

was rock-sofid at that clock rate. Even so, overall per-

formance was pretty impressive.

There are a lot of other reasons to like

this card. Diamond's unique "choose your

software bundle" approach is a nice touch,

though at the price of the card the company

should have picked up the shipping and handling. On

the other hand, you're not getting demos, but the real games.

The real beauty of the Viper 770, however, is the 3D control panel. It's slickly

designed. Tool-tip pop-ups explain the 3D features you're

altering. It's very easy to set and change profiles for various

games, as they are automatically created whenever you run a

title. If you do change a feature, you can get a thumbnail pre-

view of the effect—and pop it up to full screen if you desire. I

spent an hour just mucking around with the control panel. It's

not cheap, but it's worth it.

GAMEGAUGE
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ROUNDUP • 3D CARDS

i!ri\i;i We Tested

A s 3D cards get faster and faster, we have to come
up with new and ever-more-diabolical ways of

testing them. For this roundup, we used ZD's

WinBench 99 and 3D WinBench 99, the industry-standard

synthetic benchmarks. We used WinBench 99's Business

Graphics WinMark test at a resolution of 1024x768x32.

In 3D WinBench 99, we tested at 1024x768x16, triple-

buffered at a refresh rate of 85Hz. We use triple buffer-

ing here because it all but eliminates page-flipping

overhead, a nagging problem of testing when you use

double buffering. 3D WinBench is a really excellent test-

ing tool for shaking down a 3D card's drivers and mak-

ing sure that the card implements rendering features

correctly.

We then tested with 3D GameGauge 2.0 (see sidebar,

page 99), a suite of six Direct3D and two OpenGL
games; we derive the final score by averaging the

frame-rates of these eight games. One interesting

nST NOTl: Cards listed with delault and mas values have dock-rate sliders that we ran at dotault and fastest stable speed.

’ The Hl-Res Torture Test score is the average of the frame-rates of Powcrsliite, Battlerone II, Espendable, and Jane's WWIt Fighters running at 1600xl20Ds32.

0HR = 0ld Hot Run
'* We included test results for the Hercules Dynamite TNT, a current-generation 3D card, for the purposes of comparison,

t Can do 32-blt rendering but lacks sufficient memory to nm at this resolution.
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[

result: On the cards that can be overclocked, the differ-

ence in 3D GameGauge performance isn't that signifi-

cant when they are clocked up, despite the fact that
some cards do get a nice bounce in the 3D WinBench
test.

Finally, we ran what we affectionately call the 32-bit

Hi-Res Torture Test, in which we take POWERSLIDE,
JANE'S WWII FIGHTERS, BATTLEZONE II, and EXPENDABLE,
and test at a very high resolution, 1600x1200x32, to sep-

arate the men from the boys. Not surprisingly, most of
the cards slowed down quite a bit, though Matrox man-
aged to average about 24fps across these four games

—

an impressive feat.

For our test system we used an Intel SE440BX2 moth-
erboard with a Pentium Ml 500MHz CPU, 128MB of PC100
SDRAM, a Vortex 2-based sound card running Aureal's
reference drivers, and EIDE storage components.
—Dave Salvator
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The Next Epic RPG from Black Isle Studios, the Producers of Baidur’s Gate™ and Fallout™2
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Welcome to Sigil, the "City of Doors," a place with

provided you have the proper key. It is a neutral groul

the multiverse, all under the watchful shadow of th<

the cj^r lt is a place where the word is mightier thi

jn existence,

^ces across

Pain, .the’^iiiSl^^ruler of

sword, where thougrP defines

reality, where belief has the power to reshape worlds and change the laws of physics.
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Character creation is just the beginning - throughout the

game your character adapts to fit your own personal

gaming style.
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' *
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Encounter inventory Items with personalities. Manage an
unpredictable party of the strangest allies to walk the

faces of alternate planes.

The Planescape universe is a setting youVe NEVER
experienced before, filled with sharp-edged visuals,

bizarre adversaries, and strange magics.

You can regenerate, speak with the dead, and have
magical immunities. YouVe a power to be RECKONED
with. Unfortunately, so is everyone else.

www.planescape-torment.com
Go to #261 @ www.computergaming.com/infolink



Crank Up Your Computer!
80 brain-frying walls of power. Bone-lhumping bass from Yamaha’s Advanced Active Servo Technology.™ 2-Way

satellites with immaculate highs and aggressive mids. Welcome to the new breed of Yamaha multimedia speakers.

The new Yamaha YST-MS50 and YST-MS55D (with USB) are the best speakers for games and music on your computer.

They'll even blow away your stereo. Get them for as low as $129* at your favorite computer and electronics stores.

The\%Your Computer Should Sound.

MULTIMEDIA SPEAKERS • C D -

R

E W

R

I T A 8 L E RECORDERS • HEADPHONES • SOUNDCARDS

For 8 hrocliure, call (800)823-6414 ext. 5217 or visit www.Yainaha.com. •EsiimatetJ street price for YST-MSSO (Yamaha does not set retail prices).

“1999 Yamaha Corporation of America, Consumer Products Division, P.O. Box 6600, Buena Park, CA90G22-B600
Go to #291 @ www.computergaming.com/infolink
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(A A: -k ^ i )

W hen I first took a look at the Millennium

G400, I thought, "Ho-hum,"

Then Matrox announced the G400 Max. and I sat

up and took notice. The G400 Max docks at 166MHz,

and ships with 32MB of 5ns (2OOMH2) SDRAM,

although we couldn't get an actual memory clock

rate. With dual rendering pipelines, hard-

ware acceleration, environmental bump-

mapping, and support for dual moni-

tors (one of which

can be a TV), the

G400 is a sweet card.

The one black mark

here is OpenGL. The ICD that Matrox shipped us was still beta

quality, and it can best be described with one word: slow.

Matrox really needs to pull together a decent iCD before QUAKE

3: ARENA hits town.

Direct3D performance is quite good, and G400 had the best performance in our

32-bit Hi-Res Torture Test. The image quality seemed a little more vibrant. This was

partly due to the bump-mapping—EXPENDABLE looked better. But the color satu-

ration in BATTLEZONE II looked better, too. If you stick mostly with Direct3D, then

the G400 Max is a superb card. But if you've a hankering to play OpenGL titles,

you'd best take a wait-and-see attitude.

3D Web Sites Worth a Look
The ChiD Guvs and Their Fan Sites:

nVidia S3

www.nvidia.coni www.s3.com
www.riva3d.coni

www.planetriva.coni

www.s3planet.force9.co.uk/

www.rivazone.com Matrox
www.rivaextreme.com www.matrox.com

www.matr0xu5ers.com/

3dfx

www.3dfx.coni ATI

www.planet3dfx.coni www.atitech.com

www.voodoo2.com
www.3dfxmania.com

frag.com/rage3d/

General 3D Sites:

www.voodooextreme.com
(Despite the name, ifs a general 3D site.)

www.dimension3d.com
www.tweak3d.net

A quick look at all of

the new 3D cards.

Pmiluot Haling Cliipsel TliaSHnny

3i!fx Vooilao^ 2000 ****< VoodDO^ 16 143/143 S115 Becenl pertormance: low cost; Glide support; not the laslest performer; no 32-bi! 30 rendering support

OiaoiQiiil Viper 770 * * * a y TNTZ Ultra 32 166/192 $225 Solid performance; users choose bundle; lerrilic, user-orlenled control panel; performance slider.

ftiilleiDOt Htobnisr Xeglnr 18 * * * * < TNTZ 16 135 $149 L^ry good performance In a low-ccsl card; $129 after rahale, but only has 16MB.

HeftJles DynamilB TNTZ * * TNTZ Ultra 32 190/220 $245 Speedy card wllli the best active coaling system In the roundup; TV cut; performance slider: pricey.

Mainix 6400 Max * * * * ^ 6400 Max 32 166/200 $249 Very good 32-bit performance; OpenGL needs a little wort: deal-monitor sepport: pricey.

3illx VopdM^ 3000 * * * * Voodoo^ 16 166/166 $170 Very good, raw 16-bll performance: sepporls Slide; comes with coepon lor UNHEAL TOURMAMEKT.

WHS y38fl0 Deliua * * * * TNTZ Ultra 32 155/183 $249 Good performance; video in and out; good capture tools: clock rate slider.

ATIilHn-Woniier 128 **** Rage Ftiry 32 105/110 $199 Slick TV and video captors sottware makes op lor so-so 3D performance: the best convergence card you can get

leadlel WinFasl 32011 Pro * * * * THT2 Ultra 32 170/190 $249 Vary goDd performance; business-only bundle; digital flat-panel sepport; TV out; performance slider.

H3inu64fll) ISilB **** 6400 16 125/125 $149 Performance is pretty good at the specilic cloclt rate; dual menilor support; relative low cost

BijaBifla 6A-660 * * ^ TNTZ Ultra 3Z 156/168 $190 Oecen! performance; may be hard to find.

ELSA Enzor III * * * TNTZ 16 125/140 $169* Performance lags lor a TNTZ card due to slow memory clock: 3D glasses are an interesting add-on.

leadiekWnPaat 32011 *** TNTZ 32 140/160 $199 Performance is okay; same business bundle as the pro, but no digital flat-panel support

Slgmeil Hagicao TNTZ a * * TNTZ 32 150/150 $199 Undistinguished card, bet performance is decent

Henajles Temiinaiof 8east 99 * * ^ Savage 4 Pro Plus 32 125/135 $123 Textere compression may make this a decent card, but 1 wouldn't bet on It; very low cost lor 32MB.

CanlEXPEBT S64 * * Savage 4 F^ 32 110/125 $139 H's slow, but it does have 32M6.

l^rds

www.computefgaming.t rriMPiiTCR r.AMiNn wr^Ri n . Aiirn



<S1999 Ctcaiive Technology Lid All b;and or pioduci names listed are (rademarics or regisieiedltadematlis and are properly of their respective holders. If youhe not on the net. give ns a call at 600 99Q.1000 lor more information

' Profossiorral riders on a closed course. We strongly recommend that yon try this at home.



Is your PC’s audio up to speed?

Don’t get passed by. Creative's digital surround sound solution has the

horsepower to supercharge your machine. This is the heart-pounding,

jaw-dropping system you’ve been dreaming about.

Sound Blaster Live!'" with Environmental Audio”

brings you real-time special effects like echo and

reverb that throw you into the action. Blast through

the tunnels. Swish through the curves. Feel the rumble

of the engine as you roar past your opponents to the checkered flag.

Add Cambridge SoundWorks® FourPointSurround'" FPS2000 Digital speakers

and suddenly the same old game or CD comes alive with clean, accurate

digital surround sound. You’ll never go back to

underpowered two-piece 3D audio speakers.

If you haven’t been to the movies lately, visit

www.creative.com/be-amazed/ for a preview

of our movie commercial.*

THE DIFFERENCE WILL AMAZE YOU

Sound Blaster Live!" Sound Card Cambridge SoundWorks® Surround Speakers

CREATIVE
WWW.CREATIVE.CDM

Go to #154 @ www.computergaming.com/infolink



008 IS A WORKINB'CLASa

ANGEL WHO GETS ASKED

BY THE BIG MAN UPSTAIRS

TO "bringeth himself to

MOP UP SOME CRAP GOING

DOWN ON EARTH." GIVEN THE

5 E 5 5 I N

TO USE SINNERS AGAINST

SINNERS, HE CAN ENTER

THE BODIES OF OVER AD

CHARACTERS AND EXPLOIT

THEM TO SNEAK, CHARM,

BATTLE, OR CREATIVELY

AVOID OTHER SCUM. BUT IT

TAKES STRATEGY TO DECIDE

WHICH BODY TO POSSESS...

Hill llllll

TO SHOE THE WORLD, SOmETIMES RN HjliB

FOR THE SRHE OF 0000,

VOU GET TO BECOME

H HULKING BEHEMOTH.
VOUR CHOICES ALSO INCLUDE:

COPS. DWELLERS. PRIESTS.

BEHEMOTHS. BOUNCERS. WAITRESSES. PROSTITUTES. SUB-GIRLS. BONDAGE ^

DANCERS, GIGOLOS, DEMONS, CHOTS, HIGH PRIESTS, WELDERS, NUCLEAR

WORKERS. MEDICS. TECHNOCRATS. BARTENDERS. GUN COMMANDERS.

DWARFS, PIMPS. LICKERS. RIOT COPS. MONSTERS AND ANIMALS



• CONTROL OVER AO DIFFERENT ORGANIC CHARACTERS.
•Your strategy depends dn the characters you
CHOOSE. Can a street hustler sneak into the
RESEARCH center? OR IS A FRONTAL ASSAULT USING A
COP A BETTER SOLUTION?
•All character models have over i 00>cco
POLYGONS FOR SUPER HIGH LEVELS OF DETAIL.

•Advanced neural net AI, group dynamics, and
SQUAD tactics INSURES THAT DENIZENS OF THE WORLD
WILL ALWAYS REACT DIFFERENTLY EVERY TIME YOU PLAY.

• Skin stretches smoothly over joints, muscles
FLEX, and clothing DRAPES SMOOTHLY. NO MORE
BLOCKY CHARACTERS.
• MOTION CAPTURE AND HAND ANIMATION BLENDED
USING INTERPOLATION CREATES VIRTUALLY THOUSANDS

• Use THE RIGHT TOOL FOR THE JOB. 20+ WEAPONS TO
CHOOSE' FROM, INCLUDING ROCKET-PROPELLED HARPOONS,

NEEDLE ;BUNS, LASERS, TRIP MINES, ROCKET LAUNCHERS,

GRENADESi AND FLAME THROWERS.
•WEAPONS CREATE LASTING DAMAGE TO THE
ENVIRONMENTS. WRITE YOUR INITIALS IN THE WALLS
;WITH THE NEEDLE GUN.
• Pinpoint firing accuracy and laser sights make
TARGETING ENEMIES SIMPLE.

• Because of the revolutionary RT-DAT
TECHNOLOGY, YOUR SYSTEM IS CONSTANTLY
PUSHED TO THE LIMIT WHILE NEVER SLOWING DOWN
-EVEN WITH DOZENS OF CHARACTERS DN SCREEN!
• Environments feature portal technology
FOR SEAMLESS TRANSITIONS BETWEEN THE 1 A
HUGE WORLDS. NO MORE WAITING TO LOAD LEVELS!

• STREAMING VIDEO, SPECULAR LIGHTING,

I MORPHING ENVIRONMENT, AND 3D AUDIO BRING

n THE Messiah world alive.

•Support for all major 3D video and

INTENDED FDR NIHl

RUDIENGES DNl

SofNvare PCs

Messiah OtS99 Shiny Enlertalnment, Inc. All rights reserved. Messiah is 3 trademark of interplay Productiens.

All rights reserved. All other trademarks and copyrights are property ol their respective owners.

Go to #066 @ www.computergaming.com/infolink
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The deadliest weapon you have

Better keep it loaded.

01995, 1999 Electronic Arts Inc. Command & Conquer, Westwood Studios and Electronic Arts are trademarks or

registered trademarks of Electronic Arts in the U.S. and/or other countries. Westwood Studios is an Electronic Arts'

Company. The "N" Logo Is a trademark of Nintendo of America Inc. ©1999 Nintendo of America Inc.

www.nlntendo.com Game and System sold separately.



How Do We Rate? | Quote o’ the Month

If you want to play through the whole game in one

^ ^ ^ ^ sitting, go right ahead! In fact, try hanging from your

Outstanding The rare game toes and playing it upside down—you 'll have bragging
that gets it all right. A must-

play experience. rights on Usenet.

—Jesse Hiatt, reviewing ALIENS VERSUS PREDATOR

^ 77

Very Good Worthy of your

time and money, but there

are drawbacks.

Average Either an ambi-

tious design with major

flaws, or just vanilla.

Weak Seriously lacking in

play value, poorly conceived,

or just another clone.

Abysmal The rare game

that gets it all wrong.

Pathetic. Coaster material.

Disagree with the candy

ratings? Contact;

tom_price@zd.com

THE DARK SIDE VERSUS THE LIGHT SIDE

star Wars Episode I: Racer

We sense an ejedon.

rHi-TMijliivfa
1 CGW EDITORS' CHOICE GAMES IN

Aliens Versus Predator 115

Apache Havoc 128

Baldur's Gate:

Tales of the Sword Coast * 127

Battle of Britain A 145

Blood II: Nightmare Levels AAA 124

East Front II
A A A ^ 146

Interplay Baseball 2000 A i 142

1 Jack NIcklaus 6 A A A A A 132

Microsoft Baseball 2000 AAA 136

Recoil AAA 124

Star Wars: Racer A A A A 121

Star Wars:

The Phantom Menace A ^ 122

Worms: Armageddon * A * * 124

v.computergaming.c COMPUTER GAMING WORLD « AUGUST 1999,



Command the smallest scout
ship or your entire Armada in

real-time combat for pinpoint
strategic control.

Harvest resources from the
depths of space, or try to salvage
the wreckage of derelict and
enemy vessels to add to your
might.

Choose from multiple formationj
and attack tactics as you sertc

your Armada into battle
Understanding the strengths -

and weaknesses — of each shif
class is critical to crushing
marauders in your path.

' STUDIOS
www.sierre

liKIS Siurin On Line. Itic. All Riglils Ruscived. Sii'iia. Sioiia Sluilioi and lAc Siciia liogo <



YDUR if liH RJTURE is in JEqRARDY,

>\RS from Home.
•% Kharak. a barren wasteland orbitting an insignificant star, has been our

I
, I \ home for ages. It is a planet as old as our memory.

J recent genetic research suggests that we are different from all other

forms of pn Kharak. Then came the discovery: an ancient tablet long

hiddei^n the GrsatrBanded Desert, buried within

the wreckage of a half-destroyed Spacecraft, We must now
acknowledge the Inescapable truth — we are aliens to thj|^ world. /

This anolei^iftine set our civilization on a path leading straight

lull I llu> jtJ^wlfVir the galaxy. Construction began 60 years ago on
^ ^

the gisw^MOthership that will carry thousands of our race rJ

into the unknown. In the depth of space, our enemies 'pMtrr ...

^

'•

await our return. ^ -j - ^ j •^Jr ^

The journey begins now...

Prepare to adjust your strategy as
you navigate your Armada
through an infinite 3D battlefield

where the enemy can attack from
any point in space.

Unparalleled ship detail and
intense artificial intelligence bring
each dogfight to life, as turrets
track their targets independently
and pilots adjust their .flight

tactics mid-battle.

I and lloniowoild is 8 rogislorod iiademetii of Sierra On-Lino, fnc. Rolic is d irailoinoik of Rolic Enlorlnlninont, Inc.

A range of vessels — from the
offensive might of the Heavy
Cruiser to the stealth technology
of the Cloak Generator — is al

your disposal as you journey tc

the heart of the galaxy.





ALIENS VERSUS PREDATOR • REVIEW

In Space, No One Will LetYou Save
New Characters, New Weapons, New Levels. . .Same Old Game

by Jesse Hiatt

make my way through the

dark corridors of the aban-

doned space colony, the

drone of the generators and

the pulsing of my proximity

detector my only company. A

blip appears on the viewer, 30

yards away and getting closer,

followed by two more. There is no

available cover, nowhere to hide.

The detector shows multiple sig-

nals right on top of me and I still

don't see anything. Panic starts to

set in. 1 hear the distinct squeal

of Xenomorphs and the scratch-

ing of claws on metal. "Where

are the bastards?" Suddenly, in a

flash of claws and teeth, an alien

appears. I lay into it with my

pulse rifle, but it is moving too

fast. I manage to blow off the tail

and a limb but it keeps on com-

ing, At last a few high-explosive

rounds find their way into its

thick, chitinous skull and the

alien comes apart, showering me
with acidic blood and leaving me
with no armor and precious little

health.

With the lights low and the

headphones blasting, ALIENS

VERSUS PREDATOR (AVP) definitely

has its moments. These types of

heart-pounding thrills are exactly

compl/xer' 1

GAMIMG

ffy

THE VISION THING Every

race has enhanced vision

capabilities. In the first

shot a predator locks onto

a marine with its infared

sensor; the second shot is

an example of the alien's

hunting xnsion; in the last

shot a marine uses flares

to blind aliens and illumi-

nate a typically dark level.

what action gamers are after;

unfortunately AVP faces a lot of

stiff competition in an arena cur-

rently jammed with great games.

It's further handicapped by funky

Al, the lack of in-game saving

capability, scarce

interactions with

NPCs, and a slim

plot. To be brutal-

ly honest, AVP

seems like a

decidedly pre-

HALF-LIFE game

in a post-HALF-

LIFE era.

The game

designers made a

good effort to set

AVP apart. It's

essentially three

shooters in one.

giving you the

option of playing any of three dif-

ferent characters—Alien,

Predator, or Colonial Marine

—

each with its own weaponry,

innovative vision modes, and pre-

ferred tactics. The levels are set

up to capture the feel of the Alien

and Predator movies on which the

games are based, and they

include lots of nice touches, like

the knife stuck in the table of the

spaceship cafeteria (from the

mumblety-peg scene in the Aliens

movie) and the loose recreation

of the climactic scene in Aliens

depicting the alien queen in the

airlock.

Shoot, Die, Reload,
Repeat

AVP's main problem is it does-

n't offer the option of saving in

the middle of a level, so you wind

up playing it over and over

again—and this is a game where

survival is very difficult. By the

fifth or sixth time around there

are no more surprises, and you

start playing by rote. Even the dif-

ficulty settings don't change the

number or distribution of the

enemies. Predictability detraas

from the suspense, frequently

making the game repetitive and

boring. Some will tell you that

eliminating an in-game save adds

to the challenge. Well, no one is

forcing anyone to save, if you

want to play through the whole

game in one sitting, go right

ahead! In fact, try hanging from

your toes and playing it upside

down—you'll have bragging

rights on Usenet. But there's no

reason to shut out gamers who

prefer a friendlier save option.

Adding a dynamic save option

still might not have been enough

ii.computefgaming.c COMPUTER GAMING WORLD » AUGUST 1999
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is coming.

Walking between worlds.

Deadside

A dead man is coming, skull In one hand,

flambeau In the other.,

a voodoo mask in his chest

A possessed man is coming,

stalking evil In tenements and deserts,

swamps,

spirit world and real world.

Shadowman

To save your soul.



REVIEW • ALIENS VERSUS PREDATOR

to propel this game to the front of the pack.

Despite its assets, ALIENS VERSUS PREDATOR

never strays far from the all-too-familiar lone-

gunman style of gameplay. Most of the time

you basically hunt for switches between wave

after wave of marginally intelligent enemies.

This may sound like the plaint of a jaded, cyni-

cal party-pooper, but it's probably safe to

assume that there are lots of other folks just as

tired of this approach.

Other shooters have raised the bar for what

we can expect from an action game in terms of

interaction with NPCs and overall Al. In AVP I

ran into aliens who got stuck in corners or tried

to walk through walls when there was an open

door nearby. Humans had the unfortunate habit

of falling off things and killing themselves

(which made iny job easier). And to top it off,

the only friendly I ran into as a marine just

stood there and ignored me after I saved his

butt from a pack of ravaging aliens.

Technical considerations aside, a good plot

can transform a

mediocre game into a

great experience akin to

enjoying movies, books,

or theater. With such an

incredible wealth of

material to draw from

(fourA//en and two

Predator movies and a

bunch of comic books)

and the backing of an

entertainment giant like

Fox, AVP can only be

seen as a missed oppor-

tunity. There are some

vague tidbits about the

all-powerful "company"

making a genetic hybrid

of the alien (Xeno-

morph) and Predator

species, and periodically

an officer will show up

on a video screen to

bark some orders to the

marines, but that's

about it. These serve to

give you an idea of

what to do next, but they don't really tell much

of a story. Incidentally, the beta version's place-

holder videos, featuring guys who I suspect

were employees of AvP's development firm.

Rebellion, were more entertaining than the

ones used in the final version.

Hunt Club
Perhaps because the single-player experi-

ence left something to be desired, AVP shipped

with impressive multiplayer capabilities, includ-

ing cooperative, deathmatch, a cool predator

fox hunt. Last Man Standing, and a full-fea-

tured skirmish mode for practicing against

bots. Each mission type has literally dozens of

options, and when you've set up something

you like you can host games on the Net or

send them to friends. The game ships with

everything you need to play over Mpiayer

(which, incidentally, is free of charge and has

some great features), but here again AVP suf-

fers in comparison to other games. You can

lead a gamer to the server, but you can't force

him to play. The game ships with only seven

levels to play via network, and no level editor.

Granted, not many casual gamers bother to

make new levels anyway, but the diehards who
do are responsible for breathing new life into

stale network games. After running around

dark corridors for a while, it doesn't matter

how many options you have—you're likely to

get bored.

Still, AVP has some remarkable moments

when it captures the feel of the movies

perfectly. Compared to the other shooters

out there right now, and more importantly to

its own potential, AVP is just a little

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

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

NEW REPLAY FEATURE
NEW MISSION EDITOR
FULL SNIPER SUPPORT
EIGHTEEN NEW MISSIONS
JOYSTICK SUPPORT
TERRORISTS MORE REALISTIC
AND LETHAL THAN EVER

Go to #121 @ www.computergaming.com/infolink

www.redstorm.coni



‘*A great game for

those who like

well-crafted plots,

interesting and well-

acted characters, and

healthy doses of

murder, intrigue and

mystery.**

—Sci-Fi Universe

“ Best Adventure

Game of the Year.**

—JUST Adventure

SOUTHPE
INTERACTIVI

DELUXE EDITION
Includes DVD-ROM, 6 CD-ROMs and Strategy Guide

'Plot and puzzle are

evenly balanced to

propel you forward

. .
.
you’ll be too

embroiled to give up.**

— pc GAMES

'a Star Wars meets

Indiana Jones meets

Sherlock Holmes

interactive adventure**

— Unsealed
Entertainment weszine

MOON
‘An absolutely out-

standing gaming

experience**

—Antagonist Games
Network

A sci-D adventure that

will immerse you in 360° of

completely seamless, incredibly

realistic, motion picture-

quality gaming.

‘’98 Editor’s Choice

Award **

’Combines a rich visual

experience . . . with a

detailed story and

hours of gameplay.**

VlDBfSnLiTf.

— Next generation

**A great story and

engaging puzzles.**

— Computer Games
Strategy Plus

www.southpeak.com

01999 SouthPeak InleracUve. AH rights reserved. SoulhPeak Interactive, Ihe SoulhPaak Inleractne logo and Dark Side ot the Moon are trademarks or

registered trademarks of SouthPeak Interactive LLC. Video Reallly and the Video Reality logo are trademarks or registered trademarks ot SAS InsUlute Inc.,

used under license. Other brartds or product names are trademarks or registered trademarks of their respective companies.



STAR WARS EPISODE REVIEWI; RACER •

Rocket Jockeys
LucasArts' First Racing Game Is a Speed Demon's Dream

by Robert Coffey

T

ip a couple of space shut-

tles on their sides, tie your-

self behind them, then sit

on a snow saucer. Provided

the shuttles don't tear your

arms from your body when

they fire up, steer them with a

couple of dog leashes as you

dodge buildings and tumbling

rocks. Jump the Grand Canyon,

shoot through a zero-gravity tun-

nel, fly through a keyhole.

Repeat. Such is the sensation of

playing STAR WARS EPISODE I:

RACER, one of the first games

based on the new Star Wars

movie.

Ricochet Racing
Where RACER succeeds most is

in creating an incredible sense of

sheer speed. Screaming through

more than 20 tracks spread

across eight unique worlds, you

can practically feel the whiplash

as you rocket at a velocity just

this side of the sound barrier,

trapped in a tiny, fragile pod teth-

ered behind two enormous

engines. Special turbo boosters

only heighten the exhilaration

when you kick them in to blast

past (or through) your opponents.

CAMING
^ ^ 7^

lENTS: Pentium 166, 32MB
1 90MB hard-drive space.

30 SUPPORT: Direct 3D.

MULTIPLAYER SUPPORT: LAN (2-8

players): 1 CD per player.

This breakneck, daredevil sen-

sation is augmented by the

tracks. Every world offers unique

hazards, be they the frozen, skid-

inducing fields of Ando Prime or

the vision-obscur-

ing methane lakes

of Malastare. And

each planet has

its own set of

recurring elements

in each of its

tracks (all of which

are spread out

among three

increasingly diffi-

cult racing cir-

cuits). For instance,

the prison labor

camp planet of

Oovo IV features

zero-gravity tubes

used to transport

ore through the

planet. Navigating

these tubes is challenging

enough the first time around, but

there are more chunks of haz-

ardous rock to dodge in later

tracks, and the entrances and

exits grow increasingly dangerous

and disorienting deeper into the

circuits. It's to the designers'

credit that these elements never

feel repetitive and succeed in giv-

ing each planet its own distinct

flavor. Toss in some insidious

turns, repositioning doors, and Al

racers who'd just as soon go

through as around you and

you’re pretty much assured a

thrilling ride.

Visually, the game is stunning,

with imaginative textures that

never seem tiled and some great

lighting effects. The lighting is

particularly effective on Mon

Gazza, where different shades of

red dance on your racer as it

shoots through tunnels boring

through a vol-

cano's core. The

sound, great

throughout the

game, is particu-

larly effective

here as well, with

a rich, heavy bur-

bling adding to

the illusion.

Given such

spectacular

graphics, the

game's explo-

sions are disap-

pointing. Dinky,

dim, and down-

right dull, they're

nothing like what

you'd expect

from machines that can outrun a

bullet. Crashes and flameouts

were high points in the film, but

they’re a real lowlight here.

Caution, Bumps Ahead
Where RACER falls short is in

the secondary parts of the game.

While new podracers are

unlocked as you progress through

the circuit, they're rendered

moot, since the ability to upgrade

and customize your racer means

you probably already have the

machine you want.

Upgrading racers is another

problem, thanks to a flat-out

weird interface. You can purchase

upgrades from the Watto charac-

ter from the movie, but the

SNAP, CRACKLE, FLOP
Dull explosions and bor-

ing crashes are oddly out

of place considering the

otherwise outstanding

quality of the game's

graphics.

strange bar graph that illustrates

a new part's effectiveness never

really lets you know if you've

bought it or not.

Multiplayer games are also

disappointing, mostly due to bal-

ancing issues. Basically, if you

crash before anyone else, you're

screwed. In one game, one of my

opponents shot right through me,

trashing my racer within three

seconds of the start. After reset-

ting, I was never able to catch

up; further, all of the racers

spread out and never really

caught sight of each other again,

FENDER BENDING Pitched

battles for position are

commonplace in the sin-

gle-player game but sadly

infrequent in multiplayer

matches.

stifling the sense of competition.

Other racing games, like NEED

FOR SPEED III, have found a way

to keep everyone in the race;

RACER needs to do the same.

That said, RACER Is still

a real blast. For Star Wars and

arcade racing fans alike, the

dizzying speed, marvelous tracks,

and stunning visuals should pro-

vide hours upon hours of fun. i

know it's staying on my hard

drive. S327
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REVIEW • THE PHANTOM MENACE

The Phantom Blemish
Weak Game Mars Popular Franchise

by Tom Price

poller alert: The game STAR

WARS EPISODE l:THE

PHANTOM MENACE closely

follows the plot of the

movie Star Wars Episode I:

The Phantom Menace. So

if you haven't seen the movie yet

(and if you haven’t, I hope you're

recovering from your coma)

please put down the magazine,

go see the movie, and then come

back and we'll talk. I have seen

the movie, and despite the over-

whelming hype and correspond-

ingly huge potential for a let-

down I found it very enjoyable.

Playing the game, however, is

about as enjoyable as cleaning a

wookie's litterbox.

I've Got a Bad Feeling
About This

STAR WARS EPISODE l:THE

PHANTOM MENACE is a third-per-

son adventure game that ends up

relying heavily on action to make

up for a very flawed design.

Playing first as Obi-Wan then as

Qui-Gon, Captain Panaka (Queen

Amidala's guard), and the Queen

herself, you'll hack and slash your

way through oceans of battle

droids and other action figures on

Naboo, Tatooine, and the galaxy's

capital, Coruscant. Along the way

you'll have some token puzzles to

COMPC/TER' 1

GAMIMC

PROS: Duh—it's

Star Wars; good

sound.

CONS; Bad graph-

ics, unchangeable

camera angle, bad

Al, poor use of

license.

REQUIREMENTS; Pentium 200, 32MB
RAM, 33SMB hard-drive space.

3D SUPPORT: Direct 3D.

MULTIPLAYER SUPPORT: None.

Price; S49.95

Publisher: iucasArtS

solve, but they're so shoddily

designed that I solved most of

them by accident.

There's a lot of following peo-

ple around and getting them to

follow you, which gets unbeliev-

ably tedious, especially consider-

ing how bad the Al pathfinding

is. On the Escape From Theed

level, you must escort the Queen

through the droid-infested garden

to her awaiting ship, but she kept

getting hung up on corners and

wouldn't continue until I returned

and asked her politely to please

follow. Trailing Jar Jar Binks

around the swamps of Naboo

was equally annoying—big sur-

prise there. He would run ahead

too quickly to follow, leaving me

to search each area for his stupid

reptilian butt. I wasn't much

motivated to save him from the

battle droids.

Graphically, the game is about

as ugly as the Rancor pit monster

in the morning. Everything is laid

out on a grid with repeating low-

res textures and square polygons.

The Naboo swamps are particu-

larly unappealing, looking a bit

like the first TOMB RAIDER, but

worse. The game is being

released concurrently for the

Sony PlayStation, and the PC

graphics look like no more than a

high-res port of the PSX.

Most frustrating, however, is

the near top-down camera angle

you are stuck with. It makes

scouting ahead impossible and

some of the open desert levels on

Tatooine seriously disori-

enting. Ceilings are trans-

parent, but it's easy to get

stuck beneath a ledge or

overhang; during some

key battles, my character

actually slipped offscreen

a few times.

There's a Star
Wars Fan Born
Every Minute

Just so you don't think

I’m a total nerfherder, let

me say something positive

about TPM: The sound,

You 'iim.wnni.ihjt T-l'ITv'

t'wit ifvi yMSCIbO Cmfis lor n f-i 4, ; ;

:

ypu'» Porlnblo fn<sion.Co|l^r6frtNnliOBliJ(

.
excfiarnic.ft>rllieT-l4, ,

WAHO YOU SAY? Unlike in other

LucasArts titles^ the NPCs in THE
PHANTOM MENACE are as dumb as

Tatooine dirt— and about as pretty.

from the cool lightsaber

"whoosh" that we all tried to

make as kids by humming

through our teeth, to the trade-

mark put-your-ear-up-to-the-

inside-of-a-Slinky ricochet of a

laser blaster, is the one element of

the game that does justice to

LucasArt’s reputation for quality

effects. The voice acting is top-

notch as well, with many of the

actors from the movie reprising

their roles.

LucasArts seems to have

phoned this one in. There's a good

game in here somewhere, but the

whole experience seems dumbed

down for the sake of all the

nongamers whom they're count-

ing on to buy the game simply

because it has Star Wars in the

title. Instead of taking this oppor-

tunity to introduce nongamers to

the joy of computer gaming, they

took the path of least resistance

and ended up with a product that

will please few. The hard-core

gamer will find little of interest,

but hard-core Star Wars fans (and

I'm sure there's a lot of overlap

between those groups) will buy it

anyway. My advice to them: Don't

remove the shrinkwrap. The game

will be worth something on the

memorabilia market, and you

won't have missed anything by

not playing.
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Published by
outlaw wake. All of. the wild-.car- ch.a^'jQction

of the original is here, times, two. PjeGtse/while’

it may be tempting, just don't' steal this game.

©1999 Gathering of Developers, Ing. All Right^Reserved: www.godg'ames.com

THE DIRECIOR'S CUT OFWE HWjYCliNTROVERSIAL

GRAND THEFTAUi) IS'NO# ON SALE.

SHOPUFTERSWf^ bIpROSEGUTED.

"A deep, addictive, naughty game play experience/'
- Next Generation

"Best game soundtrack."
— PC Gamer

"Stomach-turningly perverse."
- PC Format

"Controversiol/ hip and louder
than a Spice Girl in a blender."

- GamesMansion.com

This is the original, yncut, full version of Grand Theft Auto, fully tricked

out with the all-new GTA London: 1969 Mission Pack. It's more fast cars,

more dangerous streets, and more cops .to outrun and outwit than ever

before. Now you can tear through three of America's toughest cities, plus

the mean streets of London, leaving a trail of mowed-down mercenaries,

hired killers, and rival gang mernbefs-in your-/<.

Z

"Beneath contempt."
- UK Police Federation



REVIEW • RECOIL, BLOOD II, WORMS ARMAGEDDON

Destruction
A Veritable Cornucopia of Action Titles

Recoil

Ar A
Publisher; Electronic Arts

Price; S34,95

www.ea.com

D
esigned by Washington-based Zipper

Interactive, RECOIL is a blend of fero-

cious action and combat strategy. The

game's back-story is either captivating or

laughably derivative, depending on your tol-

erance for geek fiction: You've been recruited

by a small group of dissident hackers to stop

an evil empire.

Your ride to redemption is an experimental

Battle Force Tank (BTF), a multifunction com-

bat vehicle—viewed in third-person perspec-

tive—that can morph into four different units:

land, hover, amphibious, and submersible.

Unfortunately, there's little discernible differ-

ence in the way your vehicle looks or per-

forms, so this whole feature set is pointless.

On the plus side, the designers provide a

decent variety of imaginatively drawn game

worlds {indoor/outdoor, urban/rural) as well

as some genuinely challenging battle scenar-

ios. Add to this some kick-ass weapons of

mass destruction—glazed with some of the

best lighting, explosion, smoke, and shock-

wave effects I’ve seen—and this game gets

the adrenaline pumping. Too bad it doesn't

last, thanks to repetitive gameplay that slow-

ly builds excitement

but ultimately goes

nowhere new.

Despite its failings,

RECOIL still packs one

hell of an initial

punch. But in the

end. it's merely an

average shooter

wrapped in decep-

tively appealing

eye candy.

—Scott A. May

Blood II:

The Nightmare Levels

AAA
Publisher: GT Interactive

Price: SI 9.99

www.gtinteractive.com

H
ave you ever had one of those days

when you felt like using the decapitated

heads of your enemies as soccer balls?

Now, thanks to Monolith Productions' expan-

sion pack for BLOOD II, you can go ahead and

vent your frustrations with a little zombie-head

soccer. This is just one of the new goodies avail-

able in the expansion pack called (appropriately

enough) THE NIGHTMARE LEVELS.

The flayer and the combat shotgun are the

two new weapons. The flayer is similar to a

grappling hook, while the combat shotgun pro-

vides a decent amount of power (and accuracy)

over longer ranges.

New enemies include Gremlins—annoying

little buggers that attack in large groups. There's

also the Nightmare, which I found to be a major

disappointment; it's hard to be scared of some-

thing that looks like a mutated puppy-dinosaur.

Most of the new levels have a dark, gothic

feel, with the notable exceptions of the Sorority

House and the Church. While not revolutionary

in terms of level design, they're well laid out

and fun to play. Overall, there are four new sin-

gle-player levels and six new multiplayer levels.

It definitely took guts

to include the Sorority

level, where zombies

are invading and glee-

fully wiping out the

sorority sisters. You'll

have a chance to save

some of the sisters or

you can just watch

them get whacked by

the Zombies as they

plead for their lives.

Given the recent media

frenzy over school vio-

lence, Monolith is

bound to get some flack

for this level.

There's enough in

this package to keep

serious BLOOD II fans

happy until BLOOD III

arrives. If you weren't a

fan of BLOOD II the first

time around, then you’d

best stay away.

—Jim Lynch

Worms Armageddon

A A A A
Publisher; Hasbro Interactive

Price: S29.95

www.hasbro-interactive.com

L
augh if you want, but I consider WORMS
2 the best game of last year, if not one of

the best multiplayer games ever created.

At least that’s what I thought until the arrival

of WORMS ARMAGEDDON, the third and final

chapter—or so they say—of Team 17's wildly

popular series. This changes everything.

WORMS is essentially a souped-up version of

those old side-scrolling artillery games, like

SCORCHED EARTH, set In a surreal cartoon world

loaded with twisted humor and exaggerated

comic violence. Up to six teams—human or

computer-controlled—take turns blasting each

other to bits, using an incredible variety of

lethal weaponry, from mundane (guns,

grenades) to maniacal (mad cows, exploding

sheep). The last team wiggling wins the game.

Single-player matches are hot, but the game

really takes off in multiplayer mode.

A full list of improvements and additions

would fill two full pages, so here are some

highlights: Single-player options have been

expanded to feature deathmatches, missions,

and specialized training exercises, where

exceptional performance earns cheat codes.

Team handicapping and alliances are now pos-

sible. Other goodies include

slow-motion replays, more col-

orful and detailed landscapes,

and support for video resolu-

tions up to 1024x768.

New weapons include Aqua

Sheep, Flame Thrower,

Earthquake. Skunk, Indian

Nuclear Test, Mole Bomb, Long

Bow, Magic Bullet, and Suicide

Bomb, among many others.

WORMS ARMAGEDDON also

introduces Utility Crates, which

contain special enhancements, like Low Gravity,

Jet Pac, Double Speed, and Laser Sighting.

Donor Cards allow others to nab Utilities left

by dead Worms.

The built-in landscape editor is easy to use

and has more options, including the ability to

import virtually any image as a WORMS battle-

field. Add in more than 50 predesigned levels,

plus the ability to randomly generate billions of

unique landscapes, and no two games should

ever be alike.

If you loved WORMS 2, you'll go ballistic for

WORMS ARMAGEDDON.—5cotf A. May
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“Falcon

4.0

is

the

deepest,

most

complex

air

combat

sim

yet...

The

campaign

also

creates

the

greatest

sense

of

playing

a

small

but

important

part

of

a

huge

battle”

-PC

Gamer



BALDUR'S GATE: TALES OF THE SWORD COAST REVIEW

Baldur's Gate Gets Better
TALES OF THE SWORD COAST Opens Up a Whole New World

by Elliot Chin

B

aldur's gate, the year's

best-selling RPG, just got

bigger thanks to TALES OF

THE SWORD COAST,

Interplay's official expan-

sion package. TALES isn't

a traditional add-on disc. Instead

of being a mere after-the-fact

product that continues your

adventures once you complete

the original game, this add-on

plugs in and seamlessly opens up

a new area within the BALDUR'S

GATE universe.

Brave New World
TALES OF THE SWORD COAST

adds a new dungeon, a new

town, a faraway island full of

intrigue, and a higher cap on

experience points. The last item is

welcome news; the challenges in

TALES—particularly the enhanced

final showdown at the end—are

extremely tough. This new experi-

ence cap means that most char-

acters can advance at least one

more level. Thieves and druids

will now be able to go as high as

the 1 1 th level. The advanced lev-

els also mean there are more

spells; Some new fourth-level

COMPUTER
GAMIAIC
^ ^ ^ ^ 7^

PROS: Seamless

integration into the

original game,

meaning more

BALDUR’S fun.

CONS; Characters

still can't run, and

there's still no

quest log.

DIFFICULTY: Intermediate.

REQUIREMENTS: Pentium 166 (P200

MMX recommended), 16MB RAM,

400M6 hard-drive space.

3D SUPPORT; None.

MULTIPLAYER SUPPORTS IPX or

TCP/iP, LAN, Internet {2-6 players},

modem (2 players); 1 CD per player.

Price; SJS.SS

Publisher: Interplay

spells and a host of fifth-level

spells have been added. While

the special effects don't do jus-

tice to the power of a fifth-

level spell (we'll have to wait

for PLANESCAPE for some truly

cool spell effects), these new

additions get the job done. But

where are the truly spectacular

AD&D spells like Cone of Cold

and Wall of Force?

A new range of monsters

make their appearance in

TALES OF THE SWORD COAST,

although you'll need to spend

a few hours exploring the new

town of UIgoth's Beard and

the other locales before you

can meet them. There are more

than a few surprises in store,

both story- and creature-wise,

so I won't ruin it for you. Let's

just say that everything is not

as it appears, and winter wolves

are the least of your worries.

Your first stop in the newly

enlarged world of BALDUR'S GATE

will be UIgoth's Beard, a quiet

seaside town in the north,

which serves as a gateway to

half a dozen quests. You can

take a tour of Durlag's Tower, a

trap-infested keep in the south

built by a demented dwarf and

now inhabited by some serious

monsters. You can also get

spirited away by your friend

Shandalar to a mysterious

island to retrieve a special

cloak. Another quest involves

retrieving the logs from the

lost ship of Balduran, fabled

founder of the city of Baldur's

Gate. In addition to these large

quests, there are also smaller

ones that involve finding a lost

boy or retrieving a family heir-

loom. And then there's the tower

and island themselves to explore.

Just be sure you are high level

(sixth or up) before undertaking

these quests, as they are difficult.

Walk, Don't Run
Aside from adding new ele-

ments, TALES OF THE SWORD

COAST also addresses the main

complaint with BALDUR’S GATE;

pathfinding. The default setting

for the expansion package has

IT BURNS The new quests prove to be considerably more difficult,

as evidenced by this fatal battle with a powerhji wizard.

the computer processing more

information for pathfinding, so

your party doesn't get stuck near-

ly as often. I still noticed some

same chapter you already are in.

No run mode means you still

have to walk across maps at an

agonizingly slow pace, but inven-

tory sorting is now easier since

all unidentified items are shaded

blue and all items that are alike

automatically stack.

In most respects, TALES OF THE

SWORD COAST fits perfealy into

BALDUR'S GATE. The quests are

fun and more rewarding. Just

install the expansion and the

world suddenly gets a little big-

ger and a little better, with more

to do, more to kill, and more to

explore. For those of us who

never wanted to leave the world

of BALDUR'S GATE, the expansion

means we get to happily spend a

few more nights in the Sword

Coast.

annoying problems, but the

need to keep clicking repeated-

ly and micromanage each indi-

vidual has been lessened.

Unfortunately, several other

problems, like the lack of a

quest log and the inability to

run, have not been addressed

in TALES, Navigating the jour-

nal for incomplete quests is still a

headache, but at least the quests

are better presented, creating less

vagueness about where to go

and whom to meet. Thankfully, all

the TALES quests appear in the
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REVIEW • APACHE HAVOC

Knife Flight
A Vicious, Living Campaign World Makes This Chopper Sim Fly

by Jeff Lackey

J

et jockeys fly several miles

above the earth, relying on

avionics and the brute

strength of weapons sys-

tems to strike from extreme-

ly long range. The Apache

helicopter driver, however, is

required to fly at high speeds

below treetop level, relying upon

stealth and ground features to

get within visual range and then

slowly and carefully rising above

the surrounding terrain to

unleash firepower upon his sur-

prised victim.

if you like getting down and

dirty, if you like being right in the

middle of the action, then chop-

per sims are for you. And if you

like chopper sims, Empire

Interactive’s APACHE HAVOC has

what it takes to become your

next addiction.

It's a Wild World
APACHE HAVOC allows you to

pilot either the American AH-64D

Longbow or the Russian Mi-28N

Havoc B attack helicopter in a

fully dynamic combat environ-

ment. Whether you're flying sin-

gle missions or full campaigns,

the war raging around you is

CONS; Poorwincj-

n control; no

full-screen cockpit

at higher resolutions.

DIFFICULTY: Inlermediate.

REQUIREMENTS: Pentium 166, 32 MB
RAM, DirectX 6-supported 3D card with

SMB RAM,

3D SUPPORT: D3D.

MULTIPUYER SUPPORT: Modem,
seriai, TCP/iP, LAN. and Internet (2-8

players); 1 CO per player.

filled with an enormous variety of

air, sea, and land vehicles, all

engaged in their assigned mis-

sions. And the war won't wait for

you—battles are being won and

lost while you decide what mis-

sions to fly.

You're free to select from any

available helicopter group and

the missions tasked to that

group, which include Recon,

Scout, Interdiction, CAP, Deep

Strike, and Rescue. It's then your

task to check out the map and

adjust the waypoints to afford

the most advantageous

approach. Choose your weapons

loadout, then jump into the cock-

pit, spool up the engines, and

head into harm's way.

There are three campaigns: a

Cuban attempt to oust the U.S.

from Guantanamo Bay, a drug-

based war located in the Golden

Triangle around Thailand, and a

conflict between Russia and the

U.S. over (what else?) oil in the

Caspian. The terrain is accurately

reproduced and quite different for

each region. You can fly for either

side in any campaign, with differ-

ent objectives and types of forces

yielding significantly different

experiences. For example, flying a

Havoc in Cuba allows you to start

rwHBB grfSrSi

SINGING IN THE RAIN Rain will realistical-

ly obscure vision, but you have variable-

speed wipers to help.

retreating ground

units, fighters

engaged in dogfights

for air superiority,

helicopters playing

dangerous cat-and-

mouse games with

SAM vehicles, and

much more. And

unlike simulations in

which your side's

overall success

hinges solely upon

your individual suc-

cess. here there are

other factors that

affect the war's out-

come. This results in

with a huge force

advantage. On

the other hand,

the U.S. Apache

pilot faces a des-

perate situation

in which he's sur-

rounded and out-

numbered.

These cam-

paigns give new

meaning to the

term "fully

dynamic." You're

surrounded by

advancing and

NOWHERE TO RUN A Chinese tank group is

caught in the open by a RAH-66 Commanche.
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APACHE HAVOC • REVIEW

a campaign that is significantly different from

what you may be used to—one that requires a

different approach if you hope to prevail.

For the Want of a Nail

In many fiight-sim campaigns, if you suc-

cessfully complete your mission, everyone on

your side also succeeds. This leads to an ego-

centric approach to mission planning and exe-

cution. In APACHE HAVOC, you're a mere cog in

the war machine. You may easily accomplish a

simple recon mission, but if enemy armor

breaks through your lines and overruns key

objectives, the war may be lost.

Here's the secret: This is as much a strategic

wargame as it is a flight sim. While the Al in

APACHE HAVOC is decent, it's no match for a

human brain; thus, you have a better chance of

being a decisive factor in a critical battle than

your Al comrades. Overall success in this sim is

dependent upon your ability to constantly

assess the ebb and flow of the war on your

battle map and focus your missions on the

areas that are most crucial. A Tour of Duty

option adds to the complexity by putting a

time limit on your reaching campaign objec-

tives. Do well and time is added; mission fail-

ures result in time being subtracted.

While the action-filled environment results

in an engrossing experience, there are a couple

of factors that detract from your effectiveness

on the battlefield. All the radio communication

you hear, informing you of action across the

battlefield, is voiced by a single actor. This

means you can't distinguish between your

wingman, a fighter pilot, or a tank driver.

nections can be quirky at times, and Internet

play is going to need a patch in order to be

workable.

A Lean, Mean Fighting Machine
In spite of these problems, the world of

Apache havoc is exciting and addictive.

Graphics are superb, with every detail of the

portrayed units displayed. The default resolu-

tion is 640x480, but higher resolutions are

panels.) Fortunately a cockpit-free mode is

available, with displays visible in the corners.

Weather is accurately portrayed and has a real-

istic degradative effect on instrumentation.

Line-of-sight effects, critical in helicopter sims,

are accurately modeled. The avionics are some-

what elementary, but they're still accurate

enough to be called realistic. Likewise, flight

physics—including excellent ground effects

—

feel correct.

BOTTLED IN A key to victory is carefully planning the routes of your defensive forces.

available at a cost: The

2D cockpit is fixed at

640x480, which results

in a "floating" cockpit

at higher resolutions.

(Empire plans a patch

with hi-res instrument

WARTHOGS TO THE RESCUE The war doesn't rely only on you;

these A-1 Os are about to provide close air support to a tank

formation.

Worse, units don't give their coordinates; when

you hear, for example, a unit desperately call-

ing for air assistance, you have to judge how

loud his voice is (closer units will be louder),

then look at the map and guess from the situa-

tion who might be screaming for help.

A greater problem is your wild-haired wing-

men. They make no attempt to fly in formation

with you, but instead will charge ahead to the

next waypoint. Your communication with them

is limited to Weapons Free, Weapons Hold,

Attack My Target, Return to Base, and Help Me.

This makes it practically impossible to employ

effective coordinated attacks. And while the

game is geared to multiplayer play, LAN con-

WET INDIANS You'll fly off helicopter carriers in support of

U.S. amphibious forces.

The bottom line is the outstanding and

dynamic battle environment. The game's magic

became most apparent during a Scout mission

in which I was flying along a narrow road nes-

tled in the jungle, searching for a reported tank

formation. Flying over a rise too quickly

revealed a Russian helicopter group that imme-

diately attacked. After

expending my Stingers and

still facing two Havocs and

a Hind, I turned tail and

ran low and fast, aiming

fora friendly SAM I found

on the map and screaming

at my base to send help.

Dodging enemy fire and

the ground, taking hits that

were degrading my chop-

per's performance, I saw

the lovely vision of two F-

16s appear on my air

radar; the hunters became

the hunted, my pursuers

quickly knocked out of the

sky. I limped back to an

alternate FARP and man-

aged to land in one piece,

feeling an exhilaration rare

in gaming. Truly great

stuff.
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Realistic Weather Patterns. Rcal'limc storm

systems with ever-changing factors, such as

fog, lightening and icing.

Unparalleled Geographic Detail. With panoramic

vistas and detailed landmarks, 3D graphics have

the highest resolution of any flight sim — ever.

it’s dusk. .Approaching run\\'ay 2-lcft. a dangerous storm system is dead ahead. Three planes

circle, with a 737 on your right wing and a 777 just behind you. A flash of lightening. 'I'hundcr.

A Jolt. A downdraft. Your A'l'C signals you're off course. Do you bank Icft.^ Or continue your

FLIGHT
approach.^ Experience the true feel of piloting your own aircraft as yt)u take

the controls in the most realistic flight sim ever. You’ll learn all the skills

of flying through pulse-(|uickening challenges. While soaring over awe-

some terrain, attempt daring rescues, moimtaincop landings— and of course.

takeoffs and landings in every possible condition. Plight LInlimitcd III. A real scat-of-your-pancs

- flying experience. Where the next decision — could he your last. 'Fo learn more about taking

off with Flight Unlimited III, v isit www.flight3.com

Interactive Air Traffic Control. Real-world

operation provides continuous interaction

with the ground and other aircraft nearby.

Blueprint Quality Aircraft. Bcechjet 400A, Mooney

TLS Bravo, Lake Renegade 270 Seaplane, Stemme

SIO-VT Motorglidcr, Muskrat Seaplane, Trainer 172,

Piper Arrow, Twin Engine Windhawk, P51D Mustang,

and Fokker Tri*Planc.



REVIEW • JACK NICKLAUS 6: GOLDEN BEAR CHALLENGE

Still Golden
Activision Nabs JACK NICKLAUS Franchise and Sinks a Beauty

by Scott A. May

1

0 doubt about it; The

long-running JACK

NICKLAUS golf series

accounted for more than

its share of publisher

Accolade's finest

moments. But now that the fran-

chise has been

sold to Acti-

vision, there's

been a question

of whether it

would continue to

improve, or simply

fade into obscurity,

The latest addition,

JACK NICKLAUS 6; GOLDEN BEAR

CHALLENGE (JN6}. proves that the

future is brighter than ever for

this venerable series.

Improvements abound, begin-

ning with Hypnos Entertainment's

spectacular new graphics engine.

For my money, this is the first golf

sim in which the variable skies,

breathtaking vistas, and lushly

detailed foregrounds are in per-

fect visual sync. JN6 has no feel-

ing of the cut-and-paste course

construction, with out-of-scale

computer''
1

GAMING

PROS; Dynamic

new graphics

engine; improved

ball physics and

golfer animation;

built-in links

designer; smart,

unobtrusive inter-

face; variable-

spe^ swing

.

meters; options galore.

CONS; Course designer has ste^ learn-

ing curve; superfluous shot commentaiy.

DJFFICULTY: Beginner.

REQUIREMENTS: F^ntium 200, dStVIB

RAM, 400MB hard-drive space.

3D SUPPORT: None.

MULTIPLAYER SUPPORT: TCP/IP (2-4

players), IP (2-4 players), modem/serial

cable (2 players); 1 CD per player.

Price; $39,95

Publisher: Activision

objects tacked onto flat back-

drops, characteristic of every golf

sim that preceded it. The transi-

tion from front to back is seam-

less, and the illusion of vertical

depth is amazing, without the

use of 3D video hardware.

Size Matters
Another huge graphic improve-

ment: the king-sized, motion-cap-

tured golfers, rendered with poly-

gons and wrapped in a variety of

texture skins. So large that you

can count the tassels on the

golfers' shoes, the animations are

wonderfully lifelike, offering a

wide range of limber motions,

from subtle pre-shot waggles to

graceful follow-throughs. No

fewer than 10 cameras let you

view the action from every con-

ceivable angle.

Other goodies include a ball

flight model that not only reacts

realistically to environmental

effects (wind, humidity, terrain)

but is rendered pixel-perfect. The

simulated ball trajectory—with

the ball catching air, increasing

speed as it arches upward

—

looks and feels true to life. No

other golf sim can match it,

Included with the game are six

Nicklaus-designed 18-hole cours-

es, providing a nice medley of

backdrops and challenges: Shoal

Creek Golf Club, Sherwood

Country Club, Sherry Monte-

castillo, Nicklaus North (in

Whistler, Canada), Muirfield

Country Club, and Cochise

Course at Desert Mountain. Play

each course straight, or change

the pin placement to vary the

challenge.

Links by Design
If that doesn't get your putter

fluttering, JN6 also offers a full-

blown course and hole designer,

with the ability to import and

convert any course created with

JN5. Not enough? Activision

also supplies gamers with

Internet links to thousands of

user-created courses, free for

downloading. In terms of long-

term playability, JN6 is the

champ. But beware: Although

the course designer is well doc-

umented, accounting for about

two-thirds of the entire user

manual, it's still a golden bear

to use, with a steep learning

curve for average gamers. But if

you have patience, you'll find

reward.

Pregame setup now offers

much deeper handicap options,

including—for the first time, if

I'm not mistaken—the ability to

adjust the speed of the dreaded

swing meter for each golfer.

Yeah! At last, a golf sim that's

actually playable for gamers

with less-than-lightning-fast

reflexes. Three swing types are

available: two- and three-click

traditional, and Mouse Meter,

another so-so attempt to simu-

late natural club motion.

Final kudos go to the game's

new color-coded putting grid,

which makes green reading a

piece of cake, vastly improving

your chances of sinking that 40-

foot birdie. And check out the

new Smart Replay feature,

which lets you replay and save

any shot on the current hole,

from three different angles.

Outstanding.

No matter how you hook or

slice it, JACK NICKLAUS 6

breathes fresh new life into

what could have been a tired

old franchise. Variety, innova-

tion, and long-term appeal

make JN6 a must-have. S3U
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JUST WHEN you THOUGHT
THERE WERE NO MORE HEROES.

THINK AGAIN.

OF MIGHT AND MAGIC" J

ARmA.GeDPON"S
AN EXPANSION PACK OF

EPIC PROPORTIONS.

The
New Expansion

Pack Features...

* Moke Than £0 New
Heroes

* Six New Challenging

Campaigns

New Mystical World -

The Elemental Conflux

* More Hero Classes

* More Monsters

* More Dragons

New Advanced Campaign

Sr Map Editor

* New Random Map
Generator

* UNLI/MITED Gameplay

Extensive Customization

* And LAN, Modem or

Internet Play

0s
»! ,

-

j
© 1999 The 3D0 Company, All Rights Reserved. Heroes of Might and Magic, Armageddon’s Blade, New World Computing,

B 3D0, and their respective logos, ate trademarks and/or service marks of The 3D0 Company In the U.S. and other countnes.

u All other trademarks belong to their respective owners. New World Computing Is a division of The 3ID0 Company.

Go to #243 @ www.camputergaminq.com/infolink

:

NEW W^IB eOMPBTtNB

3D0
www.mightandmagic.com
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REVIEW • MICROSOFT BASEBALL 2000

Gatesball Gets Better
MICROSOFT BASEBALL 2000 Takes the Grand

Old Game Into the Millennium With Style

by Brett Todd

M
icrosoft entered the PC

baseball game wars in

underwhelming fashion

last summer with the

middling BASEBALL 3D

1998. The visuals were

stunning, but fans were unim-

pressed with the game. Diamond

action only vaguely resembled

that of the national pastime.

Manual fielding required the

reflexes of a 12-year-old hopped

on goofballs and Jolt cola.

Of course, with money to be

made, Microsoft wasn't likely to

be turned off by one failure. So

the wizards of Redmond commis-

sioned the independent develop-

ment firm WizBANGl to craft an

update, and MICROSOFT BASEBALL

2000 was born.

As someone who suffered

through last year's game, I wasn't

sure that this was such a hot

idea. Boy was I wrong. The Wiz-

BANG! designers have removed

virtually all of the problems of

BASEBALL 3D 1998 and given us a

surprisingly good arcade baseball

game. Statheads may still nitpick,

but anyone interested in realistic,

GAMIMG

unstable; still no multiplayer cation.

DIFFICULTY LEVEL: intermediate.

REQUIREMENTS: Pentium 133, 32MB
RAM, 100MB hard-drive space.

3D SUPPORT: DirectSD.

MULTIPLAYER SUPPORT: 2 players,

hoBeat.

SEEYA, BARRY Who hasn't wanted to

strike out earring-wearin', big wallet-

carryin' Barry Bonds? He may be a 40-40

man in the real world, but he's all mine

in MSB 2000.

MSB 2000 has the baseball feel

that last year's edition lacked.

The most notable change is in

the fielding. The blinding speed

that characterized even the most

routine plays in the last edition

has been replaced by a more tol-

erant pace. In other words, you

can actually use the manual

fielding option now.

Batter-pitcher confrontations

have also benefited from a

healthy dash of realism. The abil-

ity to change speeds and loca-

tion really helps out the whiff

numbers. PC huriers aren't as

A Pretty
Pitcher
MSB 2000 remains

unparalleled in terms

of graphic presenta-

tion. Virtual ballplay-

ers and stadiums look

good enough to have

LAY IT DOWN With apologies to

Ratt, Dodgers lead-off man Eric

Young lays one down against the

Cards. Ahhh, there's nothing like an

evening game at Chavez Ravine to

take the edge off a long day.

been snagged directly from This

Week in Baseball. Mark Mc-

Gwire’s hulking frame. Shannon

Stewart's lithe physique, and

Boomer Wells’ great big gut are

all present and accounted for.

Ditto for homey Wrigley Field,

impressive Yankee Stadium, and

the sterile SkyDome.

Animation is equally splendid.

Batters swing from crouched,

open, and closed stances. Cuts

look great, giving you a real

sense of accomplishment when-

ever you tag one. Pitchers rear

back and deliver convincingly.

Fielders jump and dive for balls.

Lockup Helt

My only real problem with

MSB 2000 is its chronic instabil-

ity. I experienced a number of

hard lockups in virtually all

modes of play and at various

other times. The home run derby

simply dropped to Windows the

first dozen or so times I tried to

run it. Needless to say, this was

incredibly frustrating.

But other than that, I couldn’t

ask for anything more in an

arcade baseball title. MICROSOFT

BASEBALL 2000 delivers accurate

diamond action without sparing

the fun factor. Couple that with

the bargain price, and you've

got a real winner here. E3II?

action-oriented hardball should

definitely apply here.

Berry Berry Good
Gameplay features all the typi-

cal bells and whistles. You can

suit up for exhibition, season,

playoff, and home-run-derby

action. There's still no multiplayer

option (this was promised last

year but not delivered), but you

can take on a buddy hotseated

on the same machine. One neat

new option is the ability to play

the current day's contests from

the 1999 schedule. This is great

for a quickie or if you want to

change the conclusion of a game

you just watched. There is no

career mode or draft for season

play, although players and rosters

can be fully edited or created in

the GM (general manager) utility.

The game truly shines on the

field. It’s hard to explain how, but

cutthroat as I would prefer, but

they still provide a serious chal-

lenge. Hits are few and far

between on the higher difficulty

settings. I was hard-

pressed to reach base

safely during my first

half-dozen contests,

let alone actually beat

the computer.
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FEATURING THE MUSIC OF

FROM THE RELEASE

'CYPRESS HILL IV'
cyprtiionljna.com

HOP A TDAiN IQ GET ARGUHD IflVIH TARGET SPECIFIC GQDy PARTS AND ACTUALLY SEE

THE DAMAGE DONE -INCLUDING EXIT WOUNDS.

TALK TO PEOPLE THE WAY YOU WANT...

FROM SMACK TO COOL

KINGPIN: Life of Crime; ©1999 Xatrix Entertainment, Inc. All rights reserved. This product contains software technology licensed from Id Software, Inc. nd Technology"}- Id Technology

©1996, 1997, 1998 Id Software, Inc. All Rights Reserved. Kingpin, Kingpin: Lite of Crime, Interplay, the Interplay logo, and "By Gamers For Gamers." are trademarks of Interplay

Productions. Xatrix and the Xatrix logo are trademarks of Xatrix Entertainment, Inc. All rights reserved.
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Hey steel pigeen!

Rat out your friends, we'll put you in the

Kingpin-: Life of Crime-Protection Program.



www.interplay.com/snitch.html

but

some

of

your

friends,

they

ain't

so

smart.
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EVEN IHEQDQ5 BY RECRUimC THE GANG

MEMBERS YOU WANTON YOUR SIDE.

For more inYo go to www. interplay. com/kp*(oc.Yitml.

Go to #299 @ www.computergaming.com/infolink



by Brett Todd

A

hh. the sounds of spring.

Birds chirping, hardballs

snapping into freshly

oiled leather, and the

ringing of cash registers

everywhere announcing

the start of computer baseball

season. No fewer than four com-

panies had updated ball titles on

the shelves by the end of April:

One was INTERPLAY BASEBALL

EDITION 2000 {IBE 2000). an

arcade title and the successor

to the late, unlamented VR

BASEBALL line that the publisher

canned last fall.

You may be asking yourself

why the company would even

bother. After all, haven’t EA

Sports and Microsoft pretty much

sewn up the arcade baseball

market with TRIPLE PLAY 2000

and MICROSOFT BASEBALL 2000?

And with HIGH HEAT 2000 cozy-

ing up to hardball aficionados,

what would be left for Interplay?

Good questions, but ones that

really don't need to be answered,

because IBE 2000 Is an unfin-

ished, sub-par title. Only the

most affluent baseball game

completists will find anything

here worth bothering with.

COMPUTER
GAMfMG

PROS: Good stat

results for an

arcade game.

CONS: You likely

won't get far

errough to appreci-

ate them.

DIFFICULTY:

Easy.

REQUIREMENTS: Pentium 200, 32MB
RAM, BOMB hard-drive space.

3D SUPPORT: Direct3D and OpenGL

(3D hardware aaeleration required).

MULTIPUYER SUPPORT: 2 players

via multiple controllers.

Price: S39.9S

Publisher: Interplay Produclians

REVIEW • INTERPLAY BASEBALL EDITION 2000

No Hitter
INTERPLAY BASEBALL EDITION 2000 Is Strictly Minor-League Ball

Strong Start

At first glance, IBE 2000

looks promising. All of the stan-

dard baseball game options are

here: exhibition games, season

play, home run derby, and an

interesting tournament mode.

Game settings can be tweaked

toward run-happy arcade play

or sober simulation. Hitting can

be set to arcade or simulation,

pitch speed can be regular or

fast, and so on.

The game does a decent job

recreating the specifics of the

national pastime. Computer

pitchers will play head games

with you, and PC batsmen are

vulnerable to your own mound

machinations. Plays are a little

faster than real life, but not so

rapid that you can't handle all

the fielding yourself, and the

physics are quite good. Run to-

tals are more MLB than NFL.

Stats are also appropriate when

playing with the simulation bat-

ting option on, so don't expect to

rack up McGwirian numbers or

strike out the side every couple of

Innings.

Unfortunately, you have to

actually p/ay the game to appre-

ciate these finer points. And that's

a big hurdle. Problems start with

the graphics. Visually, IBE 2000 is

horrendous. Based on Interplay's

MESSIAH engine, the look is

somewhere between Salvador

Dali and Taco Bell. Colors are

garishly bright and somewhat

disturbingly surreal. Stadiums

provide not a shred of atmo-

sphere and seem to be floating

in a void. Players are muscled

caricatures that resemble sec-

ond-rate QUAKE 2 skins. These

guys should be toting BFGs, not

Louisville Sluggers.

No Wood
Yet as bad as the graphics are,

the animation is even worse.

Hitting is essentially impossible.

Your batter stands well off the

plate and inexplicably balls out

with every stroke. It resembles an

exaggerated stretch or a checked

swing more than an actual cut;

he never comes close to making

contact with the ball. So forget

about timing and the satisfaction

of getting good wood (so to

speak). The pitcher-batter due! is

the most important single aspect

of baseball. If you don't get that

right, then you don't have a base-

ball game. Period.

Other facets of the animation

are almost as terrible. IBE 2000

players run in an unintentionally

hilarious hunched-over fashion,

missing only the knuckle drag-

ging. I mean, I'm fixated on

Planet of the Apes too, but this is

ridiculous. Fielders rotate to face

in new directions instead of tak-

ing actual steps. First basemen

will occasionally make outs with-

out coming within five feet of the

bag. There are more careless

errors here than in a full season of

Vladimir Guerrero performances.

Audio is fairly good, if sub-

dued. The crack of the bat, back-

ground buzz of the crowd, and

words of the PA announcer all

echo appropriately around the

park. The generic play-by-play

broadcaster will give you hives,

however. His lines are very limit-

ed—expect to hear "He's got a

nassssty curvebalN" about a

dozen times per half inning.

Hit the Showers
Everything about INTERPLAY

BASEBALL EDITION 2000 screams

beta. Which perhaps isn't all that

surprising when you consider that

its predecessor. VR BASEBALL

EDITION 2000, arrived just eight

months ago. Interplay needs to

take a good long break from the

baseball biz and rethink what it's

trying to accomplish here. With so

much else to choose from out

there this summer, not many fans

are going to bother with a half-

finished game such as this.

SPAZBALL Slammin' Sammy turns into Simperin' Sammy thanks to

Interplay's awful swinging animation. If the real deal took cuts like

this, he'd never have gotten out of Little League.
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The world will end in a firestorm of destruction.

Have fiin.

Exploding sheep, mad cOws from the sky, bombs^ detonating old l^^lies —

this Can only mean one thing. Worms ArmageddonI In the latest chapter of the Worms series,

following Worms n, pc Gamer’s 1998 Turn-Based Strategy Game of the Year, yOu’ll

get more features and more weapons for more strategy, it’s i^ever the same thi^g twice,

and riow you can do battle with up to six teams on one machine, or on-line.

But there’s still only o^^e way to win. Destroy all your enemies!

worms. teaml7. com 438!^ July *99 .^f^DPROSE
www.microproBe.com

©1999 Hasbro Interaclivs, Inc. All Rights Reserved. ©1 999 Team 17 Software Ltd. All Rights Reserved. Original Concept by Andy Davidson.



Vour merceriaries will climb. /

swim, jump and crawl their way
through deaoly firelights.

Rght to free an entire nation

sector by ^tor, town by tow

The Best of Strategy

Nonlinear gameplay, blistering day

and night battles, and advanced

tactical combat.

"Hot strategy pick of 1999"

ViHLCDME TO TKl GfTDUNbS

Interact dozens.of characters.

Treat them well, and they'll

support your cause. Treat them

badly, and they’ll stab you in

the back.

Take the blend of strategy, role-

playing and tactical combat that

made Jagged Alliance one of the

best games of all time*. Add

dozens of new weapons. Over 1 50

unique characters. Your own
custom mercenary, incredibly

realistic combat. Thousands of

lines of digitized speech. Face

off against an array of hungry

predators, from ferocious enemy
soldiers to dark secrets lurking

underground. The result is the

perfect feeding grounds. The

only thing missing is YOU.

The Best of Role-Playing

Create your own character, improve

your team’s skilis, and explore a

huge world.

-Steve liauman, Games Business ^Magazine

•A.S rated by Computer Gaming World and PC Games,
Check it out at www.taloasoft.com or call 1-800-211-6504 to prn order

© Cojiyright 1999 TaloaSoft Inc. TalonSoft is a subsidiary of Take 2 Interactive. All Rights reserved

Go to #244 @ www.computergaming.com/infolink
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BATTLE OF BRITAIN REVIEW

Spreadsheets and Spitfires
This Turn-Based Ace Is Tense and Compelling

by Loyd Case

W
hen Luftwaffe ace

Adolph Galland was

asked by Luftwaffe

head Hermann

Goering what he

needed to defeat the

Royal Air Force, Galland replied,

"A squadron of Spitfires." Playing

BAHLE OF BRITAIN, you begin to

understand just how tough those

Spitfires were for the Germans.

BAHLE OF BRITAIN (BoB) is not a

flight sim but rather a strategy

game based on the world's most

famous aerial battle. The game is

very much a classic Gary Grigsby

design, with lots of depth and

micromanagement to the nth

degree—and as if you couldn't

guess, it's turn-based.

Germans Plan, Then
Watch

In many ways, BoB is really

two games in one, offering the

option of playing as either the

Germans or the British.

Playing the German comman-

der, your task is to plan out the

bombing campaign against the

British. You can win in the longer

1 940 campaigns by achieving air

superiority over the British or by

a combination of air superiority.

eOMI*UTBft

PROS:

Challenging Al.

adjustable levels

of microman-

agement, and a

great “what-if*

wargame

CONS: Interface

is a bit dumsy:

dry presentation makes it fee! like an old

OOS-based game.

DIFFICULTY: Intennediate,

REQUIREMENTS; Pentium 166, 32MB
RAM, 96M6 hard-drive space,

3D support: None.

MULTIPLAYER SUPPORT; Email or

hotseat for! players,

Price: $39,99

PiblistieriTalonSoft/Take 2

RAID INCOMING! Early on, as the British, you

don't even know the German aircraft types. Is

this a fighter sweep or a real bombing raid?

during the reaction

phase, you mostly

watch your raids

get carried out.

British Play
Whack-a-
Mole

The British plan-

ning phase consists

mainly of moving

aircraft, AAA batter-

ies, and barrage bal-

loons. Since the

design limits the number of units

you can move in a given turn,

you have to plan carefully

—

which makes for some tough

gameplay decisions.

As the German player, you can

actually walk away from your sys-

tem during the German reaction

phase. Once committed, there

isn't much the Germans can do to

significantly affect raids. As the

British player, though, you're

glued to your seat. In some ways,

playing Brits in BOB feels almost

like a real-time strategy

game, although you can

pause at any time to give

new orders. You're con-

stantly launching new

patrols and intercepting

raids as you detect them.

The defensive Al of the

British seems more chal-

lenging than the German

offensive Al, though when

on the defense, you always

feel as if you're playing

catch-up. But the Al is sur-

prisingly good,

and it's worth-

while letting the

Al set up some of

the German

raids. As the RAF

commander,

you're always

reacting to the

German incur-

sions while trying

to husband your

resources.

The different

styles of play

between the German and British

sides will help keep this on your

hard drive for a long time.

Overall, BAHLE OF BRITAIN is a

deep, challenging wargame that

feels almost anachronistic by the

standards of today's real-time,

3D-accelerated battles. Even so, if

you're a student of this material,

or you're just looking for a good

turn-based game—of which there

are few enough these days

—

look no further than BATTLE OF

BRITAIN. 333

... after which, the

German player can just

sit back and watch as

his plan unfolds.

industrial damage, and

terror bombing of cities.

There is also a set of

1941 campaigns, in

which the Germans sim-

ply cannot win by air

superiority alone.

As the German com-

mander, you can manage

your air fleets down to

individual raids.

Alternatively, you can

delegate some of the

chores to the Al. which is

quite competent, and

you can freely tweak individual

raids as you like.

As in any realistic military situ-

ation. your resources are limited.

Bouncing a few more bombs on a

target that's already rubble

means you've wasted resources

and lost an opportunity else-

where. You have a fixed rate of

replacement for both aircraft and

pilots, and if your losses exceed

your replacement rate, you may

find yourself having to scale back

your raids.

You need good intelligence for

damage assessment, so planning

good recon missions is critical.

The clumsy interface gets in the

way of raid planning, as you have

to click buttons and click on the

map to set up raids—no drag-

ging route lines or raid markers

around the screen as you'd

expect in a true Windows game.

Most of the German game is

played out in the planning

phase. And though you can per-

form some minimal redirection
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REVIEW • EAST FRONT II

! Russian Front Redux
A Seasonal Treat for Lovers of Borscht and Hexgrids

by Jim Cobb

E

ast front ii{efii) is like

the second robin of spring;

the song of the first damp-

ens the latter's impact.

TalonSoft's second stab at

the Russian Front is a nice

addition to the CAMPAIGN SERIES

and a considerable improvement

over EF I. Yet EF II lacks the initial

thrill of the preceding game in

the series, WEST FRONT (WF),

largely because it's the same sys-

tem but with borscht flavoring.

EF II is not a complete clone

of WF. Graphics reflect a change

in territory, ranging from

Chekhovian villages and church-

es to Stalinesque cities. The 17

dynamic campaigns and two his-

torical linked campaign games

capture the immensity of the

battles in the Eastern European

theater. The 148 scenarios fea-

ture various types of combat,

from partisan actions and trench

battles to armored melees

involving nine nationalities. Also

added are numerous new vehi-

cles and units. They include cos-

sacks, SS units, lend-lease tanks,

and even prototypes of German

armored fighting vehicles that

never actually saw combat but

CONS: Al could be

better; morale sys-

tem still needs

work; not up to WEST FRONT standard.

DIFFICULTY: Advanced.

REQUIREMENTS: Pentium 133, 32MB
RAM, 140MB hard-drive space.

30 SUPPORT: None.

MULTIPLAYER SUPPORT: TCP/IP or

IPX (2-16 players), null modem, hotseaL

and email (1-2 players); 1 CD per player.

coMPwrmft'-

GAMING

can be used in the game via the

versatile scenario editor.

EF II continues TalonSoft’s pol-

icy of providing good documen-

tation and training opportunities,

with five different tutorial sce-

narios. The 240-page manual

not only explains the game

well but also contains many

pages of tips from the

TalonSoft staff and veteran

gamers alike. Combined with

the many charts, the manual

helps you to handle hordes of

infantry and exploit advanced

technology. This help is very

important when playing the

vast campaign games and

dealing with the cunning of

human opponents in email or I

TCP/IP games. I

Platoon Leader
For all these changes, EF II I

remains a platoon/vehicle

game. The amount of movement

and combat you can undertake

with your units is subject to

action points—and there are

never enough action points to go

around, which generally makes

for some challenging in-game

decisions.

You can quickly derive a unit's

morale, assault, defense, and

overall status from onscreen

data, which keeps things from

getting overwhelming. Button

bars, hot-keys, and menus let you

handle not only your units but

also many different terrain views,

detailed maps, and the like, mak-

value, attenuated for range

and modified for supply

and commanders,

against the target's

defense value, modi-

fied for terrain. The

point reduction, retreats, disrup-

tion, and morale checks (MCs) of

the units involved. Of these

results, MCs are the most fre-

quent and subtle. The computer

generates a 10-sided die roll and,

if the roll is higher than the unit's

morale value, the unit loses a

point and retreats. A unit can

regain morale each turn by pass-

ing an MC, but multiple failed

MCs can lower morale to the

point at which the unit disinte-

grates. Thus, morale hits become

real killers in EF II. One would

expect that bad troops would

have low morale values. Not so:

They have low defense val-

causing more

adverse odd attacks

and, thus, more

MCs. In this way,

EF II avoids sub-

jective national

' stereotypes by

using objective

strength and

defense determina-

tions. As in WF,

morale effects could

be improved if

other units near a

retreating unit also

checked morale.

Great
System, Less
Riling

NOWHERE TO HIDE Soviet forces try to crush

German resistance in a city before a relief col-

umn arrives. (Inset; Soviet IS-2 monster tanks.)

computer then displays the odds

for you to see in an online com-

bat results table (CRT). The num-

ber of shots fired (similar to mul-

tiple dice rolls) is the attacker's

strength point value.

In a patch for both WF and EF

II, close assault has changed. The

attacker's assault value is now

multiplied by his strength points,

modified for supply and com-

manders, measured against the

attacker's defense, and modified

by terrain. Each side makes one

attack during resolution, with

results taken from the same CRT.

Combat results include strength

The system in EF

II is still a good

one, because it

manages to

encompass in a

comprehensive yet playable

form a variety ofWWII battle-

field conditions, including sup-

ply, command, and morale, The

changes from WEST FRONT are

welcome, but the kinks aren't

completely ironed out yet. The

Al, for example, seems decent

at times, but it's easy to beat,

mainly because it's clueless

about indirect fire. Bottom line:

EAST FRONT II is better than the

original, but not quite up to

the level of WEST FRONT, much

less THE OPERATIONAL ART OF

WAR, also available from

TalonSoft.
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STRATEGY • CHEATS • WALKTHROUGHS

See What Makes Each Race Tick, From Prima's Official Guide

DINNER TIME! When your

prey is lined up correctly,

just go in for the instant

jaW'tO'head kill.U
.avwa tuc I.UC '

i

Alien's weakest ^
attack, but strength and weakness are rela-

tive terms. Make no mistake—claws are potent. A single

Aiens Venus Predator
by Joe Grant Bell

A
liens vs. predator

is a game that calls

for specialization.

No more playing another

generic soldier (though

that option's available if

you must be one); in AvP
you can choose your

method of death dealing.

Here's a quick overview of

the game's three races,

their weapons, and some
general tips for playing as

the speedy Alien, the

crafty Predator, or the

gung-ho Colonial Marine.

Aliens are the speed demons in the game. Instead

of using weapons, they employ such natural

defenses as razor-sharp claws and powerful

tails. What they lack in long-range

attacks, they more than make up

for in speed, power,

and mobility.

swipe usually is enough to kill a weak human enemy. Tap
the Claw Attack button to initiate a double-swipe of youi
claws. Hold it down, and you'll shred your target with a Colonial Marines
rapid clawing motion.

The Alien's tail complements the weaker claws. In its

primary attack mode, the tail deals slightly more damage
than claws, but when charged up with the Tail Attack
button, it deals excellent damage. One charged-up tail

attack will usually kill a human outright; around three

wUl level a Predator. The tail automatically targets any
enemy within its range, so you can usually just face in the

foe's general direction to score a devastating hit. It’s often

good to kill or soften an enemy with a tail attack before

switching to claw attacks.

The Alien's ultimate weapon is its bite, or jaw attack.

This becomes available only when you're close enough to

your prey and its head is squarely lined up in the center of

your screen. When conditions are right, the Alien's inner

set of jaws extends from the top and bottom of your

screen. When this happens, press the Claw Attack button.

Your inner jaws will spring out, biting off your enemy’s
head and scoring an instant kill. Better, you'll receive the

same kind of health bonus a Marine would after walking
over a Healthpack.

You can use the jaw attack to finish off living enemies,

or to target a recently killed enemy lying near your feet.

You must be quick with the recently killed; you have only

a few seconds before they fade away. Although the

amount of health the jaw attack restores varies, you’ll

always receive far more health horn biting a living enemy
than a dead one.

The Colonial Marine lacks

the Alien's vast mobility

and the Predator's durabili-

ty and cloaking. Although

he can use Flares and an

Image Intensifier to aug-

ment his view of the world

around him, neither solu-

tion is perfect, and
neither

highlights

enemies like the

Alien's default vision mode
or the Predator's spedal-

ized vision modes. The

Marine's one great advan-

tage is his arsenal. He can

carry a wide range of

weapons, and there isn't a

useless one among them.

His best weapons can shred

an enemy in a millisecond,

and even the weakest pos-

sesses great punch.
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Eveing the Prey

H
unting vision is the default vision mode; it's the "fishbowl" view

from Aliens. It highlights enemies with a bright glow depending on

their type; Marines are in blue, Predators in green, and other Aliens

in red. Unlike the Predator's specialized, enemy-specific vision modes.

Hunting vision mode highlights all enemies; there's no need to adjust or

flip modes to see different enemies.

Navigating vision makes everything look like a black-and-white pho-

tonegative. Objects and enemies are clearly visible only at close range,

and distant objects are sort of whited out. The Alien won't enjoy the

enemy-highlighting

effects in Navigating

mode. Thus, Navigating

vision is inferior to

Hunting vision any-

where there's moder-

ate to good lighting.

Its one distinct advan-

tage, however, is that

it works independently

of light. Thus, it's per-

fect for navigating

extremely dark areas,

such as ventilation

ducts and rooms in

which you've destroyed

all the lights.

SPINAL WHIPLASH Soften up your oppo*

nents with a powerful tail swipe before

slicing with your claws.

Tough unie Hatchlings

F
alling from any taeigbt will never damage tbe
Alien (unless the fall ends in spikes or gets the
Alien sucked into space). So just run whenever

you can and don’t worry about the fall Running is valu-

able at all times; for eicample, running at full speed will

extinguish

flames if you're

caught on fire.

No other species

can do this.

Just like in

the movies, the
Aliens have add
for blood. If

you’re gonna go
down, at least

take the Marine
or the Predator

down with you SILENT STRIKE Be sure to use Normal
by getting as vision for most of your hunting needs,
close Eis you can
while ditog.

In the single-player game, some humans (most non-

combatants, sudi as lab technicians) will flee or cower
in terror rather than attack, hence becoming the Alien
equivalent of a delivered pizza. Line up your jaw attack

and munch away.

They’re Coming Ouna the Walls!

M arines have no innate spedal powers, but

they do carry equipment that gives them
permanent, useful abilities. For example,

the Motion Tracker is always available in Normal
vision mode, but not while the Image Intensifier is

active.

Normal vision is exactly what it sounds like. Use

this mode instead of Enhanced vision mode when-

ever there is light. Employ Flares to illuminate dark

areas. Flares tend to make everything look a little

strange, but they improve visibility. It takes a while

to learn

where to

throw Flares,

though; toss-

ing them into

alcoves or

behind walls

can produce
impenetrable

shadows.

The Image
Intensifier

activates

Enhanced
vision mode.
This vision

mode is a lot like looking through night vision gog-

gles: Everything looks green and grainy. This isn't

an optimal vision mode for well-lit places, but it

works well in total darkness.

GREEN FOR GO Save the murky Image

Intensifier mode for when you're in complete

daikness.

Marine Weaponry
Pulse Rifle: Rapid and accurate at long range. A second or two of gun-

fire is all it takes to shred an Alien; Predators are best dispatched with

heavier weaponry, or with the Pulse Rifle's built-in Grenade Launcher.

Grenade Launcher: Use the Fire/Secondary button to toggle between

Normal, Frag, and Proximity Mines. Normal grenades detonate in

three seconds, or instantly upon impact with a living target. Use their

bounce to bank rounds around corners or down shafts without expos-

ing yourself to return attacks. Frag grenades spread shrapnel for that

added punch. Proximity Mines stick to a surface and detonate when
someone passes ciose by, making them perfect for setting traps.

Smartgun: More potent, faster-firing pulse rifle without a Grenade

Launcher. The secondary-fire mode turns tracking on and off; tracking

gradually homes in on targets. You still must aim manually, but it does

fine-tune your shot. This can ensure that your shots hit their marks.

With a clip of 500, it's good for clearing rooms.

Flamethrower: Each napalm canister provides you with 100 units of

ammo. Be warned though: Setting enemies on fire doesn't kill them

Instantly: your enemies sustain continuous damage when they're on

fire. This works best for taking out Facehuggers.

Sadar Rocket Launcher: Along with its immense power come some

drawbacks: It’s a big weapon, and it covers a good portion of your

view while it's equipped, which tends to weaken your situational

awareness. Best against a swarm of enemies, preferably one far away.

It also has a large, destructive blast radius—don't get caught in it.

Minigun; It deals damage at an incredible rate, taking out any enemy

in a split second. Its only liabilities are its limited ammo, its big kick,

and your inability to run while it's firing. Learn to fire it in pulses

instead of holding down the trigger.

I
See the Review These strategies were excerpted from Aliens Versus Predator: Prima's Official Strategy Guide.

I

THIS MONTH, PAGE 115 ‘3 STARS Be sure to buy the full guide for more strategies on pla^ng and finishing the game.
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l^uild :i nourishing cconoui) wiili

o\'cr oO dilTorcnt iriidcs -

woodi'uUors. hivwcrs. fishonncii.

Ihnnors and inan>' nioro!

"It's nil gone 3D. baby!

The attention to grapbie

and animation detail

sets a new standard...''

PC Gamer

Sol sail on inorcliaiu ships

•and trade in gold and iron.

Deploy yoiir soldiers lo proleel

voLir hard earned resourees!

"The pinnacle of strategy

games, nothing else

comes close.”
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With the SETTLERS 111 LE\ EL
EDITOR you can create your own

landscapes-thcn loud your newly crea-

ted SETTLERS III world into the game!

Send the maps you'\'e created to

friends by e-mail and start a multi-

player game on the dedicated

SETTLERS Ill-Internet Server!

THE SETTLERS III

Rich 3D Graphics

E.xtcnsive on-line game play

1 50 unique characters

50.000 phases ofanimation

OUT NOW!

THE SETTLERS HI;

QUEST OF THE .\MAZONS

Coming Summer 99

THE SETTLERS HI
MISSION CD

Includes Settlers’ 111 Level Editor

More battles. 8 new missions

10 new multiplayer maps
OUT NOW!



ULTIMATE STRATEGY:
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Available at fine computer gaming retailers everywhere.
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Look for THE SETTLERS’ III for Mae August 1 999.
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ALIENS VERSUS PREDATOR

Wormal Vision;

ALIEN 9MM When using the Pistol, be careful not to

get too close to the resulting blast.

You’re One. . .Ugly. . .Mother

—

good choice for relatively well-lit areas where your primary

goal is to navigate. It lets you see colors and relative areas of

light and darkness that may be lost when you switch to spe-

cialized vision modes. All other modes will wash out the colors

but will work regardless of lighting.

Humans stand out vividly as multicolored heat signatures.

Other creature types are not highlighted and can be hard-

er to spot than in Normal mode.

This mode turns everytliing red. Aliens

show up white. Other enemies aren't liighlighted.

tiiHimHiFniii'ifiifB 'his vision mode makes the world

look green. Predators are readily visible, and other species

aren’t. Your Predator Disc shows up bright white in this

vision mode, so it stands out from the scenery. Thus,

Predator vision mode is ideal for locating and retrieving

the Disc, which you may lose or overlook in other modes.

Wristblades; These deal moderate damage but lack the reach of the

Alien’s close-combat weapons. Hold down the Fire/Secondary button

to diarge it up and inflict an extra-powerful punch. The target must
be extremely close, and your atm precise. Since the other weapons are

more potent, these should be used infrequently. Their main advan-

tages are that they don't require energy and they don’t force the

Predator to uncloak.

Speargun: This sniper weapon will, in single-player episodes, result in

an instant kill when it hits anything. Used in conjunction wiUi the

Predator's ability to zoom in on targets, the Speargun affords excel-

lent long-range sniping ability.

Pistol: This is an excellent short-range weapon; a single shot often will

dispatch your prey in single-player episodes, and a few shots usually

do the trick in multiplayer. Its spheres explode when they hit some-
thing, causing splash damage within a small radius, which you need to

watch out for.

Plasmacaster (Shoulder Cannon); This is a potent and versatile

weapon. Tap the Fire/Primary button to fire a quick shot; these deal

moderate damage and consume a relatively small amount of energy,

but won't kill most enemies. Charge It up for a high-powered shot,

which will kill just about anything outright. Either hold down the pri-

mary-fire button and let it go, or first hold down the secondary-fire

button for a while, let it go, and then press the primary-fire button.

On a full Field Charge, you can fire either 25 quick shots or five to six

fully charged high-powered shots. In certain vision modes, the

Plasmacaster will autoaim for you. Using it won't drop your cloak, so

it's a great stealth weapon.

Disc; This is an extremely potent weapon, capable of killing just about

anything in one shot It's also a unique weapon, since you get only

one. After tossing it, you have to make sure to snag it back, if it's lost,

that's H. Like the Plasmacaster, the Disc lod(s onto a target if you're in

the correct vision mode; it will also track Hs target after autoaiming, .

so it has an even better chance of hitting.

The Jungle...

It lust Came Alive

and Teok Him

F
irst of all, Predators

can cloak. This ren-

ders them partially

invisible to Marines,

although movement tends

to give away a cloaked

Predator. While cloaking is

highly effective against

humans. Aliens can see

through it, so it’s useless

against them.
With their high durabili-

ty, Predators can fall from
great heights without sus-

taining damage.
Finally, when you

encounter enemy
Predators in single-player,

they can self-destruct.

They crouch as they try to

do this. When this hap-

pens, finish them off.

^ mm
BACK-STABBING BUFFOON I

If you need to use the

Wristblades, make sure

your hits count I

A HIT IN THE DARK Be like the

classic Predator and use your

shoulder cannon while cloaked

for maximum effect

Predator Hunting Tools

,
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How to Create a Truly Custom League—in Spite of the Program

Higli Heat Basebal 2000
by Rob "Kenesaw Mountain" Coffey

A
s great a game as it is, HIGH HEAT BASEBALL 2000

(HH2K) has one glaring omission: a real custom*

league utility. Later versions of the game may
include one, but while you're waiting there Is a

way you can get around this omission. All you need to do|

to draft a league of superstars and play against your

buddies is the willingness of some dedicated wonk to do

the extra work. As the dedicated COW wonk, let me tell

you how it's done.

Bench Warmers R Us
Ovetcompensating after enduring a lifetime of being picked last for any sort of

sport, the CGtV edit staff held its first annual baseball draft on April 23. The
level of preparation for this auspicious occasion ran the gamut from sports edi-

tor Jeff Green's totally wringing it to the creepy, "my w?hoIe life has been build-

ing up to this moment" style of one obsessed fan (bet you'll never guess who).

Roger Clemens was the first player to go and set the primarily pitching-cen-

tric tone of the first round. While there were a few surprises in the later rounds

(Adrian Beltre? Who the hell picks Adrian Beltre?), pretty much every manager
ended up with a team of superstars. League play was slated to begin after a

week of preseason games intended to let managers toy with lineups and pitch-

ing rotations (and to teach Denny Atkin the rules). Vainglorious geeks to a man,

we can be counted on to keep you updated on how our league progresses.

To set up a custom league you're going to have to

make a few concessions. (And we're not talking snack

bars here.) First unless you have at least 14 players,

you'll have to accept that you'll be simulating some

games against computer<ontrolied clubs. Secondly, you'll

need at least nine human owner-managers. Finally, since

you can’t exclude any team from the draft (including

those CPU-controlled clubs), you won't be able to use

HH2K's draft utility for your draft You'll have to record

everyUting on paper first

Since HH2K doesn't schedule interleague games in sea-

sons of fewer than 162 games, the key to ensuring the

greatest number of human-versus-human games is to

dump all your managers into the same league and play

either an 81- or 16-game season. WiUi nine human partic-

ipants, for example, you'd use the AL and put three teams

in each division, leaving five "shadow” Al teams scat-

tered throughout Uie league (games against these teams

are simulated). With 10 players, you might want to drop

them into the two ^e-team dhrisions, making the West a

shadow division. The drawback here is that HH2K's play-

off tree will select at least one team from the shadow

division. So you'll have to play your postseason as exhibi-

tion games and keep track of wins and losses yourself.

Hold your draft the old-fashioned way, with pen and

paper, requiring managers to record each pick on a sheet

of paper. Once tite draft is over, the commissioner col-

lects the rosters and goes home for the real work.

The Tough Part
After starting a new league,

the commissioner sets each team

In both leagues to human con-

trol. since you don't want the

computer drafting all the best

players. The draft is then started,

with the dedicated wonk dutiful-

ly placing the appropriate play-

ers into each team. For the shad-

ow teams, you can simply dump
anyone onto those rosters; how-

ever, K you have shadow teams

in your league, a little effort to

assign the worst players to those

squads isn't a bad thing, since

you want the simmed games to

be a wash for all the players.

Save your season and take a

well-deserved break.

After the draft, there are

bound to be errors, with players

placed on the wrong teams. Use

the trade utility to move players

to the proper teams. Save your

season one more time and

you're ready for opening day.

Play ball!

wwiv.computergaming.com

GUESS PITCHDESIGNATED HIITEfi

COHPUIER TRADES

AUTOREPUYSD AUTO-HANAGE MINOR LEAGUERS

DIFFICULTYDRAFT OruiER

DRAFT DAY Make sure you've selected all the options

you want prior to starting your draft. There’s nothing

worse than discovering you're using the wrong roster

set a couple of hours into the job.

Important Notes
You must select Save

Box Scores prior to your
draft if you want to view
box scores after games.

Atlanta Brave Kerry
Ligtenberg is listed as
Terry Lyte, and the New
York Mets' Rick Reed is

listed as Rick Rhodes.
Their stats, if not their

names, are correct.

In an oversight, Greg
Swindell is not included
on the '98 roster list.

See the Review

180 ISSUE • 4.5 STARS
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A) In just under a

year's time, this city

has grown substan-

tially, as has its

hunger for power.

Notice how the

funding has kept up

with city develop-

ment, with income

still exceeding

expenditures.

B) One way to get

around traffic con-

gestion and reduce

automotive emis-

sions is to build a

mass-transit system.

Lay tracks parallel

to the most heavily

traveled routes,

placing train sta-

tions at regular

intervals within

walking range of

each zone.

C) Even though it's expensive to hook up existing road nets and

power plants to outside areas, the long-term benefit will more than

offset the initial cost.

D) Coal- and oil-based power plants are notoriously bad for your

city's environment. So place these power plants along the edges of

the map so that at least half of their pollution "drifts" into a neigh-

territory.

Heroes of Minht and Manic 111

During play, press -:b and then enter any of the following:

Effect

Hero gains a level

. . . .gain all structures

. . . .instant loss

. . . .instant win

. . . .brighten screen

. . . .selected Hero get all spells and 999 spell points

Type in one of the following

names during the game for a

little fun (and some inside jokes

from the game's designer);

...guest photographer enters the game

...happiness inaeases for all guests

...guest artist enters the game

GAMERS EDGE

Madden 99 .

If you're going into gridiron with-

drawal, these cheats should keep you 1 ®
•.

happy until MADDEN 2000 ships in a I ^ ’

few months. Type in any of the fol- 9
lowing cheats during play;

afcbesi AFC all-stars

hellbottoms all-'70s team

; bestnfc NFC all-stars

V boom Madden 98 team

; dogpound99 Cleveland stadium

eastadiums EA stadium

forrent Astrodome

gearguys NFL equipment team

;• hereandnow all-'90s team

imtheman stats leaders

- inthegame EA sports team

notafish old Miami stadium

i'j ourhouse Tiburon stadium

f peacelove all-'60s team

;
sombrero old Tampa Bay stadium

stickem old Oakland stadium

thehogs RFK stadium

% throwback NFL 75th anniversary team

'i turkeyleg MADDEN all-time greats

I welcomeback '99 Cleveland Browns

I
Deer Hunter II

^ Weather Cheats—Type these in during play:

•

I

I I» |i|i jii i'l

dh2blizzard cycles through weather more quickly

dh2 li9htning lightning

^ dh2rain rainy weather

j; dh2snow snowy weather

y dh2thunder thunder

II dh2weatherstop stops rain or snow

Weapon/Carnage Cheats—Type these in during play;

: dh2baddream slow bullets

.1 dhZbandolier never have to reload

^ dh2bulletcam camera follows bullets

I
dh2deadeye bullet's-eye view (camera follows fired bullets)

I
dh2ffidayl3 more blood when a deer is shot

dh2magicbullet bullet travels straight with camera

^ dh2showsights show weapon's sight status

dh2swig reduces weapon wobble

Army Men 2 ^
Enter message mode by pressing \

and then type Iwhen all else fails...

if (including the ...) to enable cheat S'

'

ft mode. Finally, enter one of the codes

below to activate a cheat.

Ismorfs blue uniform

^ Imetal sheeting gray uniform

’-I
Ishtinkwrap tan uniform

Ipooper scooper minesweeper

i Isantini invincible

1;- !i give up .restart level

i;^ Inight of the walking dead .enemies turn into zombies

^
Ininja arts sarge has stealth ability and is faster

Iphoenix! flaming man
'surprise party a lot of enemies appear from nowhere

^ larmageddon calls for massive air strike

Idoctor doctor full health

1; Ispidey senses tingling see all enemies on the map
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Interplay (Action)

Release; 6/99

PC CD

CXN30S3CI

[, PC: SPORTS

MSNFLFei/erSOOO 09/99

PBA Bowling 2 )Cl/n

PGA Championship Golf OS/99

RcKyMlnTrphyHntra 08^
Sports Car GT 04/99

TNM Eilieme Drag Racing 06/99

Tnns-Am Racily 68-72 0&99

Tuple Play 2000 04/99

World Champ Boxing Mgr 09/99

$39 99

$1999

$39.99

$35.99

$29.99

$29 99

$44 99

$18.99

$34 99

$19.99

$28.99

$44.99

$29 99

$48.99

$18.99

$46.99

$46.99

$44 99

$44 99

$45,99

$47 99

$35 99

$26 99

$18.99

$37.99

$19.99

$4299

$3999

$44 99

HNT BOOl^
Alien Vs Preflaior 05/99

Baldui s Gale 01/99

Braveheart 07/99

C&C2 06/99

C&C2;TibetiaiiSiinUG 06/99

Caesars 11/98

OaiUUna 08/99

Descent 3 05/99

Diablo 2 08/99

Orakan 06/99

EveiQuest Oil Guide 04/99

Gabriel Knlghl 3 08/99

Heroes M8U 3 03/99

Homeworld 06/99

Kingpin; LileCtinis 05/99

Lands ol Lore 3 03/99

Mechwarrior3 06/99

Mighl&Magicr 05/99

Prince ol Persia 3D 09/99

Phanlom Menace OS/99

Railroad Tycootr 2 12/98

Revtnanl 07/99

SimCity 3000 01/99

Star Trek Birth fed 05/99

Toiai Annhitn Kingdoms 07/99

Ultima 9: Ascension 07/99

UniealTouinamem 06.99

Warzone2100 04/99

X-Wing Alliance 0599

1
$17 99

$17.99

$16.99

$17.99

$17 99

$1699

$17.99

$1799

$17,99

$16.99

$16.99

$17.99

$16.99

$17.99

$17.99

$16.99

$1799

$16.99

$12.99

$19.99

$16.99

$17.99

$16.99

$17.99

$17.99

$16.99

CHIPS&BITSINC. New Releases!
POB 234 DEPT 11160

Miglit i Magic Vll PC

nnPHFnTiiR irrna7fi7
PCanicm Menaca PC $44.99

INT^80“3V"X8027B^^^^

COMPUTER GAMES: ACTION jr COMPUTER GAMES: ADVENTURE

lOih Pianei

Alien Vs Piedaloi

Amen" The Afrakening

Baiue/one 2

Benealli

08/99 $48.99

OS«) $42 99

0899 $48 99

10.99 $48 99

Daika

09,99 $38.99

Abe's Exodus 1298 $39 99

/ksgham The Dragon Slyi 03/99 $39 99

Badlands 09/99 $48.99

Blackslane Chroncles 11/98 $19.99

Curse ol Monkey Island 11/97 $19.99

Jack Orlando

Journeyman Protect 2

K08:Mask ol Elernity

Delta Force 2

Desceni 3

Descenl freespace 2

Drakan

Duke Hukem Forever

111 Life

Hall Lile: Oppsing Fro

Heavy Gear 2

Hired Guns

Interstate 82

Kingpm Lile Crime

MDK2
Max Payne

Messiah

Mldtown Madness

Mortyr

Navy SEALS

Quake 2

Quake 3 Arena

Rainbow 6: Eagle Watch

Requiem

Rogue Spear

0699 $43 9

0795 $29 9

1298 $29.9

0699 $39.9

0699 $39 9

0899 $42 9

0999 $46 9

0999 $39.9

0999 $45 9

0999 $45!

0899 $43!

9 $36.!

1 $29.'

09.'99 $44 99

06/99 $24.99 GotkyU 09/99 $44 99

Unreal 2 1099 $44.99 Grim Fandango 10/98 $29.99

Unreal Level Pack 06/99 $24.99 Gruesome CasUe 0399 $47.99

Unreal Mega Pak 0899 $47 99 Hype: Time Quest 0999 $39.99

Unreal Tournament 06/99 $36.99 Indy Jones InIrnI Mchne 0999 $48 99

1299 $49.99 Tomb Raider 2 Gold

1297 $24.99

09,99 $48 99

0199 $1999

0499 $3999

Id-On 09/99 $24.99 Inheient Evil 2 0699 $19.99

SlarTik Vygr Elite Frc

SltTrk SFASlioeCmnid

Tender Loving Care

Tome Trouble

Wheel olTime

Wild Wild West

1298 $29.!

03/99 $35.!

0599 $42.1

12/98 $29.1

0699 $38!

0598 $19.1

0999 $29.1

0699 $38!

09/99 $47!

1199 $48!

1199 $44!

0699 $12!

0499 $24'

09/99 534!

0799 $44!

11/99 $42'

COMPUTER GAMES: SIMULATION
1943 Euro Air V/ar 1198

3D Ultra RC Racing 1099

A-10Waflhog 0799

Apache Havoc 04/99

B-17 Flying Fortress 2 1199

Babylon S Space Combat 09/99

Confirmed Kill 0999

Curse Youl Red Baron 0699

Deep Fighter 0999

Desert Fighters 1099

f-16AQressat 0499

F-22 Lightning 3 0599

f/A-iaE Super Hornel 1099

FI '98 0599

FLYI 0699

Falcon 4.0 vr. Binder 1298

Falcon 4.0. MIG 29 0999

FlghlerAce2 1199

FliQhl Unlimile3 3 1099

Flying Nightmares 2 03/00

Fighter Squadron 0399

GP500 0999

GorkaMorka 0999

Grand Ptix Legends 1098

Gunship 3 0999

Independence War 2 1199

Independence War Dix 0699

Jane's USAF 0999

Team Altigaloi 1299

is 24 Hours 06/99

nk Platoon III 04/00

Teen Alligator

•and Prix Reg 2 0599

ihieiCommnd 09/99

peed 4 06/99

laas Racing 2 05/99

miila One Rcng 08/99

0 0999

9 $48.99

9 $69.99

9 $3999

06/99

$45 99

$3999

$39.99

06/99

SS NASCAR Legends

Silent Hunlei 2

Skydive!

Spearhead Exp Pack

Slarslege

SupeibikeWrIdChmp 03/99

SU,27 flanker 2 11/99

Test Drives

Test Drive Cycles

Test Drive Le Mans

Test Drive Oil Road

Test Drive Rally

'MECH WARRIOR 3' Isl-person

Y/ilh cockpit, Head-Up

outside view option.

Mectis can carry up to 10

firing individually or

jrouping them. Training, Single-

Single Scenarios, &
Multiplayer Modes. LAN or

modem, supporting up to 8 play-

ers. Choose all-out solo war or

split into two teams that tight each

ither.

Vlicroprose (Simulation)

On 02A)0 $29,99 Thrust, Twisi 8 Turn 09/99 $44.!

06/99 $33.99 Total Adrenaline. Dig Rcng 09/99 $19!

09/99 $44,99 V-Rally 09/99 $44.!

12/99 $48.99 WWIIFighters 11/98 $39'

12/99 $46.99 Wing Comm 5: Plophcy 12/97 $19.'

09/99 $44.99 World War 09/99 $44.'

I 12/99 $46.99 X-Com Inleicoptor 06/98 $9.'

10/99 $37.99 K-Winq Alliance 03/99 $45.'

COMPUTER GAMES: HARDWARE

SONY PLAYSTATION
AceCombaia 09,'99 $46 99

Alien Resurieclion 06/99 $44.99

Army MentSaige's Heroes08/99 $,1299

Clock Tower 2 06/99 $39.99

Colony Wats 3 Red Sun 03/00 $42.99

Cool Boarders 4 11/99 $42 99

Crusaders Might Magic 08/99 $46 9!

09/99 $39 99

09/99 $42 99

08/99 $59 99

09/99 $42,9

07/99 $46.!;

10/99 544 99

Echo Nighl

FIFA Soccer 2000

Final Fantasy 8

Gran Turismo 2

Grand Theli Auio 2

Jade Cocoon

Knonkput Kings 2000

Legacy Kain Soul Roavr 05/99 $49 99

Lunar Silver SlaiSlory 05/99 $59 99

Madden Football 2000 10/99 944.99

Moil Gear Solid VR Miss 10/99 $39.99

Mission Impossible 09/99 S44 99

Mon.Kombat Spec forces 11/99 $48 99

NASCAR 2000 11/99 $42 99

NBALive2DD0 11/99 $44,99

NCAA Football 2000 03'39 SI4 99

NCAAGameBreaker200009/99 $4299

NFL Blitz 2000 08/99 y4.99

NHL Hockey 2000 ia‘99 $44 99

Need Speed 5 Motor City 10/99 $44 99

Omega Boosl 07/99 $44 99

PSX Dual Analog Conli 05/98 $29 99

PSXSysicm 06'3B$I2999

Point Blank 2 wrGun 05/99 $56 99

H4:Hidoe Racer Type! 05/99 $42.99

$44.99

$46.99

$51.99

$46 99

$41.99

$48 99

$44.99

$44.99

$42.99

$46.99

$42.99

vil 3 Nemesis 07/99 S

ur 07/99 S

cr Alpha 3 05/99 S

2 08/99 $

SS 2000 07/99 S

Raider DikRevlln 09/99 S

row Never Dies 08/99 $

dMetaU 11/99$

to 8 2 Ollanse

NINTENDO 64

Coni rollers

CHFIBFighlerslIck 11/96

CH Flight Sim Yoke USB 03/99

CH Geme Card 3 Auto 02/91

CH Jane's Combi Stek 07/97

CH Joystick Switchbox 12/97

CH Pro ThroHlB 03fl6

Gravis Xtrmnli Gme Pd 07/98

Gravs PC GniPd Pro USB 03/99

InleraclFXFFRcngWhl 03^9

Llech WM Gaming Mouse 05/99

Llech WingMan Free Jstk 10/98

MSSWndrFStlProPad 10/98

MS Sidewinder FFWhl 10/98;

MSSideWndrOualSirkr 09/99

MS SWndr Game Pad Pro 09/99

PDPI L4 Dig Game Caid 12/98

Quickshol Mslt Pilt Val 03/98

SailekCybrgSDJstk USB 12/98

Sailek PC Dash

Saitek R4 Frc Fdbk Wl 11/98SI69.!

Saitek X-3G Com Sys 05/98 $1 07

1

FMAIIackThroUlc 04/98 $49'

TM Elite Ruddi Pedals 03/98 $65.!

THF22PIO 10/96S129!

$43 99

$29.99

$37.99

$48 99

$48.99

$49.99

$59.99

$55.99

$49.99

Comm.ind S Conquer 08/99 $54.99

DonkeyKOha64 11/99 $6299

Goemon's Great Adv. 08/99 $56.99

Jel Force Gemini 08/99 $54.99

Ken Giifley BB 2 05/99 $54.99

Legend Of Zclda 11/98 $49.99

Mario Golf 64 09/99 $54.99

N64 Conliollei Blue 10/96 $26.99

N64 Syslem Purple M/98$13999

NFL0BCIub2000 11/99 $66.99

PeitenlOaik 12/99 $62 99

PokemonSnap 07/99 $54 99

Star Wars Racer 05/99 $62.99

Top Gear Rally 2 09/99 $59.99

TuiokDinoHuolerO 12/99 $66 99

DREAMCAST
|

PC:BUNDLES
Blue Stinger 09^9 $46.99

Oreamoasi System 09/99$l99.99

Dreamcast Visual Memory09/99 $39.99

HDuseofDead2w/Gun 09/99 $66.99

09/99 S49.S9

09/99 $49.99

09,99 $46 99

NFL Blitz 2000

Powei Slone

Sega Rally Champion

Some Ad-venture

Soul Calibur

Virtua Fighters

09.99 $49.99

CplIectipnS

Baltlegrnd: Coll 1oi2 ea

Conquer the World

Dark Stde Moon w/Book

Die Hard Trilogy 2

Family Game Pack 2

Forgettn Rims Archv2

Longbov/ Anthology

Op Art War Elite Ed

Realms Aikania Tril

Staicratt BUI Chest

Slaisiega Battle CliesI

West front. Elite Eddn

05/97 $32.!

0199 $37.'

1097 $19!

0599 $38!

11/99 $44!

0999 $39 !

0898 $37.9

0599 $44 9

1097 $12.9

1298 $49.9

1199 $599

0799 $44 9



Hot Deals!
Imperialism 2 PC $29.99

Half-Life PC $29.99

Tales of Sword Coast PC $19.99

Leoend ofZelda 64 H64 $49.99

www.chipsbits.com

or call 1-800-699-4263
Source Code 11160

COMPUTER GAMES; STRATEGY

i Errpires Rnl Conqst 07/9B

iol Empires 2 Vi'9i

eo1 Empires Gold Ed W/99

iotEmprs CngstAges 10/9S

E ol Empts RiseFIme 11/96

e si Wonders 06/99

egidnce 11/99

Ida Ceniatiri 02/99

rnlCnasl GldnRce OS/99

Dies of Armageddon 09/99

noted Moon 02/93

ny Men 05/90

TiyMen2 03/99

nyMena 11/99

ny Men Air Anaclr 09/99

1$ S Allies 09/98

is & Allies Iron Bill/ 11/99

518.99

$40.99

$39.99

02/99

$29.99

lec 09/99 $44.99

Rle:iSEr3000ADV2 12/98 $17.99

Csloniulion W9S

Commandos 09/98

Conquest 09/99

Conquest New World 2 11/99

Conquest: Frntr Wars 06/99

Creatures 2 09/98

Creatures 2 Deluxe 03/99

Ctealutes3 10/99

Creatures Life Kit I 0t/9S

Crusaders of Mighi&Mgc 11/99

Cuttdroats 08/99

Dark Reign 2 09/99

Dark Reign MP 1 04/98

Dark Reign MP 2 07/98

Deadlock 2 03/98

Diplomacy 11/99

Disciples: Sacred Lands 05/99

Dominant Species 10/98

Dominion Storm 06/98

$19.99

$29 99

$46.99

$48.99

$48.99

$35 99

$38 99

$37.99

$14.99

$44 99

$3999

$48.99

$1999

$26.99

$19.99

$46.99

Force Commander 11/99 $

FteeLancet 12/99 $

Galrlean Conllicl 02/99 S

Gangsters 12/98 S

Global Domination 11/96 $

Hatdwar 08/93 S

HeioMM3:ArmgdnBld 12/99 S

Heroes M&M 2 Gold 12/93 $

dims

'AGE OF EMPIRES Il'Proceed

from Ifie Dark Ages to the fueda!,

Castle, & Gunpowder Ages In 13

clvlli 2al[ons. Create tormatlons &

garrison units, and choose direc-

tions. Board & capture ships, and

choose unit hshavlor with multi-

ple aggreslon levels. Includes ran-

dom maps, campaigns, S scenar-

ios. Separate economic & military

diplomacy.

Mlcrosofl {Strategy)

Release: 9/99

PC CD

tllBCruiSir 3020AD 06/99

aveheart 03/99

iC2:TiberianSun 06/99

C Gold Bundle 11/98

IC Red Alert Arsnl 12/98

iC Worldwide Warfte 12^8

esara 10/98

esar3E>oPck 10/99

/OMulIiptayerQold Ed 12/98

/2Te$io1Tirre 06/99

wan Call Pwr Miss 11/99

wlM Call 10 POHI 04/99

nmndos Bynd Call Duty 04/99

Dune 2000

Dungeon Keeper 2

Dungeon Keeper Gold

Eann2i5D

Emergency

Emergency Room 2

Empire ofihe Anis

Enuepreneur CorpExp

Evolulion

Extreme Tactics

Final Counldown

Fleet Command

Force 21

09/93 $19.99

06/99 $39.99

04/98 $19.99

09/99 $44.99

09/98 $19.99

03/99 $29.99

02/99 $42.99

04/99 $24.99

01/98 $29.99

10/98 $48.99

04/99 $44.99

05/99 $38 99

07/99 $45.99

Hollywood Mogul v2.5 12/97$:

Homeworld 06/99 $

Imperialism 2 04.'99 Si

lmpeiiumGalacliC3 2 09/99 $

Incubalion.Wildeiness 05/98 $

Industry Giant 04/98 $

Jagged Alliance 2 10/99 $

KKND2 10/98 S.

Knigfiis & Mercfiants 10/98 $

Legend ol the Five Rings 12/99 $

LEGO Rock Raiders 09/99 $

Ldids of Magic SE 11/98 $

Magic & Mayhem g5/99 $

Magic Ihe Gathering Gold 10/99 $

Malesty 05/99 $

Malkail 04/99 $

MAX 2 06/98 S

McchCommander 07/98 $

MecliComniander 2 10/99 6
MechComrnndr Exp Pek 06/99 $:

Monopolleallon 09/99 S

MTG Duels of Plncswlkr 02/93 S

Myth2vl.) 01/99 $

O.R.B. 11/99 S

OrcsiRevengeolAnclenl 09/99 $

Populous 3 11/98 $

Piolitanla Deluxe 03/99 S

Railroad Tycoon 2 11/98 $

RR Tycoon 2 2ndCeniry 05/99 $:

Rebellion 03/98 $

Rebellion W/StratGde 01/99 $

Ri$k2 11/99 $

Rival Realms 07/99 $

RohoRumble 12/98 $

Roller Coaslet Tycoon 03/99 $

RRTycn 2: 2nd Century 05/99 $

Sentinel Reluins 10/98 $

Settlers 3 11/98 $

Setlleis 3 Mission 04/99 $

TA: Kingdoms PC $42.99

Planescapa Torment PC $44.99

Seven Kingdoms II PC $39.99

Final Fantasy VIII PSX $59.99

ROLE PLAYING BOARD GAMES

COMPUTER GAMES; ROLEPLAYING COMPUTER GAMES: WAR

Mrs Gale: Tale Swi0CsiO5/99

lUurGalew/EPI 08/99

Uur'sGaie 12/98

$29.99

$48,99

$48.99

$19 99

08/99 $48.99

12/98 $39 99

06/99 $43,99

06/99 $42.99

06/99 $39.99

11/99 $48.99

1099 $48.99

ibio 2 Expnsn Pek 12/99 $29 99

Rage Mages 2.Necromncr 03/99

RevenanI 0899

SeplerraCoie 1099

Shatiered Lighi w/6ook 04/99

Silver 05/99

Swords & Sorcery 09/99

Throne ol Darkness 1 1/99

Uhima 9 Ascension 07/99

Uilima Online: 2nd Age 1198

Vampire: The Masquerade 11/99

Werewoll: Apocalypse 12/99

Wmrdrye 06/99

lOlsiTuihorne Normandy

Aide do Camp 2

Bailie ol Bnlam

BanlgrndS.Chickmgua

Bomhing me Reich

Civil War Generals 3

Close Combai 2

Close ComhalS

Cmpgns Amer Civil War

Combat Command 2

Combat Mission

Combat: Operation VicI

$1999

01/98 $44.99

0399 $39 99

0199 $44.99

11/99 $55.99

1099 $43.99

1197 519.99

01/99 $40.99

10/99 $55.99

09/99 $29 99

0699 $45.99

0599 $13.99

O-Oay Amer Invades

East Front 2

Figbthing Steel

Great Bailies Caesar

Guts Glory: BtllScly

Hidden S Dengerous

es45

0995 $29.99

0499 S44.99

0699 $49.99

0398 $29.99

0999 $29.99

0799 $44.99

0999 $44.99

05/99 $29 99

0798 $32.99

07/99 $42.99

0299 $39.99

AD&DDungeon Master Gd 02/95

AD$D Players Handbook 0295

CallotCtfiulhuSthEd. 0790

OeadlandsRulebook 1097

Earlhdawn 0695

GURPS Rutebook 0295

Heavy Gear 0895

Heroes Unlimited 2nd Ed. 02/98

Jovian Chronicles 04/98

MERP2Soflcover 1095

Mage 2nd Ed. 02/95

Marvel Super Heroes 0998

Pendragon 4th Ed 0595

Rtlls 0695

Roboiech 0495

Shadowrun 3rd Edmon 10/98

SlarWars Revised 0197

Tribes 1098

Tilnity 03/98

Vampire 3id Edition 10/98

Werewolf 02/95

$23.99

$28.99

$24.99

$27.99

$17.99

$22.99

Advanced Civilization

Airlines 2

Axis & Allies

Baiiietech 4in Ed.

Deluxe Diplomacy

Gettysburg 3 Days July

Hanniba

$21.99

$24.99

$19 99

$28.99

$21.99

$19.99

$21 99

$11.99

$28 99

$27.99

Harpoon BoxSei

Knightmare Chess 2

Lionhean

Guests ol Round Table

Rail Baron

Republic oIRome

Risk

$26 99

$27 99

$24 99

Samurai Swords

Scrabble Dli

Settlers ol Caun

Victory

Waihammer 4DK

Welh

n Ships Ire

12/94 $31.99

03/99 $34.99

n/94 $4599

12/94 $21.99

12/94 $49.99

05/96 $39 99

03/96 $34 99

n/96 $45 99

06/98 $13.99

10/97 $35.99

02/99 $1999

12/94 $29.99

12/94 $36.99

03/96 $34 99

04/97 $46.99

08/97 $49.99

11/96 $32.99

05«9 $34 99

11/94 $69.99

12/94 $34,99

I2fl4 $21.99

8 $29.99

Go to #068 @ www.computerqaminq.com/lnfoHrrk

‘30 NAVAL BAHLES: FIGHTING

STEEL Re-creale the most spec-

tacular naval gunnery battles ot

WWII Irom 1939-1942. Command
ships or several divisions from Ihe

British, German, American and

Japanese fleets In real-lime

action! Combat lakes place In a

true 3-D world. All ships are tully

rendered and textured 3-0 mod-

els, providing a high level of detail

and extreme realism.

MIndscape (Sintulallon)

Release: 7/99

PC CD

'DARKSTONE' You must bring

together 7 Magic Crystals to

empower the mystical Orb and

conquer Orakk. Features simulta-

neous control ol 2 characters,

over 30 levels with 1 ,000s ol pos-

sible quests, dozens ol weapons

& spells, males & females from 4

classes (Warrior, Thiel, Magician,

Priest), over 80 enemies, and net-

work & Internet play. Compatible

with all D3D boards.

GOD (Rolaplaying)



E
ach month, 2,000 CGW subscribers are selected at random to rate 1 00 computer games. The results of that poll are combined

with the results of previous months to yield a cumulative average for the best plays in gaming. If you receive a ballot, please

return it with your ratings so that other gamers and game publishers can benefit from your feedback.

TOP ACTION GAMES
r 1

1
2'

2

Half-Life Sierra 9.19 5

Jedi Knight: Dark Forces II LucasAru 8.43 4.5

i Quake II Activision 8.40 4.5

4 Quake Pack 1 : Armagon id Sofiware/Riiual 8.39 4.5

5 Quake Pack 2: Dissolution id Software/Rogue 8.38 5

6 Thief: The Dark Project Eidos 8.32 4.5

7 Jedi Knight: Mysteries of the Sith LucasAns 8.23 4

y — Resident Evil 2 Cspcom 3.22 3.5

9 Rainbow 6 Eaglewatch Red Storm 8.12 4.5

1
Id Shogo: Mobile Armor DivisionMonolith 8.10 3.5

i TOP ADVENTURE GAMES
Grim Fandango LucasAns 8.70 4.5

I 2 Curse of Monkey Island LucasAns 8.16 5

i Sanitarium ASC Games 7.81 4.5

4 Twinsen's Odyssey Activision 7.59 5

5 Zork; Grand Inquisitor Activision 7.57 UIR

fa Blade Runner Viigin/Westwood 7.49 4.5

/ Last Express Red Orb 7.37 4.5

8 King's Quest: Mask of Eternity Sierra 7,20 4

9 Tex Murphy: Overseer Access 7.15 3

1U Black Dahlia Interplay 7.08 3

TOP CLASSIC/PUZZLE GAMES TOP SIMULATION/SPACE COMBAT

1 1 — You Don't Know Jack: The Ride Berkeley Systems 8,33 4.5

r ^ You Don't Know Jack 3 Berkeley Systems 7,92 4

3 Smart Games Challenge 2 Smart Games Inc, 7,86 5

4 Smart Games Challenge 3 Sman Games/Hasbro 7,84 4

5 You Don't Know Jack Movies Berkeley Systems 7,83 4.5

fa Worms 2 MIcroRrose 7.76 4

7 You Don't Know Jack TV Berkeley Systems 7.64 2,5

8 Shanghai Dynasty Activision 7.26 3

9 Lose Your Marbles SegaSoli 6.62 4.5

10 Creatures II Mindscape/Matiel 6.56 2,5

1
TOP SPORTS/RACING GAMES

1 1 NHL Hockey 99 EASpons 9.04 5

I

^ Links LS 1999 Access Soltware 8.92 4.5

3 FIFA 99 EA Spons 8.80 4.5

4 NHL 98 EASpons 8.52 4

b World Cup 98 EA Spons 8.44 4.5

6 FIFA Road to World Cup 98 EA Sports 8.31 4.5

7 Need for Speed III EA 8.29 5

8 — Viper Sierra Spons 8.26 N/R

9 NBA Live 98 EASpons 8.15 4.5

1U Motocross Madness Microsoft 8.04 4.5

B ^ 1 Wing Commander; Prophecy Gold Origin 8.42 4

Longbow 2 EA/Jane's 8,37 5

3 Wing Commander: Prophecy Origin 8.23 4.5

1

— European Air War MicroProse 8.23 4

5 3 Falcon 4,0 MicroPtose/Hasbro 8.10 3.5

6 fa F-15 EA/Ofigin 8.09 4.5

7 1U Freespace: Silent Threat Interplay 7.97 3

8 — Starsiege Tribes Srerta 7.95 4 5

9 7 WWII Fighters EAdane’s 7.82 4.5

id 9 Independence War Infogrames 7.64 5

[ TOP STRATEGY GAMES
1 1 1 StarCraft: Brood War Blizzard 9.32 5

1

^ 2 Heroes li: Price of Loyalty 300/New World 8.85 5

3 3 StarCraft Blizzard 8.76 5

4 4 Total Annihilation: Core Contingency Cavedog 8.73 4.5

5 b Total Annihilation: Battle Tactics Cavedog 8.55 3.5

6 — Heroes of Might & Magic III 31)6 6.41 4 5

7 / Total Annihilation GT Interactive 8.17 4.5

1

— 9 Age of Empires: Rise of Rome Microsoft 8,17 4

9 8 Red Alert: Counterstrike VirginAArestwood 8.07 4

1

6 SimCity 3000 Maxis/EA 8.05 4

1 TOP ROLE-PLAYING GAMES
J 1 1 Baldur's Gate interplay 8.74 4

ad 2 2 Might and Magic VI 3D07NewWorld 8.69 4.5

3 4 Fallout 2 Interplay 8.28 4

4 3 Fallout Interplay 8.24 4,5

b b Final Fantasy VII EidoVSquaresolt 7.93 4

6 6 Hellfire Sierra 7,80 4

7 / Return to Krondor Sierra Studios 6,95 2.5

8 9 Shadows Over Rrva sir-Tech 6.60 N/R

9 10 Lands of Lore II Westwood 6.16 N/R

10 — Rage of Mages Munoliib 6.14 3

1 TOP WARGAMES
!| 1 1 Steel Panthers II Campaign Disk ssi 8.27 4.5

r ^ Panzer General M SSI 8.14 5

[
3 4 The Operational Art of War TalonSofi 8,13 4.5

1

^ West Front TalonSofi 8,11 4

5 Sid Meiers Gettysburg EA/Fiiaxis 7.94 4.5

6 6 Battleground: Napoleon in Russia TalonSoft 7,80 4.5

7 Battleground: Bull Run TalonSoft 7.79 4

8 — Close Combat III Atomic/Microsofi 7.68 3

9 8 People's General SSi 7.60 3

To 9 Great Battles of Julius Caesar Interactive Magic 7,39 4
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Games on unnumbered lines are tied with game on line above. = Top game of genre. Red = New Game, AD = Adventure, RP = Role-Playing, SI = Simulation/Space

Combat, ST = Strategy, WG = Wargame, AC = Aaion, SP = Sports, CP = Classic/Puzzle. Games are retired after two years and become eligible for the Hall of Fame.

1 5tarCraft: Brood War Blizzard ST 9.32 5 51 47 Rogue Squadron LucasArts AC 7.99 3,5

2 2 Half-Life Sierra AC 9,19 5 52 52 Quake II Pack: The Reckoning id Software/Activislon AC 7.98 3.5

3 4 NHL Hockey 99 EA Sports SP 9.04 5 53 56 Freespace: Silent Threat interplay SI 7.97 3

4 5 Links LS 1999 Access Software SP 8,92 4.5 54 49 Jack Nicklaus 5 Accolade SP 7,96 5

5 6 Heroes II: Price of Loyalty 3D0/New World ST 8.85 5 55 - Starsiegc Tribes Sierra SI 7.95 4,5

6 3 FIFA 99 EA Sports • SP 8.80 4.5 56 53 Sid Meier's Gettysburg EA/Flraxi$ WG 7.94 4.5

7 7 StarCraft Blizzard ST 8.76 5 57 50 Final Fantasy VII Eidos/Squaresoft RP 7.93 4

10 Baldur's Gate imerpla/ RP 8.74 4 58 55 You Don't Know Jack 3 Berkeley Systems CP 7.92 4

9 Total Annihilation: Core Contingency Cavedog ST 8.73 4.5 59 58 Age of Empires Mrcrosoft ST 7,89 4.5

10 8 Grim Fandango LucasArts AD 8.70 4.5 60 _ Front Office Football Solecismic Software SP 7 87 4,5

11 11 Might and Magic VI 300/New World RP 8.69 4,5 61 57 Smart Games Challenge 2 Sman Games/Hasbro CP 7,86 5

12 15 Total Annihilation: Battle Tactics Cavedog ST 8.SS 3.5 62 60 StarCraft: Insurrection Aztech New Media ST 7.85 3.5

13 12 NHL 98 EA sports SP 8,52 a 63 61 Smart Games Challenge 3 Smart Cames/Hasbro CP 7.84 4

14 14 World Cup 98 EA Sports SP 8.44 4.5 64 59 You Don't Know Jack Movies Berkeley Systems CP 7.83 4.5

15 16 Jedi Knight: Dark Forces II LucasArts AC 8.43 4.5 65 51 WWI! Fighters EA/Jane's SI 7.82 4.5

16 13 Wing Commander: Prophecy Gold Origin SI 8.42 4 66 68 Warhammer 40,000: Chaos Gate SSi ST 7.81 4

17 — Heroes of Might & Magic III 300 ST 8.41 4,5
- 45 NFL Blitz Midway SP 7.81 3.5

18 17 Quake II Activision AC 8.40 4.5
- 63 Sanitarium ASC Games AD 7,81 4.5

19 20 Quake Pack 1 : Armagon id Soltware/Rltua! AC 8.39 4.5 69 64 Battleground: Napoleon in Russia TalonSoft WG 7.80 4,5

20 21 Quake Pack 2: Dissolution id Software/ftogue AC 8.38 5
- 62 Hellfire Sierra RP 7,80 4

21 18 Longbow 2 EMane's SI 8.37 5 71 65 Battleground: Bull Run TalonSoft WG 7.79 4

22 _ You Don't Know Jack: The Ride Berkeley Systems CP 8 33 4,5 72 67 Worms 2 MicroProse CP 7.76 4

23 19 Thief: The Dark Project Eidos AC 8.32 4.5 73 70 Warlords III: Darklords Rising Red Orb/SSG ST 7.69 4,5

24 22 FIFA Road to World Cup 98 EA Sports SP 8.31 4.5 74 - Close Combat III AiDmic/Micrnolt WG 7.68 3

25 23 Need for Speed MI EA SP 8.29 5 75 69 Heretic II Activision AC 7.67 4.5

26 30 Fallout 2 Interplay RP 8.28 4 76 77 Caesar III Sierra ST 7.66 4.5

27 26 Steel Panthers II Campaign Disk SSI WG 8.27 4.5 77 71 Civilization II: Fantastic Worlds MicroProse ST 7.65 4

28 - Viper Sierra Sports SP 8.26 N/R 78 66 Independence War SI Ocean 7,64 5

29 24 Fallout Interplay RP 8.24 4,5
- 72 You Don't Know Jack TV Berkeley Systems CP 7.64 2.5

30 28 Jedi Knight: Mysteries of the Sith LucasArts AC 3.23 4 80 73 Moto Racer EA AC 7.63 4

_ 27 Wing Commander: Prophecy Origin SI 8.23 4.5 81 74 Descent: Freespace Interplay SI 7.61 4

— 31 European Air War MicroProse SI 8,23 4 82 76 F22 ADF Irfogremes/DID SI 7.60 4,5

33 - Resident Evil 2 Capcom AC 8.22 3.5
_ 79 People’s General SSI WG 7.60 3

34 33 Total Annihilation GT interactive ST 8,19 4.5 84 81 Diamond Mind Baseball 7.0 Diamond Mind SP 7.59 3.5

35 44 Age of Empires: Rise of Rome Miaosoft ST 8,17 4
- 79 Twinsen's Odyssey Activision AD 7.59 5

36 36 Curse of Monkey Island LucasArts AD 8.16 5 86 85 Battlezone Activision AC 7.58 S

37 34 NBA Live 98 EA Sports SP 8.15 4.5
- 77 Zork: Grand Inquisitor Activision AD 7.57 N/R

38 35 Panzer General II ssi WG 8,14 5 88 83 MechWarrior 2: Mercenaries Aaivision SI 7.56 4.5

39 40 The Operational Art of War TalonSoft WG 8.13 4.5 89 84 Fighters Anthology EA SI 7.55 3.5

40 37 Rainbow 6 Eaglewatch Red Storm AC 8,12 4.5 90 75 Madden NFL 99 EA Sports SP 7.54 4,5

41 29 West Front TalonSoft WG 8.11 4 91 82 Flight Unlimited 2 Looking Glass SI 7.51 4.5

42 38 Shogo: Mobile Armor Division Monolith AC 8.10 3.5 92 86 Blade Runner virginAVestwood AD 7.49 4.5

- 25 Falcon 4.0 MicroProse/Hasbro SI 8,10 3.5 93 90 Baseball Mogul infinite Monkey SP 7,48 4

44 38 F-15 EA/Oiigin SI 8.09 4.5 94 91 Triple Play 99 EA Sports SP 7.47 2.5

45 41 Unreal GT interactive AC 8.08 4 95 87 Tomb Raider II Eidos interactive AC 7,45 4

46 42 Red Alert: Counterstrike Vitgin/Wesiwood ST 8.07 4 96 91 MechCommander MicroProse ST 7.44 4

47 31 SimCity 3000 Maxis/EA ST 8.05 4 97 89 Dungeon Keeper Expansion EA/Builfrog ST 7.43 4,5

48 43 Motocross Madness Microsoft SP 8.04 4.5 98 93 Myth Burgie ST 7.41 4.5

49 45 Railroad Tycoon II Gathering of Developers ST 8.01 4.5 99 - Multiplayer Civilization 11 Gold MicroProse/Hasbro ST 7.40 3

50 48 Quake II Pack 2: Ground Zero Activision AC 8.00 3.5 10 — Delta Force Novalogic AC 7.39 4
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FreeAgency
Firaxis and SSG Make the Leap to New Publishers

A
bout two years

ago, I asked an

upper-level

MicroProse exec-

utive if he could

name the single

main reason that the once proud

company had become financially

and creatively strapped. With no

hesitation, he replied, "Lack of

experienced talent. In particular,

Sid and Brian both leaving hit us

really hard."

Sid Meier and Brian Reynolds

left, of course, to form a new com-

pany, Firaxis, with their fellow

MicroProse expatriate Jeff Briggs.

Since my conversation with that

MicroProse exec, Firaxis has

released the acclaimed SID MEIER'S

GETTYSBURG and SID MEIER'S

ALPHA CENTAURI. GETTYSBURG is

high on the sales charts, so it's

obvious that Meier and friends

made the right choice.

In the meantime, CIVILIZATION

—

which most gamers consider the

signature Sid Meier title—contin-

ued to exist primarily in the form

of add-on packs released by

MicroProse. The CIVILIZATION II

MULTIPLAYER GOLD version initially

sold well, and CiV ll:TEST OF TIME

is getting ready to ship as this

magazine nears deadline.

Nevertheless, there's no escaping

the fact that the CIVILIZATION II

engine is now three years old, and

it's starting to look shakier than

Cal Ripken Jr.'s injured back.

Ironically, the most new life

breathed into the CIV franchise

came from Activision, with its

CIVILIZATION; CALL TO POWER game

(see our review last issue).

Normally, Sid Meier doesn't go

back over old territory, preferring to

design and conquer new worlds.

Brian Reynolds (the designer of ClV

II), on the other hand, had seen

enough rehashes of classic CIV

games to convince him that it was

time to do a new version; the long-

awaited CIVILIZATION III. But how?.

There was no way that Electronic

Arts, with whom Firaxis released its

first two games, could get the CIV

license.

Enter Tony Parks, former head of

development at MicroProse when

the company was at its peak. Now
head honcho at Hasbro Interactive

(which owns MicroProse), Parks

saw the chance of a lifetime.

Although he told me that there

were times it looked doubtful the

deal would ever come off, after a

lot of negotiation Park signed

Firaxis to do CIVILIZATION III for

Hasbro, with the game likely to be

released in late 2000. (Firaxis will

still be doing sequels to SID

claims I couldn't see a high-profile

game running on any Mac in sight.

I was ready to move on to the

main exhibition hall, but I felt this

strange urge pulling me inexorably

toward the next door. Braving the

crush of well-meaning if confused

PR folks, I sprinted past the copies

of screensavers and innocuous

"family games," past the six-foot-

high tower of empty MYST boxes

(MYST redigitized for the new mil-

lennium. ..puh-leeze!) and emerged

into a new world.

SSI had one of the most stun-

ning booths at the show. Oh, sure,

the display included the usual sus-

pects like CHESSMA5TER 1,000,001

and CREATURES XIV, but the new
offerings showed that SSI/

Mindscape had pulled off a real

coup, stealing both SSG's REACH

FOR THE STARS and Atomic Games'

CLOSE COMBAT: BAHLE OF THE

Free Agents on the
Fringe

HPS Simulations recently won a

Phase II contract to do military

simulations for the U.S. Air Force,

which means it will be at least

another year before we civilians

get to see POINT OF ATTACK 2. On

the plus side, John Tiller of

BATTLEGROUND fame has signed

with HPS. Tiller's new game system

will cover the American Rev-

olution, with CAMPAIGN 1776

scheduled for release in mid-to-

late summer of this year. Following

that. Tiller plans to do a new
series called PANZER CAMPAIGNS;

the first of these, SMOLENSK,

should be released this autumn.

As far as we know. Tiller is still in

the process of completing work

for TalonSoft. Although this might

seem awkward, TalonSoft head

Jim Rose is used to juggling: While

Sometimes you can go home again.

Just ask Sid AAeier.

MEIER'S GETTYSBURG with EA.)

While neither Firaxis nor Hasbro

would confirm it, our sources tell

us that there will be at least one

add-on pack for CIV 111, and Brian

Reynolds is working on a scenario

editor as well.

It's hard to overlook the irony in

this situation: Sid Meier, in particu-

lar, was most unhappy with the

manner in which he was treated in

the final years at MicroProse. Now
he (along with Brian and Jeff) gets

to once again do games for the

label. MicroProse, that Sid founded

with Bill Staley. Sometimes you can

go home again.

SSG + SSI + Atomic = E3
Surprise

The folks at Firaxis aren't the

only high-profile free agents to

jump ship. In search of more stars

at the recent E3 trade show. I

wound my way down a near-

deserled, dimly lit hallway. I smiled

and tossed a few coins at the faith-

ful throng worshipping at the iMac

temple, since despite Apple's

BULGE away from Microsoft.

While my sources at Microsoft

enjoyed working with Atomic, they

didn't seem too upset about losing

CLOSE COMBAT—sales for the

series were pretty good for a

wargame but paled when com-

pared to AGE OF EMPIRES. Yet they

were mum on the subject of SSG.

Ian Trout of SSG told me over a

year ago that he liked developing

games for a number of different

developers. But at the moment

SSI/Mindscape practically has a

monopoly on the SSG line, with

both real-time and turn-based

WARLORDS titles in the works

along with REACH FOR THE STARS.

The latter looks to play as elegant-

ly as the original from the 8-bit

days. In addition to time-tested

strategic, exploration, and eco-

nomic options, this latest version

includes a tactical combat system,

which means that REACH FOR THE

STARS will have a lot of the depth

and variety of games like MASTER

OF ORION II, without a lot of the

overwhelming complexity.

finishing up BATTLE OF BRITAIN for

TalonSoft, Gary Grigsby and Keith

Brors were also designing STEEL

PANTHERS IV for SSI.

More Conventions
The GenCon show, now in its

fourth decade, continues to

expand its computer gaming

events, with Westwood, Activision,

and 3DO scheduled, as of press

time, to attend on Aug. 5-8 in

Milwaukee, Wl. For information

about the GenCon show, go to

vvww.wizards.com/Corporate_l

nfo/Conventions.html.

Avalon Hill may no longer have

'an official convention, but it has

resurfaced as the Boardgame

Players World Championship. Set

for July 27-Aug. 1 in Hunt Valley,

MD, the event will include non-AH

titles such as Axis & Allies for the

first time. K'iVi

Terry Coleman is still waiting to

see Lara Croft reduced to a card-

board counter in a Revenge of the

Panzer Cheerleaders boardgame.
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It's good to be the King
Discover 700 unique islands awaiting your first footfall. Colonize an entire zvorld from the ground up with settlers,

fishermen and woodcutters. Build roads, houses, taverns, shipyards, industry, a total economy. Even fortifi/ your

entire island. Trade with natives and other island powers. Fight pirates. Make treaties. Co to war.

Conquer an Empire from your seat of power. The of Discovery is yours for the taking.

+
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One of your four

men is hit and goes

down. The snarling

chatter of an MG42 pins

all your men under -

cover, too terrified to m
raise their heads,

The enemy is behind

a wall, deadly and MiR
virtually invulnerable, L,
For Warhawk, your pf

Regiment's

commander, this

is the test of his WS- :W
Intellect and JN|N||«I
leadership T A

skills. -
1 ,

"Spider, get your

team around that MG's
flank and nail that gunner!"

he barks. Spider sends his

four-man team quickly into

position. Their fire surprises

the enemy. Now it is

they who know fear.

"Assault 'em!" yells Warhawk. "Get

close and use grenades!" Heart

pounding, you hesitate. The
next of your team to die

could be you...

If you've never played CoC
you've never played a wargame...

“

Dnline-anly WWII combat. All the

soldiers are REAL PEOPLE.
Can you earn promotion? Can you command
other players? Will they execute YOUR plan?

Leadership. THAT is what war is about.

Better than any experience you've paid for.

And its...PDP 1* )|eFREE
www.2am.com

* Nn ratnh No 0^ rpauirfid No Davment.
• lust a rlnwnlnad at www^arn.nom Go To #202 <S www.computergaming.com/info



Go To #157 @ www.computergaming.com/infolink

tt
I received so many calls and emails I

did not have time to look for a new contract

through the old conventional methods

I found(mailing, faxes and job fairs). .

a new great

contract In less

than a week.

HcceMe tar ImoQlnoilon

3D Card with

CARDExperf Technology Inc.

47881 Fremont Boulevard

Fremont, CA 94538

510-S53-ll]e
Fax 510-252-9889

128-bit Architecture

32 Megs
of Onboard Memory

Go To #170 @ www.computergaming.com/infolink

> best performance for your money
> systems configured to your specifications

> only new. name brand subcomponents

> upgradable, open standard architectures

> referral dollar savings for repeat clients

for the demanding

I

AMDCrw
WWW.EUTRDNICS.DDM 30kowL

Go To #133 @ www.computergaming.com/infolink

CDAccess.com 1-800-959>S260
1'408-366-6700 V

1-408-366-9066 F

Go To #169 @ www.computergaming.com/infolink

You Want Games?

http://www.cdaccess.com
Go To #160 @ www.computergaming.com/infoiink
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Shiny NewWings
Free and Inexpensive Add-Ons Revitalize Your Old Sims

hile combat

flight sims

may not be

as popular as

shooters and

real-time

strategy games, what sim fans lack

in numbers they more than com-

pensate for in talent and enthusi-

asm. A wide range of user-created

freeware modifications and third-

party commercial and shareware

add-ons are currently available,

offering dozens of ways to revital-

ize the sims that may be gathering

dust on your shelves.

Mmm... Meat Water
MicroProse's EUROPEAN AIR

WAR may not seem to need much

help. After all, its dynamic cam-

paign helped it capture our

Simulation of the Year award.

Nevertheless, you can always

make a good thing better. First of

all, if you don't yet have the

EAW 1.1 patch, grab it from

www.microprose.com. In addi-

tion to tweaking flight models

and bailouts, it improves the

game's Al and adds new hi-res

graphics modes that make the

game look much sharper.

But the EAW improvements

don't stop with MicroProse. Head

on over to www.meatwater.

de/fs_ pagel_eng.htm, down-

load the MeatWater EAW Sound-

Pack, and prepare for an exciting

aural experience. MeatWater's

replacement sounds are much

richer and more dramatic than the

standard EAW effects, and they

help make the sim feel even more

immersive. (MeatWater is also

working on sound packs for RED

BARON 3D, HALF-LIFE, and some

other games.)

Now that the basic sim is

tuned, head over to EAW at

eawonline.telefragged.com.

Here you'll find new campaigns,

information on editing EAW files,

and new flyable aircraft. Partic-

ularly intriguing is ENEMY COAST

AHEAD, an add-on that lets you

fly the Me-410A, Ju-BBA, JU-88C,

Ju-87 B Stuka, Mosquito Mark VI,

B-26 B Marauder, and Heinkel He-

ll 1 H in the sim. Another favorite

is EAW Control, an easy-to-use

graphical interface for tweaking

settings in the EAW.ini file.

GTT: Tweaks R Us
Game Tool Technologies is a

company that specializes in

Mission

Designer for

WW2 FIGHTERS

is another SI 5

application that

lets you gener-

ate air-to-air

and air-to-

ground mis-

sions, choosing

pilots from a list

of real 339th

Fighter Group

airmen. The mis-

sions created by

the utility even feature cinematic

briefings.

GTT has also created a version

of its Camo Commander utility for

FIGHTER SQUADRON. This share-

ware program lets you alter the

paint jobs on planes in the sim.

the sim there, very useful discussion

forums, and links to the FSExtreme

Annex, where you can download

new aircraft, new skins for existing

planes, custom missions, replace-

ment sounds, and more.

If you’re a RED BARON 3D enthu-

What sim fans lack in numbers
they more than compensate for

in talent and enthusiasm.
adding new capabilities to flight

simulations. Some of their earlier

products were covered in this col-

umn last year. They've been busy

since then, and if you haven't

checked them out recently, head

over to www.gttweb.com.

Among the more interesting

offerings, the HORNET: KOREA

ActiveX Air Combat Designer points

to a possible future direction for

game software distribution. This free-

ware utility generates random mis-

sions for HORNET: KOREA. It's similar

to GTT's mission generators for

WW2 FIGHTERS and F-22 ADF. The

difference is that this is an ActiveX

application that runs straight from

your Web browser. There's nothing to

install; just go to the page, create a

mission, and save it in your PC's

hard drive.

NetChanger, a $15 shareware

utility, lets HORNET: KOREA pilots

play online in any of the game's

combat theaters. Dynamic

and it includes a number of cus-

tom paint schemes for the 8-17

and P-51. Finally, FALCON 4.0

players should definitely grab

Skyfix, a free tweak that makes

the sim's skies look much richer,

and GTT's freeware replacement

cockpit art, which adds new maps

and more readable dials.

Something for

Everyone
Activision’s FIGHTER SQUADRON

features a file format called

OpenPlane, which lets technical

users add new planes and scenery

to the sim. Head on over to

www.openplane.org and you'll

find detailed information on the for-

mat along with such downloadable

aircraft as a Fokker Dr.lA. The next

stop for FIGHTER SQUADRON fans

should be Pete Hawk's superb

Fighter Squadron Extreme site at

www.hawkmodels.com/sdoe.

You’ll find loads of information on

siast, at the Promised Land

(www.webpg.net/personal/mywor

Id/default.htm/graphics.htm) you'll

find a variety of replacement graph-

ics textures and sounds that give

the sim a nice facelift.

Want to practice your carrier

traps while you await the release of

JANE'S F/A-18? Download VERTIGO,

the freeware MS-DOS flight sim

from www.obs.aau.dk/-norup/

vertigo/vertigo.html. Although

there's no combat, the sim's flight

models are quite sporty, and carrier

landings are a blast in the Corsair,

Tomcat, and U-2.The download is a

mere 1.3MB.

No matter what sim you fly,

head over to www.stickworks,

com and grab Bob Church’s CTFJ

program. This utility lets you adjust

the scaling, centering, and "dead

zone" of your PC’s joystick. A little

tweaking can make touchy sims

like FIGHTER SQUADRON much more

controllable.
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Blinded by Science!
CGW's Resident Luddite Joins the Palm Pilot Cult

U

nlike some people here at

Computer Gaming World, I am not

a techno-weenie. Yes, 1 may be a

weenie—and, in fact, a rather large

one—but I'm not a weenie who

gets his jollies, as it were, from

high-tech gadgetry. This is in direct

contrast to CGW gearheads like

Dave Salvator and Denny Atkin, who on any

given day can be seen hooked up to some sort

of electronic gizmo, uploading holographic

images, or beaming digital messages back to

their home planet, or whatever it is that they

do. I just try to stay low and hope they have

mercy on me when colonization begins.

Don't get me wrong, though. I like toys,

too—a lot. But it's starting to creep me out,

this electronic umbilical cord we're all attached

to these days, this obsessive need to be con-

nected all the time. Cell phones, beepers,

pagers, laptops, palm pilots, discmans, game-

boys—is it all really necessary? And when is it

going to end? When we have AC sockets

implanted in our tushies?

My whole deal, really, has been that there is

a time and place for everything, and this elec-

tronic junk has upset the natural balance of

things. What am I talking about? Well, for

example, remember when personal phone calls

used to take place in private, behind a door?

Now, thanks to cell phones, lots of people think

they can just have any kind of phone conversa-

tion wherever they are, no matter who is

around. I hate it. The last thing I need, after a

hard day breaking my back playing games at

Computer Gaming World, is to sit on a crowded

commuter train listening to some loudmouthed

imbecile yammer on the phone with his wife

about what they're having for dinner. I mean,

take it home, buddy. I'm trying to read here.

With computer gaming, it's the same thing.

As much as I am addicted to it, as much as i

start to drool and get the shakes if 1 go more

than 1 2 hours without casting a spell or firing a

rocket launcher at my co-workers. I've always

felt that there was a time and place for it. In my

case, that's at work, or at home, after my family

is asleep.

For years, I prided myself on the fact that I

would never take a laptop loaded with games

on vacation or on the road, nor would 1 ever

buy a GameBoy. Seeing other dweeby guys

playing computer games on airplanes or trains.

or anywhere in public, would elicit a secret feel-

ing of smug superiority on my part. I'd feel a

twinge of embarrassment for them, too, as if

they were doing something vaguely sordid and

distasteful by gaming in public. Wow, that guy

really doesn't care what people think about

him. I'd sadly note to myself. A grown man,

playing Diablo on a train. Then I'd shake my

head wistfully and return to mouthing the

words of my Green Lantern comic book.

Anyway, the reason I am going on about this

is that I want you to understand that what I'm

about to tell you is an anomaly, a fluke, a total

disconnect from

who I really am. I

want you to

understand it

because, until

recently, it would

have been

unheard of. So

this is what I did:

I broke down and

bought a Palm

Pilot.

Around the CGW office, a creepy kind of cult

mentality—similar to that found in Saturn dri-

vers and Starbucks patrons—has formed

around the tiny Palm Pilot. At first, of course, I

resisted. Watching all the editors sitting around

the conference table, tapping away on those

things, brought out my standard reaction when

faced with something new: ignorant derision. "I

remember when pen and paper was good

enough," I'd crow. And, "Hey, maybe you guys

could use the infrared port to beam yourselves

a personality!"

And then something happened to me.

I began to change inside. I began to believe.

Day after day. I'd watch them less with deri-

sion than with envy. I started asking questions

about them. I began pricing them on eBay. I

want to be One Of Them, I began to think. It all

started to make sense. Wouldn't it be cool to be

able to access my phone list from anywhere,

with one tap of a button? Wouldn't it be great

to finally get organized and keep a To Do list?

So, I did it—and there's been no looking

back. I love it. I can't function without it now. I

was right, too, the phone list is great, and so is

the datebook. I haven't found much use for the

To Do list yet, because there's a minor problem:

I don't really do anything. "Find something to

do" is all that's written there right now.

But, if, like me, you have been looking upon

these devices and scoffing, I am going to let

you in on the big secret about the Palm Pilot,

the thing that everyone knows but no one will

admit out loud: It is a game machine. It's a

stealth GameBoy for adults, All that tapping you

see going on around you—that is not the sight

of people being organized. That is the sight of

people playing Tetris clones, and chess, and

Space Invaders. That guy next to you on the

train? He's not locked in concentration organiz-

ing his appointments or grimly calculating his

expenses. He's wondering, with growing frustra-

tion. when he's finally going to get one of those

long skinny pieces to clear all those rows.

Palm Pilot gaming is only going to get more

serious, too. At E3, EA Sports slipped me a

demo version of TIGER Woods Golf for the Palm

Pilot—and it was cool. You just watch how

popular this becomes—and expect other major

gaming companies to jump on the Palm Pilot

bandwagon soon after.

The moral of this story, kids, is this: Don't

think independently. Don't fight the future.

Screw books. Embrace the new technology now.

It is inevitable. My Palm Pilot brothers and sis-

ters will welcome you with open arms. Think of

it: Gaming morning, noon, and night, at home

or on the road.

This is the best of ail possible worlds. K'iVJ

What Jeff doesn't realize is that his boss is

using his Palm Pilot to calculate Jeffs final pay-

check. Email your Palm resume and job applica-

tions to Jeff at jeff_green@zd.com.

I am going to let you in on the big secret about

the Palm Pilot, the thing that no one will

admit out loud: It is a game machine.
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BURN VIRTUAL RUBBER.

DEU^INSPIRON''7000
PENTIUM' II PROCESSOR AT 366MHz

Desktop Features, Notebook Convenience

• 15“ XGA Active Matrix Display

• 96MB SDRAM (384MB Max'll

• 6.4GB‘ Ultra ATA Hard Drive

• Removable Combo 24X Max' Variable

CD-ROM and Floppy Drive

• 2X AGP 8MB ATI RAGE LT Pro 3D Video

• 3D Surround Sound with Wavetable

• Lithium Ion Battery

• Internal 56K Capable" V.90 Fax Modem with

Trial Offer ConnectDirect*' Internet Access'*

• MS* Office 2000 Small Business

• MS Windows* 98 (Ask about Our FREE MS
Windows 98, Second Edition Upgrade Offer)

• Touchpad

• McAfee VirusScan 4.02

• Inspiron Setup Video/Custom Leather Case

• 3-Year Limited Warranty^

$2999
$90/Mo., 48-Month Purchase Plan”

^ E’VALUE CODE; 88870-800629a

MVJTf.lJ
THE E^VALUE"'CODE.

MATCH QUR LATEST TECHNOIOGV WITH

OUR LATEST PRICES. ENTER THE E*VALUf

CODE ONLINE OR GIVE IT TO YOUR SALES

REP OVER THE PHONE

WWW.DEU.COM/EVALUE

Packed with the Pentium 11 processor at 366MM2, SMB of VRAM and a

15-inch display, the Dell Inspiron' 7000 notelxYok lers you put the pedal

to the metal. After all, you won’t find these kinds of numbers on just any

notebook. Because this isn’t just any notebook. Just ask the folks at PC

Mu/rujme who designated this Inspiron 7000 their Editors’ Cltoice for small

husiness/single user.'' Call us or visit www.dcll.com to build yours today.

800-953-6039

pentium-n

Are you Y2K OK? www.dell.com/y2k

Phone Hours: M-F 7a-11p • Sat-Sun 8a*6p CT

In Canada; call 800-839-0148 • In Mexico,' call 01-800-021-4531

”4a-Mo. Purchase Plan affered through Dell Financial Services LP.. 14050 Summit Dr., Austin. TX 78728, to

qualified consumers. Only available in the 50 U.S.jstates and District of Columbia, except AR & MN.
Availability may be limited or offer may vary in some states. Advertised payments arc based on sales prices

depicted for 48-mo. term at 18.99% APR, with approved credit. Excludes taxes & shipping charges which
vary (For example, based on sales price of $2999 for d notebook system, the total of sales taxes & shipping

charges via 3- to 5-day ground to Hartford City, IN ulould be $244.95 [includes sales taxes of $149.95 and
shipping charges of $95.00].). Taxes & shipping charges due with 1st payment unless included in the amount
financed, in which case your monthly payment will be' higher.

D^LI.
www.dell.com



DELL DIMENSION DESKTOPS

NOW THAT
YOU'VE GRADUATED,
YOU SHOULD BE
SMART ENOUGH
TO BUYA DELL.

j

No matter what path you take, Dell wants

to help you make a smart decision when it

comes to computers, You can go online or call

our helpful sales representatives to get Dell’s

award-winning systems at low prices. Either way,

you can custom configure a computer to suit

your needs. And receive technical support at

any hour of the day or, night with a call or a click.

Add in Dell’s smart payment plans that help

you make the most of your purchase, and it’s

no wonder smart people are making smart

choices with Dell. So give us a call or stop by

www.dell.com to order today.

Common features: 512KB Integrated L2 Cache (128KB on Intel’ Celeron'" Processor-ba

with Money 99 Basic 3,5" Floppy Disk Drive Universal Serial Bus (USB) Ports Mc^

Keyboard 3-Year Limited Warranty’ 1 -Year At-home^ Service Upgrades: HP' OfficeJ

NEWDEll DIMENSION L40Qc DELL DIMENSION XPS T450

INTEL CELERON PROCESSOR AT 400MHz PENTIUM 111 PROCESSOR AT 4S0MH2

• 32MB SDRAM

•<1.3GB^ UltraATA Hard Drive

• 15" (IS.B" viewable) 800F Monitor

• Intel 3D AGP Graphics

40X Max'Wariable CD-ROM Drive

• SoundBlaster 64V PCI Sound Card

• harman/kardon HK-195 Speakers

• Logitech First Mouse + Wheel (PS/2v)

• Dell Customized Upgrade, add S199.

64/WS SDRAM. 9. IGB' Ultra ATA Hard

Drive (7200 RPM), 17" fW.O' viewable.

.26dpl M780 Monitor (£• Vaiue Code:

88871 -50061 Qa)

$899
$27/Mo., 48-Month Purchase Plan’^

E'VALUE CODE: 88871-500608

•64MB100MH2 SDRAM

• 9.1GB- Ultra ATA Hard Drive (7200 RPM)

• 17' (16-0' viewable, .26dp) M780 Monitor

• 8MB ATI XPERT 98D 3D AGP Graphics

• 40X MaxWariable CD-ROM Drive

• Turtle Beach Montego II A3D 320V

Sound Card

• harman/kardon HK-195 Speakers

• MS liUelliMouse"

• Power Game Pack

-

• Dell Customized Upgrade, add $229.

17- (16.0" viewable. .26dpl lOOOHS

Trinitron' Monitor. Aitec Lansing

ACS-340 Speakers with Subwoofer.

WOMB /omega Zip BUILT-IN Drive

IE*Value Code: 88871-500616a}

$1399
S53/Mo., 48-Month Purchase Plan^

Q E*VALUE CODE:88871-500613a

DELL INSPIRON ' NOTEBOOKS

I

Common features: 3D Surround Sound with Wavetable Lithium Ion Battery MS

I

McAfee VirusScan 4.02 Touchpad 3-Year Limited Warranty^ Setup Video Up 5

I add $49 APC Notebook Surge Protector, add $29 Targus College Logo Backpack, a

DELL INSPIRON 3500 DELL INSPIRON 7000

INTEL CELERON PROCESSOR AT 366MHz INTEL CELERON PROCESSOR AT 366MN

Light Weight, Light Price

• 14, V'XGAActive Matrix Display

• 32M8 SDRAM (256MB Max)

• NEW 4.8GB’ Ultra ATA Hard Drive

• Modular 24X Max' Variable CD-ROM

• Modular Floppy Drive

• NeoMagic- 256AV AGP Video

• MS Works Suite 99 with Money 99 Basic

• Dell Customized Upgrade, add $199.

6.4GB'' Hard Drive. 56KCapable" Fax

Modem with Trial Oiler ConnectDirect

Internet Acr.ess'‘, Deluxe Nylon Case

IE- Value Code: 88871-800619z)

$1799
$54/Mo., 48-Month Purchase Plan^'

m E'VALUE CODE: 88871-800617

Desktop Features, Notebook Convenienc'

• 1
5" X6A Active Matrix Display

• 32MB SDRAM (384MB Max'^)

• NEW 4.8GB''' Ultra ATA Hard Drive

• Removable Combo 24X Max' Variable

CD-ROM and Floppy Drive

• 2X AGP 4MB ATI RAGE'" LT Pro 3D Vider

• MS Works Suite 99 with Money 99 Basil

• Deluxe Nylon Case, add $39.

• Upgrade to a 6.4GB' UltraATA Hard

Drive, add $99.

• Upgrade to 64MB SDRAM, add $99.

$2199
$83/Mo„ 48-Month Purchase Plan”

^ EWALUE CODE: 88871-8006216

Pentium^//

Phone Hours: M-F7a-11p*Sat-Sun8a-8p CT

In Canada,' call 800-839-0148 * In Mexico,' call 01-800-021-4531

'Prices and sirecilrcaiions valid in US. only and subject to clrange witlioul notice 'For acoinpletem of Guarantees a Umried Wanamies,

L P ,
Atm- Warianues, One Dell Way, Round Rock. IX 70682 %-home or otvsite seivtce provided vra servo comract betmn cusiorTter and tfriid-partv

'
' - T..,..-. — j—L.j .1 - — ....

‘-'--‘---••—^AithtaNwal sufeonpersrymel

nOXMrn ’i^XMin "DovmloadTor hard doves GB means 1 billion hies total accessiBlecapacityvenesdepeiidingontfloeraiirHlcnvironme^^ ''17XMin ‘MX Mm UOXMrn ’t^XMm "Dov

spetds limited to 53Kbra Upload speeds are less (in the SOKlrps range) and v.irvtv modem manufacturer. Speeds also vary depending on line conditions.

,

ph^Iine and compa* server equipment required. "Ma.lmuin RAM configurations require a factory installed 128M8 SoDl^M, vrhich must be installed at i

appro»m3tey6-lDvv«eksaforKeiiJtoft0tatematenals.z'Requiros'Mndovw98 ^UmitedlimeDHer;5qliv.aiepackiK)ingarxfdocwneniaiio
'

versions. “IX Min t’AvailabrfitvofDaseivicevaries CallOeHoryour local DSlserviceprovoderformoredetails Intel the IniellnsktelogoandPen

MntelIrMouse and Wrndows are registered trademarks of McBSOfl Con

d tradertBrks of Hevvlett Packard Corporation Trinitron is a registered

Corporation. ©1999 Dell Computer Corporation All rights re;

”48-Mo. Purchase Plan offered
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system, the total of sales taxes fir

to S-day ground to Hartford Cit

[includes sales taxes of $139.95

$95.00].). Taxes fir shipping charg

unless included in the amount I

your monthly payment will be hig



PRE-LOADED SOFTWARE OPTIONS

Systems) 3Com’ USR V.90'' PCI Telephony WinModem with Trial Offer ConneciDirect'" Internet Access” MS® Works Suite 99

ee VirusScan 4.02 MS Windows- 98 (Ask about Our FREE MS Windows 98, Second Edition Upgrade Offer) Dell QuietKey®

1 710, add $499 APC Back-UPS Office, add $99 HP DeskJet- 895Cse, add $399 ($50 HP Mail-in Rebate™ Available)

NEW DELL DIMENSION XPS T550 NEW DELL DIMENSION XPS T550 NEW DELL DIMENSION XPS T550

PENTIUM III PROCESSOR AT SSOMKz PENTIUM III PROCESSOR AT SSOMKz PENTIUM III PROCESSOR AT SSOMHz

• 128MB IGOMHz SDRAM

• 9.1GB' Ultra ATA Hard Drive (7200 RPM)

• 17" (16.0' viewable. .26dp)1000HS

Trinitron Monitor

• 16MB Diamond Viper nVidia TNT AGP

Graphics Card

• 40X Max'' Variable CD-ROM Drive

• Yamaha XG 64V Wavetable Sound

• harman/kardonHK-195 Speakers

• MS IntelliMouse

• Power Game Pack”

• Dell Customized Upgrade, add S249.

19" 118.0" viewable, .26dpl P930

Trinkron Monitor, BX Max"^ Variable

DVD-ROM Drive, Turtle Beach Montego

II A3D 320V Sound Card ff• Value

Code: 88871 -5006223}

$1999
$60/Mo.. 48-Monlh Purchase Plan^

m E*VALUECOOE:88871-500619a

• 128MB lOOMHz SDRAM

• 13.6GB^ Ultra ATA Hard Drive (7200 RPM)

• 17" (16.0" viewable, .26dp)1000HS

Trinitron Monitor

• 16MB3DFXVoodoo3AGPGraphicsCard

• /VfWeX Max’” Variable DVD-ROM Drive

• Yamaha XG 64V Wavetable Sound

• ACS-340 Speakers with Subwoofer

• 100MB Iomega Zip BUILT-IN Drive

• Logitech MouseMan Wheel (PS/2v)

• Power Game Pack”

• Dell Customized Upgrade, add $179.

20.4GB' Ultra ATA Hard Drive (7200

RPMI, Turtle Beach Montego II A3D
320V Sound Card, APC SurgeStation

(E»Value Code: 88871-500624ej

$2299
$69/Mo., 48-Month Purchase Plan”

E«VALUE CODE: 88871-500622e I

• 128MB lOOMHz SDRAM
• 13.6GB' Ultra ATA Hard Drive (7200 RPM)

• 19" (18.0" viewable. .26dp) P990

Trinitron Monitor

• AffW 32MB Diamond Viper 770D nVidia

AGP Graphics Card

• /V£W6X Max'” Variable DVD-ROM Drive

and Decoder Card with TV Out

• WfH/ SoundBlaster Live! Value 512V

Sound Card

• ACS-495 Dolby Surround Sound

Speakers with Subwoofer

• 250MB Iomega Zip BUILT-IN Drive

• Logitech MouseMan Wheel (PS/2v)

• Power Game Pack”

$2799
$84/Mo., 4B-Month Purchase Plan””

as E-VALUE CODE; 88871-500627a

Microsoft* Office 2000 Small

Business Edition:

Word 2000. Excel 2000, Publisher

2000, Outlook 2000, Small Business

Financial Mgr. 2000 and Expedia

Streets 2000.

Microsoft Works Suite 99:

Word 97. Encarta Encyclopedia 99,

Money 99 Basic. Works 4.5a,

Works Calendar, Graphic Studio

Greetings and Expedia Streets 98.

SOFTWARE BUNDLES

Fast Track Game Pack” $79:

Tomb Raider 2, Jack Nicklaus Golf

5.0, Titanic: Adventure Out of Time,

Hardball 6.0 and Total Annihilation.

Quicken 99 Power Bundle $79;

Quicken Deluxe 99, Quicken Financial

Planner, Quicken Family Lawyer,

Vindow^^Asl^bou^Lj^W^^Window^B^econ^dilior^pgracl^ffer^^^^
ades: Canon 8JC-50 Portable Printer, add $349 Targus Defcon Notebook Alarm.

d$69

DELL INSPIRON 7000 DELL INSPIRON 7000

PENTIUM II PROCESSOR AT 366MHz PENTIUM II PROCESSOR AT 366MKz

Desktop Features, Notebook Convenience Desktop Features, Notebook Convenience

• 1
5" XGA Active Matrix Display • 1

5" XGA Active Matrix Display

•96MBSDf1AM (384MB Max’”) • 128MB SDRAM i384MB Max’”)

• 6.466“ Ultra ATA Hard Drive • 10GB“ Ultra ATA Hard Drive

• Removable Combo 24X Max' Variable • Removable Combo 4X'“ DVD-ROM and

CD-ROM and Floppy Drive Floppy Drive

• 2X AGP SMB ATI RAGE LT Pro 30 Video • 2X AGP SMB ATI RAGE LT Pro 3D Video

• Internal 56K Capable" V.90 Fax Modem • Internal 56K Capable" V.90 Fax Modem
with Trial Offer ConnectDirect with Trial Offer ConnectDirect Internet

Internet Access’' Access''

• MS Office 2000 Small Business • MS Office 2000 Small Business

• Custom Leather Case • Custom Leather Case

* Upgrade to a 10GB' Ultra ATA Hard * Inspiron 7000 Port Replicator, add $149.

Drive, add $199. * Upgrade to a 14GB' Ultra ATA Hard

* Upgrade lo 128MB SDRAM, add $99. . Drive, add $199.

$2999 $3499
$90/Mo., 48-Month Purchase Plan™ $105/Mo., 48-Month Purchase Plan"

US E-VALUECODE:88871-800S29a E-VALUE CODE: 88871-880834

POWER UPGRADES
RECEIVE UP TO SlOO OFF WITH MAIL-IN REBATES ON THESE HP PRODUCTS
WHEN PURCHASED WITHA DELL DIMENSION DESKTOP AND MONITOR.

OFFER EXPIRES 7/3/99P

HP DESKJET 882C
COLOR PRINTER
• Brilliant photo-quality printing

on any paper

• Up to 8 ppm black, 5 ppm color

• Parallel or USB” connectivity

$299
$50 HP MAIL-IN REBATE™ Available

NEW HP SCANJET 5200Cse SCANNER
• Single push-button scanning and copying

• USB^' connectivity for easy installation t

• 60D X 1 200 dpi, 9600 dpi enhanced. 3B-bit color $299
$50 HP MAIL-IN REBATE™ Available

APC SURGESTATION PR08T2
• Helpsprolect your system against

electrical surges

• 8 outlets with block spacing for 3 outlets

• Provides $10K equipment protection warranty

PREMIER 3-YEAR ON-SITE” SERVICE
• Sends a technician to your door the

next business day if necessary after

phone-based troubleshooting

• Protects your PC from expensive technical

support costs down the road

$39

^99
Desktop Service

$149
Notebook Service'”

trough Dell Financial

. Austin, TX 78728, to

le in the 50 U.S. states

AR 8i MN. Availability

ary in some states.

I sales prices depicted

with approved credit,

rges which vary (For

if S2799 lor a desktop
shipping charges via 3-

IN would be S234.95

id shipping charges of

s due with 1st payment
lanced, in which case

Are you Y2K OK? www.dell.com/y2k

USE THE POWER OP
THEE>VALUE"'CODE.

IvlAiCH OURLAIESl lECHtJDlOGY WIlH

OUR LATEST miCES ENTER THE E'VAIUE

CODE ONLINE OR GIVE IT TO YOUR SALES

REP OVER THE PHONE

WWW.DEH.COM/EVALUE

800-953-6039
BE DIRECT™

D^LL
www.dell.com



Computer

games on

a new Dell

Dimension
system.

f

If you think computer^ames are cool now,

wait'll you try 'em with the works.

USE THE POWER OF
THE E^VALUE'^CODE.

MATCH OUR LATEST TECHNOLOGY WITH

OUR LATEST PRICES. ENTER THE E'VALUE

CODE ONLINE OH GIVE IT TO YOUR SALES

REPOvyi THE PHONE

WWW.piEH.COM/EVAEUE

BE DIRECT"

WWW. dell. com

Tlic computer graphics and sounds

you’ve exporiciTced before will seem like

plain vanilla once voli’w had a t.i'te of

the Dcir li)iinension' .system. For starters,

the 16MB Diamond Viper AGP graphics

card and 40X Max^CD-RGM transform

games arid hiicrnet eye candy into a feast

for the senses. Add to that the intensity

of a .'520 voice sound card, hi-fi speakers

complete with subwoofer and a 17'inch

(16.0" vis) Trinitron monitor. And to top

it all off, you can upgrade with a .32MB

Diamond Viper 770D nVidia AGP graphics

card and a 19'inch (18.0" vis) screen.

Whet your appetite @ www.dcll.com.

800 -953-6039

• 128MB 100MHz SDRAM/g.lGB' Hard Drive

• 17' (16.0" vis. -26dp) 1000HS Trinitron® Monitor

• 1 6MB Diamond Viper nVidia TNT AGP Graphics

• 40X Max^' Variable CO-ROM Drive

• Yamaha XG 64V Wavetable Sound

• harman/kardon HK-195 Speakers

• 3Com® USR V.SO" PCI WinModem with Trial

Offer ConneetDireef" Internet Access"

• MS® Works Suite 99 with Money 99 Basic;

McAfee VirusScan. MS Windows* 98 (Ask

about Our FREE MS Windows 98, Second

Edition Upgrade Offer)

• Dell QuietKey® Keyboard/MS IntelliMouse®

• 3-Year Limited Warranty^

• 1-Year Next-Business-Day At-home^ Service

• Power Game Pack^-

• Dell Customized Upgrade, add $389.

19' 119.0' vis, .26dp} P990 Trinitron Monitor.

NEWOXMax'^ Variable DVD-ROM. Turtle

Beach Montego II A3D Sound Card. NEW
32MB Diamond Viper 77QD nVidia AGP
Graphics. ACS-340 Speakers with

Subwoofer (E' Value Code: 88869-500623)

$1999
$60/Mo., 48-Month Purchase PlSn”

(g E-VALUECODE:888e9-500619a

Are you Y2K OK? www.dell.com/y2k

Phone Hours: M-F7a-11p • Sat-Sun 8a-8p CT • In Canada,' call 800-839-0148 • In Mexico,' call 01-800-021-4531

”48-Mo. Purchase Plan offered through Dell Financial Services L.P., 14050 Summit Dr., Austin, TX 78728, to qualified consumers. Only
available in the 50 U.S. states and District of Columbia, except AR 8i MN. Availability may be limited or offer may vary in some stales. Advertised
payments are based on sales prices depicted for 48-mo. term at 18.99% APR, with approved credit. Excludes taxes & shipping charges which vary
{For example, based on sales price of S1999 for a desktop system, the total of sales taxes & shipping charges via
3- to 5-day ground to Hartford City, IN would be $194.95 [includes sales taxes of $99.95 and shipping charges of $95.00].). Taxes & shipping charges
due with 1st payment unless included in the amount financed, in which case your monthly payment will be higher.

Pentium®///
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