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ACTION
An easy to use interface allows for

quick and agile gameplay In this

fast-paced world.

SPELL COMBINATIONS
Choose from over 100 different

spells and weapons to create

cunning spell combinations and

devious strategies.

TRUE VISION
This innovative true line of sight

system creates a level of suspense

and excitement no gamer can resist.

INTERACTIVE
ENVIRONMENTS
Unlike most other games in the

genre, you can actually move objects

around, block passages and break

walls down.

TRAPS
Cast traps filled with diabolical

spell combinations to ambush

unsuspecting victims

QUESTS
There are three different paths to

follow through this epic quest to

beat Hecubah, Queen of the Undead.

MULTIPLAY
^

Play over the definitive internet

battleground. Westwood Online, to

either team up with your friends in

capture-the-flag or dominate them

in deathmatch.

WestwoocJ
WWW .Westwood .com

CHECK OUT WWW.NOXWORLD.COM
1999 Elocironic Arts. Westwood Studios and Nox nra liodcmaiks or registered trademarks ol

Electronic Arts in Iho U.S. end/or other countries. All rights reserved. Westwood Studios is an

Eloctronic Arts'” cotniinny.
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Welcome to Sigil, the "City of Doors," a place with gates that lead anywhere in existence,

provided you have the proper key; It is a neutral ground and watering hoie for races across

the multiverse, all under the watchful shadow of the Lady of Pain, the enigmatic ruler^

the city. It is a place where the word is mightier than the sword, where thought define?

reality, where belief has the power to reshape worlds and change the laws of physics.

Built with the Bioware-lnfinj
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THE BtG MAN UPSTAIRS TD

UP SOME CRAP ODING DOWN

ON EARTH." GIVEN THE

111 III ID. MESSIAH. com

COPS, DWELLERS, PDIESIS, BEHEMOIHS, BDDNCERS, WIIIRESSES, PROSIIIDTES,

SOB-GIRLS, BDNBAGE DAHCERS, GIGOLOS, OEMONS, CHOIS, HIGH PRIESIS, WELDERS,

NRCLEAR WORKERS, MEDICS, lECHNDCRAIS, BARIENDERS, GON COMMANDERS,

DWARFS, PIMPS, LICHERS, RIOI COPS, MONSTERS AND ANIMALS

SINNERS, HE CAN ENTER

THEM TO SNEAK, CHARM

BATTLE, OR CREATIVELY AVOID

FOR THE SAKE OF GOOD,

VDU GET TD OECOME
g Qljjggp,

VOUR GHOIGES fllSO INCLUDE:

TO SflUE THE UlORLD, SOMETIMES RH RnCEE

B 15 A WORKING-CLASS

BRINGETH HJMSELF TO MOP



• Control over 4D difterent organic characters.
•Your strategy depends on 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 l

POLYGONS FOR SUPER HIGH LEVELS OF DETAIL.

•ADVANCED NEURAL NET Al, GROUP DYNAMICS, AND
SQUAD TACTICS INBUREB 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 GUNS, LASERS, TRIP MINES, ROCKET LAUNCHERS,
GRENADES, AND FLAME THROWERS.
•WEAPONS CREATE LASTING DAMAGE TO THE
ENVIRONMENTS. WHITE YOUR INITIALS IN THE WALLS WITH

THE NEEDLE GUN.
• Pinpoint firing accuracy and laser sights make
TARGETING ENEMIES SIMPLE.

MiiElfcgi]
• BECAUSE OF THE REVOLUTIONARY RT-DAT
TECHNOLOGY, YOUR SYSTEM IS CONSTANTLY

W PUSHED TO THE LIMIT WHILE NEVER SLOWING DOWN
-EVEN WITH DOZENS OF CHARACTERS ON SCREEN!
•Environments feature portal technology for
SEAMLESS transitions BETWEEN THE 1 4 HUGE WORLDS.
No MORE WAITING TO LOAD LEVELS!
• STREAMING VIDEO, SPECULAR LIGHTING,

MORPHING ENVIRONMENT, AND 3D AUDIO BRING
THE Messiah world alive.

•SUPPORT FOR ALL MAJOR 30 VIDEO
AUDIO

IliTEIIDED FOR RIRTURE

RUDIEHCES OliU

Messiah 01999 Stilny Entertainment. Inc. Allriehtsresenred. Messiah

All rights raserved. Ail other trademarKs and copyrights are property ot

I trademark ot Interplay Producllons.

!ir respective owners.
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remain focused,

Mastery of the Force /v

requires

purge all unnecessary

activities from daily life.

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 1, '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.

PC
PlayStation

H
1

'esrb CD

www.lucasarts.com/products/phantommenace

www.sfarwars.com

© Lucasfiltn Ltd £> TM. All rights reserved. Used under aulhoriraiion. PlayStation and the PlayStation logos are registered

trademarks of Sony Computer Entertainment Inc. 3D accelerator hardware required for PC version.
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Coming Soon for Windows 95/98. Trust Us.

indy.lucasarts.com

© Lucasfilm Ltd, & All rights reserved. Used tinder authorization.





COVER STORY

Five Games That Will
Change Gaming
We've seen the future of gaming, and it’s beyond bright:

stunning graphics, incredible storytelling, ambitious online

features, and gameplay that will rewrite the book on what

games can do. These are the five games every nn
gamer absolutely must know about. 00

FEATURES

Blasts From the Past 118

Sure, the future of gaming looks great, but we still want to play

our old favorites ~ with 3D cards, better Al, and killer sound. So

we compiled this list of 10 classic games that cry out to be

remade and the people we think should do the work.

CGMRUTER
GAMINGWORLO

PREVIEWS
Tribes 2

This year's hottest online team game preps for the millennium with bigger

worlds, better vehicles, and holder gameplay 50

Neverwinter Nights

Another heapin' slice of the AD&D pie from the good folks that cooked up

BALDUR'S gate 56

Final Fantasy VIII

Intrigue, betrayal, death - if it's not a Russian novel, it must be the latest

and potentially greatest RPG from SquareSoft 60

ROCK

Aiming to set a new standard in the first-person shooter 64

Sid li/leier’s Antietam!

The bloodiest day in American combat could be the greatest day in Civil

War gaming 72

Jane’s F/A-18

A flight sim your grandmother could love 78

Freespace 2

Big Ships + Big Explosions = Big Fun 83

Loose Gannon

Getting in touch with your inner Road Warrior, courtesy of the guy who
brought you CRUSADER: NO REGRET 85
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Hou lum not ten noMe.

Butjinur Bestinii is to reijn as ftinj.

Command your knights in menacing formations.

Dominate the worlds marketplaces.

Embody the spirits of William Wallace. Saladin.

Barbarossa, Joan of Arc. and Genghis Khan.

Listen to monks speak of thirteen unique

warriors and civilizations, all in their own dialects.

Achieve victory through conquest, economic

stranglehold, or exploration.

Find more glory at umiui.inicrosoft.cnm/jiaincs/a^ea

Mfcfos^



gigawops of

spasm-inducing game demps!

Freespace 2
System Shock 2

Mig Alley

Revenant

Midtown Madness

Shadowman

Seven Kingdoms 2

Driver

NBA Inside Drive
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• Interplay Announces ICEWIND, Follow-up to

BALDUR’S GATE
• Big Computer Game Announcements at Gen Con
• An X-COM Play-by-Email Game?

Plus News; The Good, the Bad, & the Ugly; and the stunning debut of Mr. Sneaky.
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Experience^ 'fully r^olized

>3 dVoHiI ^tio sprites or

voxels here. Specioculor

Reign on the Internet:

Rule over >our friends in

Internet and LAN play,

including Cooperative..^

Capture the Flag. Blood '

:.Ba.rh. Control Freak and

l(ing'Dfv.ihe Hill modes.

troops

Managet;^Intei^C

devoting your'tiqjeJw^fle.

overall stralegT^ifln^jc'

^ inst^d of-Srt^r^

managing foJI^s.
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WE BUILT IT

BECAUSE YOU'VE

SUFFERED

LONG ENOUGH.

Recent RTS games have shown a surprising lack

of innovation-using the same flat 2-D maps

and sprite-based units that their predecessors

did years ago. But that's all about to change.

Your suffering is about to come to an end.

Welcome to the new generation of warfare.

Welcome to Dark Reign" 2.

“Dark Reign / looks set to take a

commanding lead among the next wave

of real time strategy titles.”

- Gamespot

THE BATTLEFIELD OF THE FUTURE
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Control where you want to ao ani

MISSIONS YOU WILL FLY - DEVELOP A^
ENEMIES AS YOU MAKE CRUCIALJJEe^

THAT WILL IMPACT THE OUTCOME 0^

ACTUAL GAME IMAGES

Experience furious space-fighter

COMSAT WITH INNOVATIVE NEW WEAPONS

INCLUDING RAIL-GUNS, BLAST TORPEDOES,

REMOTE DETONATION MINES AND "WEAPONS

OF LAST RESORT"

Explore a vast universe composed of 7

DIVERSE regions
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Introducing the Aureal Vortex SQ Series.

Remaining faithful to its time-honored legacy, Prince of Persia 3D elevates the Prince to new heights with the fast-paced combat of

a fighting game and the depth and challenge of a classic Arabian Nights adventure. Stunning 3D graphics. Advanced 30 audio.

Completely unique game design. Countless traps, ruthless enemies, and devious enchantments await you. So sharpen your sword,

ready your bow, and embark on a journey that will forever transform you into the Prince of Persia, www.pop3d.com



The only sound cards worthy of a prince

Who did Red Orb Entertainment turn to when they

wanted the best possible audio experience for their

smash title, "Prince of Persia 3D?"

Aureal.

Aureal blazed the path for 3D

audio on the PC with its A3D

technology, used in hundreds of

current and future game titles.

And now Aureal does it again by

providing the best possible audio

platform for interactive

entertainment, the Vortex SQ

Series PCI sound cards.

Introducing the Aureal

Vortex SQ1500, delivering

hi-fi digital audio for music,

games and interactive

entertainment. Experience

award-winning A3D on two

or four speaker systems, or on headphones. The

Vortex SQ1500 even includes a digital output for

connection to supported digital speakers, home theater

equipment, MiniDisc and DAT systems.

The Aureal Vortex2 SQ2500 provides premier 3D

audio for gaming and music.

It accelerates Aureal's new

A3D 2.0 positional audio

with geometry-based Aureal

Wavetracing. Also offering two

or four speaker output, the

Vortex2 SQ2500 includes

S/PDIF coaxial output for

digital audio connections.

Both sound cards include an

elegant Aureal Vortex Player for

simplifying playback of all your

digital audio and MIDI files, as

well as Internet audio resources.

Aureal Vortex SQ1500 and

Aureal Vortex2 SQ2500.

The only sound cards worthy

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

See your authorized retailer today. For more information

visit www.aureal.com/vortex.

Aureal
HEAR THE FUTURE

WWW. aureal.com

www.a3d.cotn

^1999 Aureal Inc. Aureal, the Aureal logo, and A3D aretrademarks and Vortex is a registered trademark of Aureal bic.

Prince of Penia^ is a registered trademark and Red Orb Entertainment is a trademark of Learning Company Properties Inc. All other trademarks are properties of their respective owners.
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Play major Allied bombing ^
campaigns like Big Week, V
Overlord I & II and Avalanche

Unique blend of real-time and phase-

1

I
based gameplay '

I'
- Play through the entire European air war

I
Hundreds of different types of real-world

I aircraft at your command!

I Play either side—Allies or Axis i

DOWN MAP provides the "big picture” level of command

f/iHijTR



EDITORIAL

Pretty Fly for a PG Guy
11

I
am way too cool for this," I smugly thought to

myself as I shuffled into the 1999 Classic Games
Expo in Las Vegas, Nevada.

But wait a second. As I sat down and listened to panel

after panel of celebrity video game designers talking about

their greatest and worst moments, and as I chatted up the

attendees at this decidedly non-schmoozy event, I realized

the sad truth. In ‘84 or ‘89, if you had asked anyone who
was into the Atari 2600 and Intellivision what they thought

of gamers who played on the Vic-20 or the Commodore 64

or even the snobbish Apple II, you probably

would have heard one word consistently. That

word is not "cool"—it's “geek.”

Regardless of platform or coolness factor, I

was stUl amongst my kind at the Plaza hotel in

downtown Las Vegas. Here, I could talk about

that week when I had Iron dreams on a nightly

basis to people who understood. And I could

also spend some highly pleasurable time with

some of the guys—like David Crane and Garry

Kitchen—responsible for some of the most inno-

vative game design the industry has ever seen.

In ‘84 or ‘89, if you asked anyone

who was into the Atari 2600 and

Intellivision what they thought of

gamers who played on the Vic-20 or the

Commodore 64 or even the snobbish

Appie II, you probably would have

heard one word consistently...

Even though the Classic Gaming Expo centered mostly

on video game systems and coin-op arcade games, it got

the CGIV editors thinking about the history of our little

niche, and the most influential gaming experiences we’ve

had. This month's cover story details five games we think

will eventually become significant chapters in this history.

And given our misty-eyed nostalgic experience in Las

Vegas, we decided to turn one of our favorite lunchtime

“discussions"—what classic computer games we wish

someone in the gaming industry would remake—into our

second feature story.

The end result of all this is a warm fuzzy issue of

Computer Gaming World that we're all very proud of.

Here's hoping you feel the love.

Want to wax nostalgic with George? Wax on, at

georgeJones@zd.com.

COMPUTER GAMING WORLD • > NOVEMBER 1939 I 23



Harvest Resources from the
depths of space, or try to sal-

vage the wreckage of derelict

and enemy vessels to add to
your might.

Choose from multiple i^rma-'“

tions and attack tactics as you
send your Armada into battle.

Understanding the strengths —
and weaknesses — of each
ship class is critical to crushing
'marauders in your path.EVERYONE

^flERR/{^ STUDIOS ® 199$ Sieira On-line, Inc. All Rights Reseived. Sierra and Sieita Studioi

Relic is a liademark of Relic Enleitainmenl. Inc. t' 1999 BeYOX'



“HDMEWDRLD is

THE RTS GENRE LIKE A FIERY
SUPERNOVA’

CNN.com

Featuring

“HPMrWQRLD”
AN ORIGINAL SGNG FRGM

From Their New Album
THE LADDER

R?om Home,
Kharak, a barren wastelarid orbitting an insignificant star, has been our

home for ages. It is a planet as old as our memory. . ,

^ But recent genetic research suggests that we are different from all other

forms^idf life orv Khacak. Then came the discovery: an ancient tablet long

hidden in the^Ofeat Banded Desert, buried within the wreckage of a half-

destroyed spacecraft. ’We must now acknowledge the inescapable truth — we are aliens to this world.

This ancient none set our civilization on a path leading straight into

the heaiitijpif It^e galaxy. Construction began 60 years ago on the

giflryt^^jBmership that will carry thousands of our race into the
||

unR^V^. In the depth of space, our enemies await our return.

The journey begins now.,. ^

Prepare to adjust ybuf' strategy
as you navigate your Armada
through an infinite 3D battle-
field 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 inde-
pendently and pilots adjust
their flight tactics mid-batt-le.

I Homeworldlsa regiitarodiraiteinark of Sisirs Dn-Lina, Inc.

loserved. Yas album cover artwork: ® Rogor Dean



LETTERS

Missing Wrath

DON’T GET SHAFTED! If

you want to play the
classic Romulan episode
“Balance of Terror,” you'll

have to buy Starfleet
COMMAND from Interplay.

I recently bought a copy of

STARFLEET COMMAND. On the

way home I glanced through

the manual at scenarios. “Cool," I noted, “The
Wrath of Khan scenario. That’ll be awesome!

"

So I got home, eager to try myself out against

Khan's "genetically engineered intellect," but

when I loaded the scenarios, no Wrath of Khan.

"Okay," said I, “It's probably out on their Web
site." There, I find out that k you purchase the

game from them, you get a disk with "Balance of

Terror, ” the old classic Romulan episode from the

first series, as well as “Wrath of ICian" and two
others. Well, I called them up, ready to pay a few
bucks extra to get that disk, but they told me

that it was unavailable unless

purchased directly from them.
They also said that they would
NEVER release these scenarios

for the game on their Web site,

or even on a future scenario

disk. That means, from now until

eternity, I shall never be able to

play "Balance of Terror" or the

"Wrath of Khan" unless I order

them from Interplay.

This is now a major inconvenience, as I must
return the old game to Electronics Boutique,

order from them, pay more for the game than the

standard market price, and pay shipping as well.

For long-time Trekkers like myself, "Wrath of

Khan" and "Balance of Terror" are must-haves. I

think you need to alert customers to this dirty

trick on the part of Interplay, that they have no
choice: they must either purchase direct from

Interplay, or no "Balance of Terror” or "Wrath of

Khan" from now until Judgment Day.

Dezso Janos Bartha

Bat Shots

This is directed to

game manufacturers'

current trend of multi-

player-only games. I do

not want to "hone my
skills” against bots before I

play online. Not all of us

play online, and I think

some big upcoming games
are screwing the single

player (you know who you

are—id, EA, etc.). I’ve

enjoyed many of your

games in the past, you

know, when a single-player

game was included.

I understand online gam-

ing is huge. But I don’t

think it’s fair if you want to

play a certain game that

More Answers to

Life’s Tough

Questions

Your magazine is

always informative

and a pleasure to read.

It's also heartening to

notice that you agree
with me on two of the

answers to life's tough
decisions, namely
brunettes and Guinness,

which, when paired togeth-

er, make for an interesting

evening.... Newcastle

Brown Ale will do in a

pinch, but brunettes are

tough to replace.

Here's to continued suc-

cess and more buxom
female vampire covers.

Kurt Schulz

Benton Harbor, Michigan

Kingpinheads

My father and 1 recently went to the computer store

to purchase the newly released KINGPIN: LIFE OF
CRIME. He was fine with the Mature rating and knew
about the extreme violence that was supposedly in the

game. When we got to the store the salespeople who are

supposed to be selling us the game acted as though they

did not want us to buy it. They told my father that there

were incredibly graphic rape scenes that involved 12-year

old girls. My father and I were shocked at this fact and

stormed out of there. My question is: Is what the sales

people were telling us all true or were they bending the

truth?

Zack Epcar

Your salesperson was either

moralistic or misinformed.

There are no rape scenes

amidst the grime and gore,

but it’s definitely not a game

for young players.

you have only one choice. I'll also bet there are a lot of peo-

ple out there that feel the same way. Perhaps the sales of

the games wUl reflect this. At least currently. I'm not Umit-

ed to "honing my skills against bots."

Tony POasiewicz

Guerilla Tactics

I
just read Jim Cobb's review of THE operational
Art of War II (September, pg. 160} and I had to

chuckle. In the review he states, “And how guerrillas, no

matter how feisty, can hold out against large, well-support-

ed regulars is a mystery to me." Don’t feel like you are

alone. I'm sure Lyndon Johnson. General Westmoreland.

and Robert McNamara felt

the same way about the

Vietcong.

Jeff Traylor

Target Practice

Since you have been a little hard on yourselves lately

about contributing to society, just thought you should

know that Computer Gaming World does have some social

value. After I read the magazine, I let my son have it. He
loves looking at it. In fact, we are using it as a potty train-

ing aid, by letting him look at it only when he sits on the

potty. He is an avid computer gamer already at four.

AUen Brimm
Doha, Qatar
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Camera angles that put

you in fne action

Tons of different dunks

INTRODUCING THE

PLAY BASKETBALL

Addictive gameplay that's

fast and fun

SPORTS GAMES FOR SPORTS FANS:

foxsporls.com
log on for more Info,

screenshots and downloads

nba.com

Also on
PlayStation®

game console

SPORT
1
s

in, oilhoul the piioi erlrlen nnunl ol NBA Picpetlles, liic. ®im NBA Piiveitiei, Inc. All lighls leseited. Winks and the Windows logo ore either reglsleied liodemoib oi Ircdemorki of MItiosoll Corpomllon In Ihe United Stoles ond/or other counlries. The niKngs Icon Is o Iro

IS COMPAHBLf WITH PLArSTATION GAME COKSOLiS WUH THE NTSC U/C DESIGNATION. Ui. AND FOREIGN PATENTS PENDING.



Look for Soldier of Fortune* this Holiday Season.
Screen shots courtesy of Raven Software.

Kama



Next«generation shooters

like Soldier of Fortune*

demand next*generation

accuracy, introducing the

Razer Boomslang":

• More Kills - Up to five

times the accuracy of a

normal mouse (1000 dpi and

2000 dpi available)

• Faster Gameplay - Lightning

quick, four-button control

• Deadly Precision - On-the-fly

adjustable sensitivity

Get the Razer's Edge and get

ready to raze the body count.

boomMang

Order exclusively via

www.razerzone.com or call toll free
1.877.razerzone (1.877.729.3796)



The Latest News From Around the Gaming World • Edited byjeff_green@zd.com

Interplay Unveils

Next Fantasy RPG
ICEWIND DALE A Dungeon
Romp Using BALDUR'S GATE
Engine

I
'nterplay just unveiled its plans for the next

RPG set in the AD&D Forgotten Realms

.universe, and no, it's not BALDUR’S GATE 2

— not this time. You'll probably hear more about

that sometime soon, but in the meantime,

Interplay hopes to satisfy your AD&D jones with

ICEWIND DALE, an action-oriented dungeon
romp set in the northernmost tip of the

Forgotten Realms.

Due early next year, ICEWIND DALE uses

Bioware’s BALDUR'S GATE engine, but is going

to go heavier on the action and lighter on
the plot, a la DIABLO, "We looked at what it

took to make BALDUR’S GATE, and what
people liked,’’ said Chris Parker, the game’s

producer (and in-house producer on both

BALDUR'S GATE and the TALES OF THE
SWORD COAST expansion). “We thought we
could probably do a very fun and exciting,

more action-based RPG. Since

PLANESCAPE: TORMENT (Interplay's other

big AD&D RPG now in development) is a

hardcore, quest- and story-based RPG, we
thought it would be cool to make a lighter

game that was more action-based, and we
realized we could do it with the BALDUR’S

GATE engine,

"

The game is going to take place entirely

underground in a series of dungeons, with

a variety of environments, including snowy
nordic regions, volcanic areas, and
steamy jungle. The game’s mon-

sters will be up to four times bigger

than the biggest creatures (the

wyverns) in Baldur's Gate.

According to Parker, ICEWIND
DALE will stDl feature numerous
quests and subquests, but the

emphasis this time will be much
more on combat and character

building, rather than storytelling.

As such, the current plan is to let

characters reach Level 12 or 13 —
much higher than in the original

BALDUR'S GATE.

“This will be a classic dun-

geon crawl,” said Parker. "In

fact, that was the first tentative

name for the game. The main

focus will be going after cool items and spells

and leveling up.”

One cool feature for serious role-players is

that the game will be entirely party-based;

NOVEMBER 19S9 igw.gameipot.cam • COMPUTER GAMINS WORLD



you'll be able to generate your

whole party of six characters

from scratch at the game's

beginning. Black Isle is making
minor tweaks to the game
engine — such as speed

improvements for character

movement — but in general is

not futzing with it.

"We’re basically just generat-

ing content and building tons of

levels," said Parker. "We're not

monkeying with Bioware’s

engine. We’re taking what we
can from their wisdom.’’ The
game will incorporate the AD&D
2nd Edition rules, rather than the

just-armounced 3rd Edition rules,

mainly due to timing.

"Rewriting the rules inside the

game engine would require a

gutting of the engine, and we
don't want to do that," he said.

"The payoff might not be enough
at this point,

"

Finally, gamers should know
that there is no overlap with

BALDUR’S GATE at all in ICEWIND
DALE. You won't be able to

import your BG characters, nor

win there be any characters from

the earlier game appearing in the

new game. It’s a brand-new
experience.

Can ICEWIND DALE compete in

the ever-growing action-RPG

field— especially with DIABLO 2

due to ship about the same time?

With the AD&D license and the

popular BALDUR'S GATE engine,

it has a better chance than most.

We’ll bring you more on this

game as it gets closer to comple-

tion. — Jeff Green

5, 10, 15 Years Ago in GflW

15
Nov./Dec.1984

It was 15 years ago

this month that CGW
reviewed F-15 STRIKE EAGLE, a landmark

game for two reasons: First, it was one

of the first attempts at a serious flight

sim on a personal computer; and sec-

ond, it was the virgin game design voy-

age of a young guy named Sid Meier.

Meier would leave flight sims behind for

strategy games, but the mark made by F-

1 5 would remain for years to come. So

novel was the flight sim concept that our

review actually spelled out the fact that

you could bank, roll, dive, and even do

maneuvers like a Split-S. Oooooh. And

we raved over the fact that there were

both air and ground targets to shoot at,

even though the ground targets were

colored triangles on an endless sea of

green. We've come a long way, baby.

November 1989

Christmas came early

in 1989, and whata

Christmas it was. A
number of huge game

franchises got their start that year,

including Activision's MECHWARRIOR,

Sierra's HERO'S QUEST, Maxis' SlMCITY,

and New World's KING'S BOUNTY (which

would evolve into HEROES OF MIGHT &

MAGIC). Also released was STARFLIGHT

2, the much-loved space opera that

would spawn the STAR CONTROL series.

Reality Check
There are a lot of really great games on this month's list, as evidenced by the high number of editors'

choice awards. Just to balance things out, we included BEATOOWN. Here's our roundup of 10 recent

games and their corresponding review scores from the major gaming mags and Web sites. All scores

use each pub's own scoring system. • Yellow indicates an editors' choice game.

CGW PC Gamer CG Strata PC Accelerator Gamespot Gamecenlor

(out of fivnl (out of 100%) (out of Fne) tout of 101 (out oi 101 (out o( 101

Beatdown 1 m •
4 3.6

*

Descent 3 4 m 4 9 9.0 9

Dunaeon Keener 2 4.S WA 4.5
*

7.9 0

Heavy Bear 2 4.5 m 3.5 7 6.0 7

Janned Alliance 2 4.9 74% 5
*

8.6 9

Miaht&MaaicVII 4.5 63% 4 8 69 7

NFS: Hioh Stakes 5 62% 4 9 6.6 9

Outcast 4.5 90%
* *

6.6

PGA ChampionshiD Golf 1999 3 90% 3.5
•

8.4 7

TA: Kingdoms 4 62% 4 5 6.6 6

November 1994

The first-person

action craze kicked

into high gear in the

Fall of '94. We were gaga over DOOM II,

and aghast at the first wave of DOOM

rip-offs that every game company and

their cousins were madly cranking out

Among the first wave of "DOOM Toos"

were pieces of trash like ISLE OF THE

DEAD, OPERATION BODY COUNT, and THE

FORTRESS OF DR. RADIAKI. Blit there

were some winners in the bunch, like

Interplay's DESCENT, LucasArts' DARK

FORCES, and our pick for the best DOOM

Too—HERETIC.
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Read-Me

1999 GenCon Report
Big PC Gcune Presence at Annual Geekfest

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

Over 57,000 attendees, all but three wearing black XXXL t-shirts, broke

records at the four-day GenCon convention in Milwaukee, hosted by

Wizards of the Coast. There were quite a few computer game companies

showing their wares in addition to all of the pen-and-paper games, col-

lectible card games, board games, and miniatures games that were on dis-

play and being played.

The big non-computer game announcement actually ties in to computer

gaming. Wizards of the Coast and their subsidiary TSR announced that

Dungeons and Dragons 3rd Edition rules were under development, and

will be released at next year's GenCon. This led into two big computer

game announcements.

First, SSI officially announced POOL OF RADIANCE 2 and showed a brief

clip; it will be a single-player, party-based game. In addition. Interplay and

Bioware announced and showed off NEVERWINTER NIGHTS, Bioware’s next

Forgotten Realms game, following their massively successful BALDUR’S

GATE. This game looks like it could be huge (see our sneak preview in this

issue). Both games are Q4 2000 releases and wiD use 3rd Edition D&D
rules.

RE*VOLTOneof
those amazingly great

little games that comes

from out of nowhere to

blow us away, and

cause us to once again

miss all of our dead-

lines. This remote-con-

trol car racer is fun and

addictive - and it looks awesome too. One sign it

has taken over; Resident crank Dave Salvator has

been screaming, cursing, and breaking controllers in

his office all week. Face it, Dave; You such.

PALM PILOT GAMEBOY
EMULATOR According to the PalmInfoCenter

Web site (www.palminfacenter.com), a devaloper

named Maven is hard at work on a Gameboy emula-

tor for the Palm Pilot. This must happen. Someone

give this man some money. We want to play

Pokemon on our Palm Pilots. No, really - we do.

the BAD...
TIBERIAN SUN
MULTIPLAYER
LAMENESS
We're enjoying the

game, in general, after a

few days of playing the

final release, but we've

had nothing but trouble

trying to play a multi-

player game - it crashes constantly and drops play-

ers out without warning. This game was years in the

making. Bugs are inexcusable.

Gathering Of Game Companies

Sony and Verant, makers of EVERQUEST, officially debuted SOVEREIGN,

a massively multiplayer real-time strategy game. Games can be played

with as few as four players and as many as 500. Verant was also showing

off the EVERQUEST expansion, the RUINS OF KUNARK.

Hasbro Interactive and Microprose were showing DIPLOMACY, RISK 2,

and MAJESTY. We were intrigued with MAJESTY and went back to play it

several times. It looks like an RTS fantasy game but plays like a god game.

Activision was running all of their Stai Trek games along with

VAMPIRE and SOLDIER OF FORTUNE. VAMPIRE continues to look terrific,

with more levels and characters since it was last shown at E3.

Sierra was showing BABYLON 5, HOMEWORLD, PHAROAH, and

GABRIEL KNIGHT 3. Jane Jensen, designer of all the GABRIEL KNIGHT
games, told me that GK3 may be the last Sierra adventure game for quite

some time, if not forever. Jane herself is going to concentrate on writing

novels after GK3 is finished.

Interplay had PLANESCAPE: TORMENT running along with STAR TREK
NEW WORLDS. NEW WORLDS is a ground-based RTS game with no infantry

— the game is all hovering, armored vehicles in a nice 3D environment. As
this story was going to press, though, word started leaking that the game
was in trouble, and was being pulled back for serious restructuring of the

campaign levels. Don't look for it anytime soon.

* Gathering of Developers had a new build of RUNE using the UNREAL 2

engine, but it’s too early to say much about it. They were also showing

DARKSTONE and AGE OF WONDERS, which keeps looking better.

Westwood was showing NOX and COMMAND AND CONQUER:

IRON CHEF CANCELLED Okay, so It

doesn't have anything to do with gaming. But this

competitive cooking show from Japan was one of

the best things on TV, and its appeal to gamers was

widespread. Watching a QUAKE match isn't half as

cool as watching two gourmet chefs compete,

making dishes like tongue ice cream. Bring it back!

and the UGLY...
PIRACY RUNS
RAMPANT
Gaming software piracy

seems to be getting

worse and worse, with

cracked games appear-

ing on the Internet the

day they ship -or

before. Pirates are

announcing the availability of cracked games on

Usenet and even offering reviews. Understand this:

Pirating games is not funny, cool, or "rebellious." If

the companies don't make money, they stop making

games. Is that what you really want? Cut it out.



[B Bring out your inner dictator [“—B

May your wit be as sharp as \ our sword, because Aa iiIoh Hill’s

Diplomacy has captured the true spirit of the legendary board game.

You’ll start as one of the seven pre-WWI superpowers, Kngland,

France, Germany, Italy, Russia, Turkey, and Austria-Hungarj. These
political boundaries will become your prey as you negotiate your way to

the top. Beg, threaten, plead and argue your way past nations where
friends become pawns and enemies become allies. You’ll have to he cunning.

Smooth. And deceitful. This is a game that can’t be left to chance.

01999 Hasbro Intaraclive. Inc. All nghis tesarved

It

Im™
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TIBERIAN SUN, and that game — now on store shelves —
was drawing a huge crowd of onlookers. Strategy First had

CLANS and DISCIPLES on display. DISCIPLES is a HEROES OF

MIGHT AND MAGIC wannabe with deeper RPG elements

and some nice spell effects. Cavedog was showing TA:

KINGDOMS, and let it slip that they are working on an

expansion pack for that game that wiU add a fifth race. New
World Computing was showing the new HEROES OF MIGHT
AND MAGIC 3 expansion, minus the sci-fi scenario that got

them into so much hot water with fans at E3.

City on Fire

Gen Con is much more than computer games, of course.

The convention spilled over into several buildings. It was
just flat-out cool to walk around and see everyone passion-

ately gaming their hearts out. There were hundreds of

MAGIC; THE GATHERING variants on display at GenCon,

including a pro wrestling card game and a beer card game.

Pokemon players were in full force, and they’re not just

kids. Wizards was also showing a beta version of a new
Magic encyclopedia CD. This includes all the cards, a deck

buOder, all the rules from the different editions, and even a

way to play over the Internet. You can play with any deck

you want to make and you will get to see the card art while

you play. The only catch is that the players must enforce the

rules — there is no AI.

For four days, gamers held Milwaukee captive. Hotels and

restaurants were flooded with folks carrying odd-shaped

dice and tackle boxes full of lead miniatures. There were

also a lot of women who attended Gen Con, which was a

much welcome difference from E3. Us gaming guys are

always looking for an excuse to break out our best black t-

shirts. —Mark Asher

The Next X-Com
Game Is...Email
Only!?

W ait! Don't delete that emaiil Instead of a “get rich

quick" scheme, it might just be an invitation to play

EMAIL X-COM from Hasbro Interactive. Coming this

October, EMAIL X-COM will be priced at $1 4,95. Better yet,

only one player needs a copy to play email or hotseat games.

I H-,.!!,., Illy Players will be able to down-

PIPELINE Send updates to: cgwpipeline@zd.cQm
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load a client that will allow them

to join games.

The familiar, turn-based, tacti-

cal combat gameplay takes

place in 25 pre-generated sce-

narios, and yes, you can play as

the aliens -• finailyl There are

five different settings: urban,

ice, downed UFOs, X-COM
base, and the alien base. The

usual suspects are present,

including squaddies, mutons,

ethereals, chrysalids, snake-

men, sectopods, and sectoids.

This is a streamlined game;

the strategic overlay in the orig-

inal X-COM is gone, letting you

get right down to the man-on-

alien action. The game’s look is

different, too, with everything

taking place on one screen.

The 24-bit color graphics are

clean and crisp, but won’t make

you uninstall UNREAL.

I've had a stupid grin plas-

tered on my face while playing

EMAIL X-COM. There's some-

thing cool about getting an X-

COM email instead of the usual

dreck. Now if only I could sic

my mutons on those stinking

spammers! -Mark Asher



SaitGk

Evolution of a species
Engineered to win

For over 20 years Saitek has led the world

in manufacturing cutting-edge game

products. Precision-engineered Saitek

controllers feature state-of-the-art elec-

tronics and software, and are designed

for maximum comfort in game play.

Saitek controllers have been deemed sim-

ply the best by leading critics, and our

awards prove it CG Choice, PC Gamer

Editors' Choice, Maximum PC Award,

Combatsim.com Top Pick, and CNET

Gamecenter.com. Whether you fly, drive,

run, punch, or rocket-jump, Saitek con-

trollers give you the winning advantage.

jCHunawl'

i

^
ItoppickI

SaitGk

www.saitekusa.com
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MODE
The Latest Dirt From the Gaming Underground

You want the latest? We sure do. And that's why we've contacted Mr.

Sneaky again. We don't know who he is, but ifyou see a black helicopter

hovering nearby, that’s him. He uses phone taps, bloodhounds, and hand-

writing analysis to dig up the latest. He steams open letters, hijacks Fed Ex

shipments, and fondles a Ouija board to get the scoop. He even used Kato

Kaelin, but that didn't help much. The guy's spooky and altogether ooky, but

he dishes the real stuff...

Computer game companies are panting over the rights to base a game on

the summer’s hottest movie, The Blair Witch Project (take that Jar Jar!).

Electronic Arts, Activision, G.O.D., and others are talking with the filmmakers.

There was some initial confusion over who owned the game rights, but appar-

ently Artisan, the film company, didn't bother to secure them when they

bought Blair Witch. Rumor is that G.O.D may have the inside track.

With JAGGED ALLIANCE 2 in stores and apparently a hit, Sirtech has

already started work on JAGGED ALLIANCE 3, another game switching to 3D.

Impressions, those Caesar and Pharoah fans, are thinking of doing a game

built around vampires.

Rumor is that Microsoft isn't happy with Digital Anvil's CONQUEST, a space

strategy game. Seems that the game just isn’t fun, so expect this to be

pushed further back into 2000 as it’s retooled. MS and DA are considering

some changes, such as allowing players

to control ships, a la STAR CONTROL.
Microprose is working on X-COM

Genesis, a return to the turn-based roots of the series...Xatrix, makers of

KINGPIN, is rumored to be going belly-up. Interplay is trying to work out an

agreement to buy them and keep them going as a studio development team.

With the cancellation of A-10, the entire Janes’ Skunkworks team at Origin

is no longer “wanted" at Origin and was whacked to a man. Er, I mean they

were given the opportunity to “apply" for open jobs around Electronic Arts,

but that would mean relocation, Even star producer Andy Hollis is looking at

opportunities elsewhere in EA. Speaking of cancellations, word is that

Acclaim has cancelled the RPG THRONE OF DARKNESS, and that the devel-

opers, Click Entertainment, are now shopping around for a new publisher.

From the file labeled “B" for bizarre, rumor is that Origin is working on

Ultima online 2, which will use the ASCENSION engine. Here's the bizarre

part: EA has recently increased the parental control of their on-line products,

possibly so that U02 will be able to feature consensual sex. The developers

are rumored to be kicking around ideas about how to animate characters mak-

ing “the beast with two backs." If implemented: Both parties will agree to the

act and then go into a private room to exercise their, um, imaginations.

Heard something? Want to drop a dime on somebody? Contact Mr.

Sneaky at sneaky@zd.com - confidentiality guaranteed.

BY MR. SNEAKY

CGW PROFILE

We Talk to G.O.D.’s Boss

Mike Wilson
1 . Are you the Godfather

of G.O.D.?

I actually founded it with

Harry Miller and about

10 other partners... so,

I'm not sure if I'm the

Godfather or Godmother

or Godchild. Harry's

older than me and bald,

so I think he should be

the dad.

2. Who would be better

at QUAKE? Gilllgan or

the Skipper?

Skipper. Looks like he's

spent more time in a

chairthan Gilligan. If you

ask me, though, Lovey

was the true fragmaster

of that group.

3. Is the ultimate game

trying to land a title on

the charts?

Hard to say. The "charts" these days means more and more "dumbing

down." If we can put out one of the very select few games each year

that makes the charts because it's a great game, like HALF-LIFE,

STARCRAF, or RAINBOW 6, we're thrilled. We’ll never move the volume

that Ford does, but that's because we make a Lexus.

4. G.O.D, and Third Law are doing a KISS game. What's next? A

Backstreet Boys game?

Wait and see, pat, wait and see. Third Law is making a kick ass first-

person shooter based on Todd McFarlane's KISS PSYCHO CIRCUS uni-

verse. If it weren't based on PSYCHO CIRCUS, it would still be the same

amazing game. Check out the comics if you don't get how this can be

cool... then just wait and see the game. Third Law will show the world

how to do a licensed-property game right We've seen plenty of exam-

ples of howto do it

wrong.

5. Could Max

Payne whip Lara

Croft?

He obviously could,

but that's not really

his style... he likes

'em spunky like

that She's been a

bad, bad, girl and

could use a good

spankin', though.

-Interview by

MarkAsher
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DjkI, I ti<ve (hf e()ulpmcnt you r«qu«iied.

Explore and interact with anything and

everything, as you carry out your objectives

across 27 mission-based ieveis, within a

200 X 200 biock cityscape.
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Darkness falls over the city. Not the kind of darkness that comes witl^

the absence of light, but rather the absence of good. And while manyj

prepare to naively celebrate the new millennium, a small mysterious

cult, known as ’The Fallen", prepares to fulfill the dark promise oj

an evil prophecy. Yet, left standing between these "Fallen^;

ones is a rookie cop and a disillusioned ex-cop.

One woman. . .one man. . .one goal. . .survival

Guud cop or ex-cop? The choice is yours as either

the youthtui, hand-to-hand combat super-sieuth,

Oiticer D’Arci, or disgruntied, street-smart

weapons expeitRoperiMcIntyre.



CHAOS

With intense hand-to-hand martial arts combat,

automatic gun shootouts in dark alleys.



I
ou are Locke D'Averam, a once proud warrior-prince

executed for failing to perforin a ritual sacrifice. 10,000 years

later, you’ve been resurrected from the dead by a prominent

warlord to rescue his kidnapped daughter.

You are now part of a very special breed of warrior. You are a

revenant. In order to regain full strength, you'll need to practice

the problem-solving ability necessary to unlock forgotten skills.

And though there may be the whole island of Ahkullon to

explore, and more than 40 monsters to destroy, there's only one

Locke D'Averam. And however you choose to live as Locke, we

think you'll agree; Life is better the second time around.

% Immerse yourself in a gripping storyline involving the future of

the entire world of Ur

Enjoy explosive spell casting effects unparalleled in any other

CRPG game

Extensive NPC interaction enables you to discover who you

once were

?. Multiple modes of combat include stealth, hand-to-hand, bow

and weapon

Thousands of 3D animations bring the inhabitants of Ahkuilon,

as well as breathtaking combat moves, to life

'T Choose from 4 character classes in multi-play mode

C I N E M A T I X eidos
CINEMATIX STUDIOS Is a trademark of Cinematix Studios. Inc. O 1999 Cinematix Studios, Inc. REVENANT is a trademark of Eidos Interactive, Ltd.

© 1999 Eidos Interactive, Ltd. EIDOS, EIDOS INTERACIM, aid the EIDOS INTERACTIVE LOGO are all registered trademarks of Eidos Interactive, Inc.

and Eidos Interactive. Ltd. ® 1999 Eidos Interactive, Ltd. All rights reserved. All other trademarks are the properties of their perspective owners.



COMING BACK FROM THE DEAD DOESN'T

MEAN YfinlBiiGEGii.G BETTER.

V Includes

all the tools

you need to

make your
j

^ own custom /



"Soul Reaver is a deep game possessed

with a myriad of impressive little

touches... 9/10" - VideoQames.com

"3D exploration and adventure at

its finest... Qame of the Month."

-Expert Qamer Magazine

"A technical achievement... Soul Reaver

delivers an epic piece of vampiric

literature.. 93%" - iQNPSX.com "98%" - PS Extj-eme Magazine*

"Soul Reaver's environments are

jaw dropping." - Qaming-A8e.cpm

PtiyStallon
E8



As Raziel, stalk Nosgoth feeding

on the souls of your enemies

h Engage your creator, Kain,

in an epic struggle for dominance

Dark gothic story

No load times

AWvw.eidosxom



EXCLUSIVE COLLECTORS' EDITION

'

r'l'f,

& silence the eneimn

THIEF CAPTURES TOP RATINGS

It HI I U Ha

LOOKING
G L A S S mojts'

CHOICE
CHOICE

www.lqlass.com



-MATURING 3 AlIrNFW M S

Discover wky tkousands of gainers worldwide are silently sneaking tkrougk tke

darkness. Journey tkrougk nigkt, as Garrett, a master tkief, cloaked in tke

darkness of a sinister medieval realm wkere skadows are your only ally, trust is

not an option, and confrontation can kring very grim results. Tkief Gold takes

you keyond tke smask stealtk kit, Tkief: Tke Dark Project. Witk tkree treackerous

new missions and fine-tuned gameplay, Tkief Gold delivers kreatktaking new

levels of stalking, stealing and survival!

fj stealthy entrance is necessary

to preuenf alerfing f/ie guards

Sneak fnrougn the gambling

den in the Tbieues Guild.

L r

A 6eu<are stepping info f/ie

lig/?f oj the Sun Room.

Thfel Gold e Looking Glass Studios 1999. Thief and the Looking Class logo are trademarks of Looking
Class Studios. Eldos Inter aotive Is a registered trademark ol Eldos, Pic. ii 1999 Cldos. The ratings Icon

trademark al the Interactive Digital Software Association. All rights reserved. All other marks are

progertv of their resoectlve owners.
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So don't get too used to your weapon, your enemy or even your notion oftime, Once you do, you're bound to awake in a whole.
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It Started 5,000 years ago. It's going to end now.
Can Lara Crof! stop an ancient curse from plunging the world into madness? Qet ready

for Tomb Raider: The Last Revelation, the epic adventure with everything you've been

asking for. Seamlessly integrated gameplay and FMV sequences for non-stop action.



Killer graphics with skin and 5-D texture mapping that even brings the dead characters

to life. Along with diabolical new puzzles and a totally new inventory control system

that make this the most incredible Tomb Raider ever. So while Lara may be back in

Egypl/ expect the Last Revelation to take you to a place youVe never been before. tombraidcr.com



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

one who worked on tribes was a huge fan of

Robert Heinlein’s Starship Troopers. TRIBES has many of

the elements of Starship Troopers that I wanted to play

after seeing the film: brutal, fast-paced team action in

slick powered

li,i armor: people

GENRE: Aclion RELEUSE DATC: 02 'DO
ti‘9 9“"=

PUBLISHER: Sitm/Hivis “P®"
terram. And its

UEVELOPER:
.
D,iiM!j multiple charac-

ters and cus-

tomization options offer a huge variety of playing styles.

So when I heard that TRIBES 2 was going to be even big-

ger and better, I had to see for myself.

The Great Outdoors

Unlike the games in this month's cover story, TRIBES 2

isn't designed to revolutionize gaming. The development

team, based in Eugene, Oregon, just wants to create a

great game and incorporate features that weren't possi-

ble the first time around. The goal is not to reinvent the

wheel, but to make it bigger and faster.

They've started with an all-new game engine. Although

TRIBES' outdoor engine was good, TRIBES 2 has already

eclipsed it. The ground terrain looks a lot smoother and

more natural, instead of like a series of blocky polygons.

Also, there are more natural shapes on the landscape; the

mountains and hills have been accented with spires, arcs,

and other geological formations.

Fog is a major new landscape feature, adding more to

the game than just atmosphere. The development team

felt that sensor-jamming packs were underutUized in the

first game, so the fog now makes sensor power and visi-

bility more important. Not only does a sensor jammer
completely mask someone in the fog, it also negates the
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power of the sniper laser, since the fog disrupts the laser

beam. Don’t think that using the zoom-in mode will let you
see other players early; you'll only see someone when
they literally jump out at you from the fog.

Along with enhancements to the game world, the char-

acters now have a higher polygon count (around 1500, up
from Tribes’ 600), and a new set of animations. If you're

feeling good about the way you took someone out, you can

dance like Deion Sanders to taunt your opponent. You'll

also see a greater variety of death animations.

Tribal Thumping

Sure, the technology looks pretty good, but what about

the game itself? There will be a new race, the Bio-Derms,

but the difference between the Bio-Derms and the four

human tribes are mostly cosmetic. There will be more vari-

ety between the worlds this time; the five world types at

the moment are Bio-Derm, Lush, Lava, Desert, and Mud.
Not only do the worlds look different, but the development

team is aiming to

have varying

environmental

effects. The lava

world will have

treacherous

patches of lava;

the lush world

will be covered in

fog and trees;

and it’ll be hard

to trudge along

the muddy land-

scape.

Water will also

affect gameplay. While there won’t be submersible vehi-

cles, going underwater will offer certain tactical advan-
tages. The physics wUl be different underwater, energy
weapons aren't useful, and it adds another hiding place.

The team plans to tune the water physics so that you can
skip discs across it.

Many of the mission types will be derived from the pre-

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

time structures will have multiple entrances, reducing the

stalemates that often occurred around TRIBES buildings.

Another tweak to CTF will be multiple flags, adding a

TRIBES 2s Nels Bruckner also

worked on RED BARON, BETRAYAL

AT KRONDOR, and FRONT PAGE

SPORTS: FOOTBALL ‘95.

Scott Rudi. designer of TRIBES

EXTREME, confributed to RED

BARON II, RED BARON 3D. and THE

INCREDIBLE MACHINE 2.

tB Incfsjde ir LilBES 2

1. Rockets that seek out and lock onto targets.

2. The ability to skip discs along the surface of water.

3. Bridges that can be destroyed and then rebuilt, and

destroyed yet again.

4. Natural weather effects (rock slides, lightning strikes, etc.).

5. The Commander Interlace, a la Lieutenant Gorman in Aliens.
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Team Rainbow is back in full force. Hogue
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.
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'Tango Downl' 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
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much more strategic angle to the action.

For now, the team is concentrating on the engine and the environment.

Weapons were still on the drawing board; they're brainstorming ideas for

new weapons while giving the originals an overhaul. There will be more
vehicles this time, with three air and four ground, up from the three air-only

vehicles in the previous game. They've also tweaked the interface and the

shell; there will be a built-in HTML viewer, so gamers can check TRIBES info

on the Web without having to leave the game. The server listing will also

have a “buddy list" tracker, so if you have a good gaming groove going with
some players, you can easily find them again. They’re also working on
improving the station interface, so that gamers can get in, grab the neces-

sary equipment, and pop back out without much delay. For those who’ve
seen Aiiens, the team plans on implementing a Command Station interface

that allows a commander to view everything his teammates are doing, and
give them even more direct, command-level orders.

After seeing TRIBES 2, it's clear that Dynamix knows how to improve upon
their initial success. The engine already looks great, and I'm excited at the

prospect of playing with the new toys in an even larger world. By next sum-
mer, I'm sure you’ll be suiting up to get back into the fray.

Tribes Extreme SINGLE TRIBESMAN
ENJOYS SUNSET WALKS
TRIBES EXTREME will have new maps, structures,

and gameplay types.

T
ribes extreme is essentially and gameplay types.

TRIBES 1.5. The game, which is

supposed to come out in the next ^
few weeks, uses the existing TRIBES

^
engine and will cost about $10 for

owners of TRIBES. What good is it? It

adds accessibility, enhancements, and .. ^

a wide variety of mission types for

TRIBES fans.

TRIBES EXTREME answers some of

the criticism aimed at TRIBES by

including a single-player campaign.

It'll be three chapters with four mis-

sions per chapter. Add to that 12 new

training missions, and you already

have 24 full missions to play offline. HAL’S GOT A GUN If you need more
There will be a new tribe called the players, or more practice, whip up some Al hots for

Grievers, and the campaign throws target practice.

you into the war between the Grievers

and the four original tribes. The devel-

opment team hopes that the single-

player game and training missions will

give newcomers a fighting chanca

online.

The other major improvement deals

with the Al bots. You can either use

them to train in tha multiplayer mis-

sions, or use them as pinch-hitters for

team matches. When setting up your

game, you can give each bot a pre-

defined role such as “sniper" or “tur-

ret-repair," and they'll go through

their routines. Enterprising gamers

can also modify the bot scripts to

make custom hots.

Finally, TRIBES EXTREME will inte-

grate a lot of mods and maps, to

make a complete TRIBES package. One such mod is “ifill the Rabbit,” where the Rabbit is

the player with the flag and you score points by keeping hold of the flag. Or “Freeze,"

where instead of dying, you get frozen. Being frozen locks you into observer mode, and

you only become unfrozen when your entire team is frozen, or when someone pulls the

unfreezing switch. The development team put out an open call for mod developers, so

expect a lot of good user-created content on top of the material provided by Dynamix.

you're
not

HSB}^IIirD“

...YOU
ARE

AT HEAT.NET!
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Neveiwinier Nights
BioWare Follows up Baldur’s Gate With an Even More Ambitious DSJD Game

|

I

By P. Stefan “Desslock” Janicki and Mark Asher

D ungeons 8e Dragons, the pen-and-paper role-

playing system that started it all, triumphantly

returned to computer gaming last year with the

release of BioWare’s BALDUR's Gate. While its commer-

cial success virtually ensured that we’ll see future

BALDUR'S GATE

iMilV

G ENRE: Role-nlavina RELEASE DATE: 04 ‘OP

PU BLISHER: Interplay Productions

DEVELOPER: flinWare Coni .

titles, BioWare

and publisher

Interplay

Productions have

for months been

working on an

even more ambitious D&D game, NEVERWINTER NIGHTS.

Although commandeering the name used by an online-

only D&D game that ran on America Online for years, this

NEVERWINTER NIGHTS is a completely original product that

will emulate tabletop D&D's modular system.

NEVERWINTER NIGHTS Will be released as a stand-alone

single- and multiplayer game, but will also come with an

editor to allow players to create their own adventures.

NEVERWINTER NIGHTS Will allow players to host multi-

player games themselves, as opposed to relying on an

online service like AOL. Gamers with the aspiration and

hardware could conceivably run their servers persistently,

permitting a few dozen players to perpetually adventure in

a customized gaming-world module, happily devoid of the

monthly charges associated with online games like

EVERQUEST.

Come to My Dungeon

NEVERWINTER NIGHTS will also bridge the gap between

computer and tabletop RPGs by allowing one or more play-

ers to serve as a session's Dungeon Master. DMs will be

able to assume control over non-player characters and

creatures, moderate combat, and even the consequences of

a character's death. DMs will also be the only players able

to pause gameplay, which otherwise flows in real-time.

NEVERWINTER NIGHTS will use the upcoming 3rd Edition

D&D rules, which re-establish a few 1st Edition character

classes, remove xenophobic race limitations (and restore

that charismatic mongrel, the half-ore, as an available char-

acter race), and merge D&D's multi-classed and dual-

classed systems into one rebalanced regime.

Players control a single character, who can be conscript-

ed from any of the races and character classes permitted

by the new D&D rules. Evil alignments and chaotic behav-

Newcomers to D&D should be lured by the game’s accessible inter-

face and attractive graphics, while veterans will be enticed by the inclu-

sion of over 200 speils and monsters, ali with traits lifted exclusively

from the core D&D rules.|B|

NOUEMBEfl 1999 igui.sainespat.i COMPUrER GAMING WORLD
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PREVIEW NEVERWIIMTER IMiC3HTS

ior are available role-playing options, but DMs will be

able to establish whether or not player characters can

harm each other, in order to prevent problem players

from disrupting a game.
WhDe the developers are aiming to create a computer

RPG as open-ended as its tabletop counterpart, they rec-

ognize that the anonymity of online gaming invites

abuse. To grant gamers some assurance that another

player isn't using an artificially-enhanced character, a

“character vault” will be maintained by the developers.

Characters can be stored within the vault between
adventures and may be removed freely to embark upon
quests, but can only be restored to the vault with experi-

ence and valuables that could have reasonably been

accumulated during their absence.

Ideally, the vault will grant stored characters some
legitimacy, even if mischievous hackers find ways to

bypass its security. BioWare hopes there'll be little incen-

tive to do so, since gamers can opt to store characters on

their own computers, and have the freedom to create

modules stocked full of empowering artifacts and godly

experience points.

Have it Your Way
Instead of recycling the BALDUR'S GATE “Infinity”

engine, NEVERWINTER NIGHTS will use the “Omen”
engine BioWare developed for the upcoming MDK2. The
engine retains the isometric, top-down viewpoint of

BALDUR'S GATE, but is fully 3D and allows players to

rotate or magnify the camera's perspective. The engine

is also resolution independent, permitting gamers to

crank up graphical details if they have the hardware.

While the hand-drawn backgrounds of BALDUR'S GATE
will be missed, NEVERWINTER's tile-based system will

allow the developers and creative gamers to create addi-

tional modules.

Newcomers to D&D should be lured by the game’s

accessible interface and attractive graphics, while veter-

ans will be enticed by the inclusion of over 200 spells

and monsters, all with traits lifted exclusively from the

core D&D rules. Characters can evolve up to a demi-

godish 20th level, which should appease the gamers who
consider constant character advancement a role-playing

game prerequisite. Characters will be able to wield two

weapons simultaneously, disarm opponents, use targeted

attacks, and engage in hand-to-hand combat - all in

accordance with the new D&D rules.

What’s missing? Not much. Characters won’t be able to

swim, which is an experience that shouldn't be readily

available to chainmail-laden adventurers in any event.

The developers are bursting with so much enthusiasm

over their latest project - the game's online discussion

board is jammed daily with fresh commentary - that it’s

difficult not to anticipate a truly innovative role-playing

experience from NEVERWINTER NIGHTS. S33

Neverwinter at GenCon

N
EVERWINTER NIGHTS was officially announced at the

GenCon convention in Milwaukee this August (see story in

Read.Me this month), and in between stuffing ourselves

with bratwursts we checked the game out at Interplay's booth.

Although the game is early in its development, the basic

engine is in place. What struck us about BioWare's Omen
engine wasn't how pretty it was (and it was quite striking), but

how smoothly it ran. Panning the camera was effortless, rotating

and zooming in and out without a hiccup. The light-sourcing

GOIN’ DOWNTOWN NEVERWIffTEfi NIGHTS uses the Omen

engine that BioWare developed for MDK2. The top-down viewpoint is fully

3D and allows players to rotate or magnify the camera's perspective.

LE MENU The game's radial menu system offers easy access to the

main game controls without covering the screen.

seemed perfect when a character launched magic missile spells

or moved while carrying a torch.

One nifty new effect that the Omen engine incorporates is

motion blur. Think how comic book artists draw action shols with

a sword blurring as it's being swung, and you'll get an idea of

what the motion blur effects look like in NEVERWINTER NIGHTS.

It's a small touch, but it adds to the experience.

The interface is also striking. It uses a radial menu, which looks

like a clock dial, and is invisible most of the time, appearing only

when you right-click to interact with something. It’s an elegant

solution, leaving the screen 1 00% free of interface clutter 95%
of the time.
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Final

Fantasy in
Square Finally Fixes Past Problems and

Brings Back the Love by Thierry Nguyen

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

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

Yet, in FINAL FANTASY VIII, SquareSoft is ready to seriously tackle

the theme of love and romance, in addition to the technical problems

that plagued their previous PC effort in the role-playing series.

The heart of every FINAL FANTASY game is the plot, but it’s hard to

talk too much about it without spoiling the game. Let’s start with the

protagonist: Squall. He's a student in The Garden, a premier military

academy. As the game opens, Squall is attempting to pass an exam that

will let him be part of an elite soldier unit known as SeeD, Once he

enters SeeD, he gets

involved in a massive war

GENRE: HPG » RELEASE DATE: D4 ‘99 between the country

PUBLISHEB: SniiireEA
Galbadia and the rest of the

world. Looming in the back-

ground during all this is a

witch known only as Idea.

As in any other Square game, you can expect a healthy dose of intrigue,

betrayal, and death of beloved characters.

DEVELOPER: SauareSoR

Deformed No More

The first immediate difference between FFVHI and FFVII is the con-

sistent character design. Gone are the Super-Deformed characters (a

Japanese art style where big heads are placed on little bodies) of

FFVn—now the characters are all rendered more realistically.

Both the battle and magic systems have also been greatly overhauled.

The one key change is the Draw system, which lets you extract spells

and abilities from the enemies you encounter. Once you've "drawn" a

spell from a target, you can either cast it immediately or store it for

later. There are no magic points or spells you can permanently learn;

you’re always drawing spells from the enemy.

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

Forces)—experience. Each of your Guardian Forces

gains XP and will earn the right to learn abilities.

Some abilities strengthen the existing attack, oth-

ers open up new attack methods. SquareSoft

wants to create a sense of growth for your

Guardians, as well as a bit of customization. Unlike

FFVH, you don't get Guardians by grabbing materi-

al or whatnot: you either earn them in the course

of the story, or you have to defeat the Guardian in

order for it to serve you.

Another alteration to the battle system is a fight-

ing-game influence. Some of the battles in FFVII

felt like they were on autopilot, as you always

used the same options over and over again. Now,

you can enhance your attacks with proper timing.

For example, if you tap the special attack key just

NOVEMBIR 1999 • ;pot.eom • COMPUTER GAMING WORLD
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as Squall swings his Gunblade, he’ll fire

it in addition to swinging it. One of the

characters, a martial arts expert named
Zell, has several fighting-game-style

combination moves that he can pull off in

battle.

A few things remain the same from

FFVn. The save-game scheme is the same
(wnthin specific dungeons and areas,

there are save points, but out in the over-

world, you can save anywhere), and the

control interface is still geared primarily

toward the gamepad crowd. For vehicles, you’ll ride a

Chocobo for a bit, but you'll also get to drive a rental car and

an aircraft called the RagnaRok.

Flash to the Past

The development team has learned their lesson from the

FFVD port, and has either corrected, or worked around its

technical flaws. Graphics-wise, they have more rigorous test-

ing methods, and they're better at using DirectSD then they

were last year. Also, while they can't re-rendef all the 2D

backgrounds (this would create a huge delay), they're using

FROM HELL THEY
CAME The FINAL FANTASY games

have always liad uiitgue crea-

tures like this one,

seen as it pro-

gresses from

uncolurcd sketch

to iii-yame

renilerhig.

special fQters to make sure they don’t look as fuzzy or

washed out as in FFVn. Musically, they are still probably

going with the software synthesizer route, but they are look-

ing toward using the emerging Downloadable Samples (DLS)

idea, since many new PCI sound cards support DLS.

The most visible improvements are the movies. They were

formerly washed-out, stretched AVIs that lost their epic feel;

now they’re using a new movie format that preserves, and

even enhances, the look of the original movies. Depending on

your PC, the movies will play in either high- or low-resolu-

tion, but the difference between the two is hardly noticeable.

At press time, the core game was complete and playable;

all it lacked were the movies and some text. The team

hopes to go beta fairly soon and begin pounding out the

bugs, for an anticipated release near the end of the year.

Square looks like it has addressed the teclmical problems

that plagued their previous PC release, allowing gamers

who like a good story, and can appreciate console-style

gameplay, to finally see what the FINAL FANTASY fuss is all

about.

DRAW ME A RAINBOW The new Draw system will deter-

mine which spells you can use and how often.

NOVEMBER 1S99 • c g w
.
B a m e s

p

d I

.

i COMPUTER 6AMING WORLD



MEllHEUmSiyi
iNieHTM'ARE!

One Chip
Can Turn *

One Second
® Gaming Into"

Today’s

game opponents are

tougher to beat. So we’re issuing you an unrivaled weapon.

The new Viper II graphics card is equipped with 4X AGP
power and a transformation and lighting engine for the

most realistic images ever. Better yet, Viper il now features

S3TC texture compression, which hurls up to 15 million

triangles at your monitor every second for the most intense

3D action ever. Make your screen image come alive.

Unless, of course, you’d prefer to make them otherwise.
OUAKl III h j ludmurt olid SoHmir. Inc. Oiuhe III Ami'" chuicim. Scmnikolt jnd liKign d999 Id Sclhrice, Inc. All Rlghlt Knenrd.

Wreak Havoc with the Ultimate 3D Weapon

MULTIMEDIA
GRAPHICS WWW.diamondmm.com



PREVIEW

I

Do It All in This Incredibly Ambitious Shooter

by Thierry Nguyen

Rock

EXCLUSIVE!

D espite its name, SingleTrac

isn’t content with only one
genre. Heck, they’re planning

to combine three genres into a sin-

gle game. Normally, this is where I’d

say "good luck" while rolling my eyes,

but after a demonstration of their next

game, ROCK, I really do wish

SingleTrac luck.

ROCK’S most impres-

sive ambition is the

unprecedented free-

dom it will give gamers, allowing them to

go easily from pOoting a spacecraft, to manning a huge

Mech-like assault robot, to running and guiming in a stan-

dard first-person shooter style. This game could set a new
standard in FPS action gaming, especially in the multiplay-

er arena.

Pick Your Poison

ROCK takes place in a post-apocalyptic future, with evU

corporations, ragtag forces, evil mutants, yadda yadda

yadda, blah blah blah. Okay, so it's pretty obvious

SingleTrac isn't breaking new ground in the story-telling

department, but we haven't exactly reached a point where

people expect The Gulag Archipelago when they install

the latest shooter. Besides, it’s not the story that has the

potential to hook gamers, it's the gameplay. Imagine a

game where you can jump into a starfighter, dogfight your

way to a Martian plain, hop out, toss a grenade in a Mech
to kill the pilot so you can claim the assault robot for your-

self, rampage across a

REVIEWING THE TROOPS Each faction in the game sports a different icok: The

Corporate shock troops run heavy on the chrome, the Grunj rebels wear whatever they can get their hands

on, and the steaithy DarkShyne dress so as not to be noticed.

they all gain experience from mission to mission. Take the

same team with you from mission to mission, and it will

grow increasingly deadly. This ragtag band will also have

a total of 19 units (RAVes and spacecraft) to choose from.

In fact, the AI even divides itself up into commanders and
soldiers. For example, an AI commander can pilot a RAVe
and be in charge of the three footsoldiers tasked with

escorting it.

BENHE: A ction RELEASE DATE; 03 ‘0

PUBLISH ER: GT Interactive Software

DEVELOPER : SingleTrac

COHTflCT: www.sinnlBtrac.CDm

warzone m your new
weapons platform, and
finally jump out and

enter a building, kUling

some guards before you

plant explosives to level

it - all of this without

any load screens to stall the action.

While players are encouraged to take part in all the fly-

ing, meching, shooting fun, there will be three distinct

sides with an emphasis on one of the three game types.

The shooters among you will want to be playing as part of

the ragtag Grunj Alliance, since soldiering is their forte.

Those who prefer mechanized mayhem Mechwarrior-style

will want to be a member of the meticulously-classy

Imperial Directorate, who love their Robotic Assault

Vehicles (RAVes). Finally, if you’re just really sneaky and

you love Top Gun, then you’re a candidate for the

DarkShyne Technocracy, a mutant race who like stealth

and air power.

Each organization has a 10-mission single-player cam-

paign where you'U have command of up to eight AI squad-

mates. These squadmates all have defined roles (i.e.,

sniper, RAVe phot, aviator, demolitions), and better yet.

B4 NOVEMBER 1999 iBW.gamespot.cain • COMPUTER GAMING WORLD
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PREVIEW ROCK

IT’S A SPACE COMBAT SIM... Skilled pillls will be

needed to take out enemy air support whenever you launch an assault.

The missions range from a simple base assault to a

grand battle between two massive carriers. How
SingleTrac is able to make an engine that renders space-

craft dogfights, mechanized slugfests, foot soldier

shootouts, and epic space carriers all at once is beyond
me. Without getting into acronym-laden technobabble,

let's just say it all works. The environment is quite

detailed and accurate; carriers have functional (and

usable) launch bays, turret stations, and barracks, while

every building on the landscape can be demolished under
enough firepower (no more hiding in buildings). All of this

will be happening on a backdrop that ranges from the

asteroid belt between Mars and Jupiter to the planet sur-

faces themselves.

Communal Catastrophe

Teamplay is even more important than in other games.

Let’s say you have a team of five. Within a single dropship,

you can be the pilot, two teammates can be turret gun-

ners, and the last two are the payload - fired out of the

dropship in a special torpedo they can guide themselves,

plunging into a breach point to invade the enemy. Also,

different player types will have different items; with the

distinct player types and the various spacecraft and
RAVes, balance will be a very important thing.

All the campaign missions can be played co-operatively;

other multiplayer plans include free-for-alls and a

“Hunted" scenario, where one team must survive whQe
the other tries to assassinate a specific target on the

opposing team.

One balance-detail we immediately liked was demoli-

tions. A demolition expert can lay down an explosive

charge that can take down buildings. If you’re the victim

of the attempted sabotage, and you have the right equip-

ment, you can defuse the bomb. Just break out the wire

clippers, point your crosshair at the wire you want to cut,

and pray. Cut the wrong wire the first time, and the timer

speed doubles. Cut another wrong wire, and, well, consid-

er enlisting elsewhere. If that wasn't enough pressure, the

concussive force of a nearby blast can knock off your wire-

clipping aim.

SingleTrac is also giving the gamers all the tools needed
for creating cut scenes and missions. Enterprising design-

ers can make entirely new maps and mission objectives,

while aspiring film directors can create their own cut

scenes, complete with voices.

SingleTrac is embarking on what could be called a

kitchen-sink game. Normally, I'd be on the apprehensive

side, but when I got to actually see the whole act of flying,

bailing out, stealing a RAVe, wreaking havoc, then getting

back on foot to blow up a building, I lost all apprehension.

It’s still a long way off, but ROCK looks like it can do it all

without losing the focus on gameplay. SSJ

5 THIIMGS
Five Nasty Tricks to Pull in ROCK

1. Crush your friends under your RAVe’s foot.

2. Level an enemy building while they’re still in it,

and watch their bodies fly from the wreckage.

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

drop a small grenade nearby to disrupt his concentration.

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

the passengers try to bail out before it crashes.

5. Use the DarkShyne Scout to laser-designate a player

(instead of a building] for a heavy ordinance Banshee strike.
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WHO WANTS SOME MORE
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Do UNTO YOUR

OPPONENTS BEFORE

THEY DO UNTO YOU.

Terrorize

WHO WANTS SOME MORE?
WWW. mi. erosoft.com/sl



Microsoft®' SideWinder*-Dual Strike helps- you'Jiumiliate 'and degrade opponents in tons of action & adventure

games. The rotating perspective control- allows you to- look, aim and fire faster. And with a D-pad, programmable

buttons and two triggers, terrorizing is effortless.

© 1999 Microsoft Corporation. All rigtits reserved. Microsoft and Sidewinder are either registered trademark or trademarks of Microsoft
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PREVIEW

Firaxis Recreates the Bloodiest

ay of the American Civil War
by Marc Dultz

Sid Meier’s

Antietam!

Although American forces sustained grievous casual-

ties at Omaha Beach, Iwo Jima, and the Ardennes
during WWII, it was some 80 years prior - at the Battle

of Antietam - that the nation suffered its greatest losses for a

single day of combat. 11,000 men. Now Firaxis Games, with

the aid of

newly created

Breakaway

Games, plans

on portraying

the epic battle

of the Republic

using a refined

version of their

popular SID

MEIER'S

GETTYSBURG!
game engine

and a little

help from the

dead.

According to

Joe Balkoski,

noted Civil

War historian

and historical

consultant on

ANTIETAM!, all

sorts of subtle

improvements

have been

incorporated

into the game
that will great-

ly affect the

way the battle

will be fought.

"For one thing,

the terrain in

ANTIETAM! is

very different

from the type

depicted in

GETTYSBURG!"
he says.

"While

Gettysburg

was a relative-

ly open battlefield, Antietam had very unique terrain, which
we mapped meticulously - from the creeks and bridges to the

cornfields and infamous sunken road.” Other enhancements

include new unit classifications, and detailed uniforms for

every regiment that took part at the battle.

The interface has also been upgraded. The command bars

have been reworked with fire effectiveness indicators, which

will show players how their units are performing in battle.

ANTIETAM! will also

feature a beefed-up

GENRE: Wargame » RELEASE DATE: Q4 '99 AI as well as added

PUBLISHER: Firaxis Games realism effects. For

DEVELOPER: Breakaway Games instance, artillery will

now be able to fire

into tree lines or at units on the move, and can be ordered to

hold fire until the enemy is within canister range.

ANTIETAM! will include the previously unpublished manu-
script of Ezra Carman, commander of the 13th New Jersey

Volunteer infantry, which vividly recounts every aspect of the

battle as seen through the eyes of a Civil War veteran. With his

help, Firaxis was able to establish the exact location of each

individual unit and the circumstances leading up to the fateful

Union attack along the sunken road.

Finally, players will be able to re-fight the entire battle, or

play any of the 20-plus scenarios in the game, which will

include several full and half-day battles as well as a wide vari-

ety of historical variants. ANTIETAM! will also ship with a ran-

dom scenario generator that will select one of four types of

engagement based partially on the player's track record.

So, while it's still a couple of months off, ANTIETAM! is shap-

ing up to become a fine wargame, and a fitting testament to

the bloodiest battle America has ever fought.B33

5 THIIMGS
You Should Know About Antietam!

1. ANTIETAM! is being developed by Breakaway Games in association

with Firaxis, the same folks who created GETTYSBURG!

2. This game won't require GETTYSBURG! to play it.

3. Joe Balkoski, author of “Beyond the Beachhead" and designer of

LEE VS. GRANT, is serving as a historical consultant.

4. Unlike GETTYSBURG!, players will be able to re-fight the entire

Battle of Antietam from start to finish.

5. ANTIETAM! will only be sold on Firaxis' Web site: www.firaxis.com .
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Jane’s games give you the real insider’s experiejice because our information comes straight from the inside.

Inside the Pentagon. Inside military bases. And inside the most respected military authority for over 100 years,

the Jane’s Information Group.That means you exiierience every detail of real military scenarios, with the most

authentic hardware at your disposal. In fact since 1995, Jane’s has won more awards tor simulation games than

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

hottest planes in the U.S. Airl Force— without doing anything illegal.
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EIGHT PLANES. ONE PILOT. ONE DESTINY. Experience the life

of a real fighter pilot as you fly the hottest planes in the U.S.

Air Force. Track your progress through actual missions from

Vietnam to Desert Storm— and future campaigns over Germany

and the U.S. as you rise through the ranks. Then you can rank

Games for ihe military mind, yourself against the best on the ‘‘Kill &. Compare" board on the

Jane’s Combat Simulations web site. Using official USAF Red

Flag training curriculum, it's the closest you'll get to actually

flying for the U.S. Air Force.

The planes are ready. And waiting for the

one who can master them all— you.

lanes

FLV THROUGH ULTRA-DETAILED TERRAIN.

The Grand Canyon, Vietnam, Germany and Iraq, all

rendered using precise stereoscopic satellite data.

www.janes.ea.com



TAKE THE CONTROLS OF 8 USAF JETS. From
Vietnam*era jets like the F-4 Phantom, to tomor-
row’s P-22, you'll fly the world's greatest aircraft.
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need to use her body
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Ullimate high-t^h weaponry includes

fully configurable, ;dela\led equipment

for amazing gomeplaydeplh and oc//on.

Frighlenmg 3-D realism gives you an all-tocneal

first-person perspective. f(i fad, the environment

is so Irue-tolife, your enemies ore even sensitive

Intriguing character generation lets you

choose from three distinct personalities, each

with their own special weapons and abilities.

to light and sound.

You. woke aboard the Von Braun with a mind-alferinq

wander the dark, eerie decks of the derelict spacecral

— feeding upon the flesh of your former comrades,

terror, you sense the presence of the evil cyber-beirj

the strings in the most chilling role playing game

cover her ullimate plan — or die trying. For all tfj

implant in your brain and no memory of recent events. As you

ift, you discover an alien material is slowly taking over the ship

eaving zombies and corpses in its wake. Behind the engulfing

g, SHODAN. She is seductive and sinister. And she pulls all

'er. Enter Shodan's terrifying world to dis-

e gory details, visit www.lglass.com



PREVIEW

T
hird wire. Call the

ball. Bolter, bolter, bolter! Utter these

phrases to flight sim enthusiasts and you just

might see them drool. After all, these words mean only

one thing... Carrier Ops. The same team that produced last

year’s highly acclaimed JANE’S F-15 has now developed an

in-depth naval aviation simulation. This holiday season,

you’ll get a chance to fly the plane that will be the corner-

stone of the Navy’s defense policy well into the 21st centu-

ry: the F/A-18E Superhornet.

Producer Greg Kreafle's team has had over a year to

incorporate all of F-15’s strengths while trying to eliminate

its weaknesses. “Think of it as F-15 Plus," Kreafle says. “In

F-15, we have pilots flying realistically in a non-accelerated

time mode for a

liEIIBE: SiniLjIation . RELEUSE DtTE: 04 '89
Set

n..n..c.,rn FI 1 • tO thOit fUSt WBy
PUBLISHER: Electranip Arts

point. Well, that
DEVELOPER: Electronip Arts, Himt Valiev wasn't any fun

With F/A-18, fly-

ing them off the carrier means they'll be closer to the

action." He adds, “The key word is accessibility. We've

applied that to every part of the game."

Indeed, the real F/A-18E is a far more user-friendly air-

craft than the F-15, so accurate plane modeling alone

makes the sim accessible to a wider audience. For exam-

ple, the avionics are greatly simplified, making it easier to

operate the weapon systems. As Kreafle says, "It has a

simpler interface because the state of the art has advanced

over the past 25 years since the F-15 was designed, so we
get ah the benefit of that by trying to recreate it as realisti-

cally as possible."

Many simulations, F-15 included, offer a casual flight

model as well as an authentic one. With the Superhornet,

there's no need: The real aircraft is that much easier to fly.

The plane has greater “dogfighting" capabilities than the

F-15, and it also has some built-in constraints to ensure the

phot won’t lose control. “You can't over-G the airplane,"

explains Kreafle. “You'd be lucky to pull 7-1/2 Gs. Beyond
that, the system relinquishes control authority. You can’t

depart flight with it, either." That’s true. In the beta I test-

ed, I was unable to put the plane into a spin, managing
only a brief stall that quickly corrected itself.

As far as the campaign goes, there is much greater

emphasis on player immersion. The missions you fly are

interspersed with video clips about 15 seconds in length,

which indicate your progress via positive or negative feed-

back. The end result is a story that unfolds to truly involve

the player in the action.

Yes, the number of F-18 simulations in the marketplace

are starting to rival those of the F-22, but we're talking

classic Jane's stuff here. I, for one, can’t wait.

[5 THINGS
You Should Know

About Jane’s F/A-18

1. The hefty Jane's manual Is back, and it will be easier to

read. Look for over 400 pages!

2. Over 2.5 million square kilometers will be modeled, based

on U.S.6.S. data.

3. Fly one giant campaign, or Jump into the action at three

separate phases.

4. The Superhornet is no speed demon. The F-15 Is actually

faster, but the F/A-16 is more maneuuerable.

5. The cancellation of JANE’S A-tO has no bearing whatsoever

on JANE'S F/A-18.

Jane’s F/A-18
Jane’s Gettin’ Serious... About

Being Easy

By Gordon Berg





In Six days a superpower has been'^estroyed by

the most devastating virus^humanity has ever

known. As the body count rose a cult blossomed

preaching the demise of mankind and the absolution <

of TH^ BROOD.
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\ /\The eight survivors' of Project Nemesis
4 \ / '

'

' ^
'\JJ' \ \awake to this insane world. ^Can these
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Extreme replay value — proprietary game generator creates unique
missions every time you play for maximum replay value and over 12
million variations, r.
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PREVIEW

Volition Puts Even More Gloss on Their Polished

Space Sim Franchise by Thierry Nguyen

FreeSpace 2

PUBLISHER: Interplay

T
he first FREESPACE was the best space
sim to come around in a long time. It was
extremely well polished and had great GEWRE: Space Sim

production designs, but ultimately it felt deriv- RELEASE DATE: D4 '99

ative. Once I got a version of FREESPACE 2 and
saw what the designers were up to, I was delight-

ed to find much that may set the sequel apart from
the pack.

The plot this time is the return of the Shivans during a period of, oh, let's

say "civil unrest.” While the Terrans and the Vasudans allied in the previous
game, some rogue

DEVELOPER: Volition

Terrans decide to back-

track and go back to war
with the Vasudans. in the

first few missions, the

gamer is expected to

wonder about the morals

behind his missions.

Volition is going for a

deeper story this time

around, rather than the

straightforward “big bad
aliens invade, mayhem
ensues" plot.

At first, the graphics

look the same. Things

soon change when you
run into one of the games’
features, the nebulae.

Like nebulae in just

about every other game, they’ll

mess around with your electrical

system and make targeting enemy
spacecraft difficult. Fortunately, in

order to counter these nebulae
effects, you can either call upon a

special AWAC-style ship, or use
special hardware to keep a radar

lock on enemies.

Speaking of the ships, the other

big improvement is the capital ship

design. The big ships have been
beefed up significantly, so that it's

nearly impossible for a little fighter

to take one out. Also, these capital

ships have much more powerful

weaponry - typically a few anti-

fighter turrets backed up by one
huge energy cannon. The develop-

ment team wanted to make the
prospect of destroying a capital

ship a challenging thing, rather

than the "line up torpedo and fire”

from the previous game.
FREESPACE 2 looks like it will

have the story, the spatial effects,

AND THEN HE SMOliE THEM The capital

ships have much more impressive vmaponry - such as a beam

that outright annihilates enemy cruisers.

GOING INTO THE GREEN The

Shivans wiil have ever more menacing ships than

this. The nebulae doesn't really help when dog-

fighting, either.

INTERGALACTIC TUNE-UP The

Volition team is working on both overhauling ships

from FREESPACE and adding new ones.

•VASVDAN MIOIOM nSHTtB-

and the ship design to set it further apart from the original game and the
rest of the space sim pack. If Volition puts a spit shine on FREESPACE 2,

gamers may just see the creation of another viable space sim franchise,

giving LucasArts and Origin some competition.
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Experience the ultimate combination of

combat action and ultra realistic

real-time simulation.

Climb into the cockpit of the deadliest

assault helicopter in history

• ttie Russian KA-S2 Alligator.



ur Prayers Are Answered. Autoduel Has

Risen by George Jones

Loose Gannon
GENRE: Genre: Actian/Adventure

RELEASE DATE : Q3 '39

DEVELOPER: Digital Anvil

Arobed editor sits in his office in the lotus

position, hands outstretched before a bam-
boo altar, upon which is laid a sacred 5.25"

floppy disk. The editor softly chants the name on this PUBLISHER: MicrnspH

floppy, with the hope that in the same way dolphins

hear Aqua Man's desperate pleas for companionsliip,

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

playing driving game.

Autoduel, . .Autoduel. . .Autoduel...Auto
It's finally happened. Someone has picked up the vibe. That person - Tony

Zurovec of CRUSADER: NO REMORSE fame - freely admits that his upcoming title,

LOOSE CANNON, is a spiritual successor of sorts to AUTODUEL, the computer ver-

sion of the CAR WARS pen-and-paper RPG released by Origin in the 80s.

With LOOSE CANNON, Zurovec is shooting for that elusive balance between
story, driving, and on-foot missions.

In this way, the game appears to be Hff9|fH9!IWP^nPVIV|!tiPPIH
a cross between AUTODUEL, METAL Ihm
GEAR SOLID, and THIEF than to pre-

vious games in this genre, such as

INTERSTATE 82 or REDLINE. ^ I
You begin LOOSE CANNON as a HE|m|w » I

bounty hunter in a west coast city,

and over the course of the story you
make your way through the midwest
to the east coast. Law and order has

broken down across the nation due 1^ '.

to a serious economic downturn. I '.. .'

.

Lacking the funds to buy essential I
items like guns, the police call on I

'

freelancers to bring violent ends to bpppiBrfHHIlHIIHIIH^
criminal acts.

To earn money to improve your

car, you cruise the city streets.

Periodically, the boys in blue will

request your help over the radio. I

Accept their offer, and you'll experi-

ence the glory of LOOSE CANNON'S
combat engine, which offers realistic

driving physics and emphasizes

speed and cool weapons.

You'll also encounter combat when 1'^'
.

*

you're asked to courier packages |! ..A-

between the major cities. Since the

countryside has no protection what-

soever, piracy reigns on these roads.

At your disposal is an arsenal that

would make any L.A. commuter
drool: guns, rocket-launchers, and
rear-mounted flame-throwers. t, •wH
You eventually tap into a more

detailed story with missions that will

challenge you in different ways. In a
mission that requires you to infiltrate

enemy base, for instance, you will

an encamp-
ment, blowing away the tires on the

enemy cars. This way, when you make your way into the base, steal the technol-

ogy you need, and make your escape, the bad guys won't be able to follow.

Zurovec firmly believes that paying closer attention to detail and developing a
more interesting story, when combined with more open gameplay, will make
LOOSE CANNON succeed where similar titles have failed.

Name; Matt Lansing

Call Sign: Savage

Skill: Extreme Strength

Personal Details: - /
Matt served in the US
Marines for 0 years,

mostly in "police" actions
around the world. He was
retired from the service
in 1995, after he broke his

spine in a helicopter /
'

crash in the Middle East
He spent the next three
years paralyzed from the
neck down. Project ;/

/

Nemesis offered Matt the
possibility of a surgical
solution to his chronic

'

disability; Matt/- :

volunteered for the team
immediately. / . ;

Download the demo:
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B
abe Ruth’s power single-handedly changed baseball. Janis

Joplin’s banshee wail tipped the emotional balance of rock. And

Jobs’ and Wozniack’s gamble on the Apple took computing from a

technological priesthood and put it into the hands of the people.

Trailblazers like these reshaped the world in their image. They

“thought different,” and forced those who followed to do the same.

And that’s how we feel about the following five games. Whether

through pioneering graphics technology, innovative new design con-

cepts, or redefining what can be considered a game at all, these

five will leave ripples that will be felt throughout the industry

for years to come.

I

Chris Roberts Sets His Sights on the Big One by George

C
onsider Texas, a state so enamored with the enormous

that even Austin, a city very low on the Texas-ometer,

buys into the big. Wanting a bigger airport, this city

chose not to simply expand their current facilities, but to

build an entirely new airport five miles down the road.

This bigger-is-better mentality must be part of what keeps Chris Roberts in Austin. After all, it’s

a good fit—his favorite games are enormously large, epic, big-splash titles with high production val-

ues, envelope-pushing technologies, and a massive sense of scale. Games like FREELANCER.

In FREELANCER, Roberts is setting his sites on the holy grail of computer games: A game with

unparalleled visual and cinematic style that is totally and completely open-ended, but also features a

compelling central story. And, oh yeah, it should also be fun and accessible to the masses.

BMElyiwg
FREELANCER'S tone and visual

power are illustrated simply and

powerfully. The very first scene

Roberts showed us—an overhead

view of a bustling space port

—

emphasized the fact that, although

this space sim uses plot and game-

play elements that have existed

since ELITE, Digital AnvU's take on

the genre will be something special.

The spaceport, from which you

assign yourself missions, outfit your

ship with new weapons, trade

goods, and peel away layers of the

story, resembles nothing you’ve

ever seen.. .in a computer game, at

least. The sun sets and rises, ships

CONCENTRATED A’TTACK FREELANCER shucks the joy-

stick in favor of a nwHse-drive mode of play that emphasizes the fun

aspects of space combat.

*i
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fly between skyscrapers or landing platforms

cities themselves are very stylistically and dr

represented. More reminiscent of Star Wars t.

the LucasArts’ Star M/ars games, this one see

veys the scope of what Roberts is trying to a(

here—a detailed, dynamic, living world.

You begin play as a lowly mercenary,

indentured to the House Liberty, the all-

American good-guy clan in the game.

Getting hooked up with this clan at the

start means that you’ll have plenty of

protection in your early missions, at least

until the plot gives you the chance to join

up with other houses. As part of your

indentured servitude, House Liberty sup-

plies you with your first spacecraft—the

futuristic equivalent of a 1979 Pinto. It

gets the job done, but you're going to be
very excited to earn enough money to

put yourself into something a bit fancier.

WOW THAT’S FAWCY
freelancer's sense of grandeur is

reinforced the moment you fly through

the massive metallic accelerator that

boosts you out of planetary space into an
outer space so colorful and dramatic, it

looks like it was photographed by the

Hubble telescope.

Digital Anvil's version of space incorpo-



by placing the fundamental ship maneuvering and navi-

gation under the control of your Neuronet. You move
your mouse around to target and fire on enemy ships,

select your weapons, and fine-tune your position and

velocity. Holding down the Shift key allows you to

freelook with your mouse and fire on anything you see.

Holding down the Control key allows you to take over

the controls and maneuver your ship in any direction.

The wildcard in all this is the Neuronet—part inter-

face manager, part onboard computer, and part pilot. It

serves as your navigational aid, allowing you to plot

coordinates for travel and check on your cargo. More
crucially, it performs critical maneuvers during combat

and can be upgraded with a variety of increasingly

effective tactics to make it more combat-ready.

Space fights consist of you blasting away with your

mouse and ordering your ship into various maneuvers

via the Neuronet. Want to get on a bogie’s tail and blast

him into dust? Select the Trail command, which will

order your ship to attempt to get on the bogie's six.

Getting pounded? Order your ship to Evade, and,

depending on the quality of your Neuronet, you will

alleviate the pain.

Most interesting about this new take on ship-to-ship

combat is the almost DiABLO-style element of play

FREELANCER sets up. As you gain more money, pres-

tige, and power, you’ll be able to power-up your

Neuronet with new or upgraded maneuvers. Or buy
entirely new Neuronets that are more advanced.

Maybe you’ll even discover amazingly sophisticated

upgrades left behind by the ancient space-faring race

who inhabited the area before you. You’ll also be able

to trade these maneuvers to your friends in the multi-

player game.

TWASSIVELY MULTIPLSyEft
freelancer's multiplayer game, which will be sold

separately from the main game, will be a massively

multiplayer universe where thousands of players will be

able to fly around and interact with each other in a vari-

ety of capacities. Digital Anvil envisions a dynamic,

socially-oriented game that features the single-player

game’s politics and clans as a backdrop. This multiplay-

er game will also permit you to be allied with one of the

main houses in the game, or to go it alone.

Digital Anvil is committed to maintaining a meta story

that will keep the game more focused. At one point, you

might log in and hear about a big war between the

Kusari and House Liberty. This could mean several dif-

ferent things to you; you might want to join in the war
effort as a paid mercenary. Or you might deduce that

war around certain planets means that certain goods

might command top dollar on that planet, and you'll

hire some of your friends to escort you on a money-mak-

ing trade mission.

Perhaps the coolest potential feature in multiplayer is

the ability to own your own base. The game will feature

a finite number of bases that can be taken over and

controlled by human factions.

The most unfortunate aspect of FREELANCER is the

_ fact that we'll have to

CHRIS ROBERr
GAMEOGRAPHY

VUing Commander i~ lU

wait until late 2001 to

play it.

: Action

Release Date: Q4 01

Publisher: Microsoft

Developer: Digital Anvil

; rates a sense of scale and attention to detail that will most

!
likely set a new standard for virtual worlds. At one point,

we flew around and through an enormous research station

that seemed about 100 times the size of our ship. We also

flew through a gorgeous, purplish gassy, lightening-

strewn nebula that created a particularly eerie effect.

And in a scene that illustrated the amount of detail

being put into the game, we flew past a fully opera-

tional ore-mining unit. As we flew up close, you could

see the ship doing its ore-crunching—the large pincer

hands breaking off chunks of ore, which were then

sucked into the craw of the ship.

Eventually your lovely little sight-seeing excursion is

going to get interrupted by space pirates or a rival

house. Then you’ll see another part of FREELANCER,

one that takes a sharp turn from normal space combat.

Roberts and company are throwing out the joystick as a

controller and focusing on making the game playable

with a unique mouse-and-keyboard interface. This fits

in squarely with the FREELANCER design team’s mis-

sion of focusing on the purely fun parts of space com-

bat, which means avoiding the constant 180-degree

turning battles so common in space sims, where you

line up a bogey, pass them after nar-

j

rowly avoiding a head-on collision,

i
and repeat.

i FREELANCER completely avoids this

CHRIS ROBERTS
“Sure, the latest 3D shooters look pretty, but

what new gameplay do they offer? Where are

they taking the genre beyond having prettier

rooms and more detailed characters? Too many of the game publishers

seem to be going with safe bets; the latest sequel; a sports game with

the iatest team stats; an RTS game with a few different kinds of units;

or another first-person shooter that differs only in its look. I've been

far more Impressed with the game design that's been going on in the

consoie market. Games iike METAL GEAR SOLID and ZELDA 64 have realiy

blown me away by their design and the way the technical gee-whiz

factors are used to enhance gamepiay. There have been a few excep-

tions in the PC biz; GRiM FANDANGO and HAlF-LiFE stood out iast year."
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LE SPEEDS.

"I have a Flashcom DSL connection and this is

sureiy the future for Internet connectivity.

Anyone anyplace that can get this technoiogy

into their home or office is foolish not to order

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

Flashcom = Internet Up To 100 Times Faster
Internet access that's up to 100 times faster than your dial up connection. With DSL
from Flashcom, once you're setup yop're always on, so there's no wait to connect,

no busy signals, and no dropped calls. Plus it works on the same line as your phone
so you don't have to pay for a dedicated line, and you can talk while you surf.

LARGEST NATIONAL COVERAGE AVAILABLE. CHECK WWW.FLASHCOM.COM

X FREE SETUP
'
FREE EQUIPMENT

^

FREE INSTALLATION

.FREE FIRST MONTH

\ SERVICE j/

FOR AVAILABILITY IN YOUR AREA.

FROM AS
LITTLE AS $49.95

CALL mow 1.877.FLASHCOIVI (352.7426)

^ Connection speeds depend upon regional network equ pment installed in your area.
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THE MASTERPIECE.

“The best strategy game ever made, -pc Gamer

-Computer Gaming World

"98P/o’ (Highest review score ever awarded) -pc Gamer

IVIeier has again set the gold standard for strategy. -Newsweek

xxxxx-Cnet Gamecenter



THE ENCORE.
2260AD. Alpha Centahri’s original inhabitants have come to reclaim

their world. Their brutal battle for supremacy splits them into

two ruthless factions, with the Earth humans caught in the middle.

Now the Planet’s future is in your hands. Will you rule a heartless,

alien faction? Or form sinister alliances with the creatures as head of

a new human faction? With new technologies, 7 new factions — and the

ability to create your own. Alien Crossfire brings classic Sid Meier game-

play into a limitless new world, po you have what it takes to survive? -

THE OEEICIAL EXPANSION PACK FOR
SID MEIER’S ALPHA CENTAHRF
DOWNLOAD THE DEMO AT WWW.AL1ENCR0SSF1RE.COM

01K9 SecCimic Arts. Elsdicnic Arts <
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H alo's indoor environments are

spectacular enough. Colored

lighting pours in through stained

glass windows; computer displays

reflect off polished floors. The building’s

curved surfaces and seamless textures

eradicate any semblance of the Lego-

style architecture we've grown accus-

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

And then you step outside...

...where smooth, roUiiig green hills dominate the landscape,

interspersed witli cliff-walled canyons in the nadirs of water-

sheds. Trees sway in the breeze. A waterfall plunges into a

sparkling river. You can't make out a straight line anywhere,

and the lush scenery seems to go on for miles.

HALO chaUenges the current conception of how beautiful a

computer game can be. It could, in fact, redefine your con-

ception of computer games. Why? Because this third-person-

perspective action game features the finest 3D-game engine,

character animation, and physics modeling we've ever seen.

Such technology in the hands of a company long known for

making fewer games at higher-than-normal quality levels is

practically unfair.

WANT A JOINT?
Not satisfied with simply stunning terrain, Jason Jones -

creator of MARATHON and MYTH and the visionary and lead

programmer for HALO - also aims to revolutionize the art of

character animation and physics modeling. Even at this early

state in the game’s development, his effort shines. Not only

do vehicles and characters reflect light and cast dynamic
shadows, they actually appear iridescent. Even more impres-

sive is the life-like way in which the models move.

In almost every game you've played before, the character

animations are pre-carmed - they're animated before you

ever play the game. What you see when you walk forward or

jump is actually a series of slightly different models, rapidly

painted one after another, much like a three-dimensional flip

book. Not so in HALO; Jones found a way to implement

inverse kinematics, a technique for modeling human motion,

in real time. Game models aaually have a skeleton inside

them with properties governing the movement of each joint.

If your character is riding in a jeep and the driver hits the

brakes, the inertia jolts Iris skeleton forward in the seat, mov-

ing the character right along with it. At the same time, his

NOVEMBER 1993 igw.gamespol.i • COMPUTER GAMING WORLD



The Closest Thing

to the Real Thing

by Jesse Hiatt

j

arm could be reacting naturally to the recoil of his pistol, and
his head could be turning to track an enemy. Tlris kind of

dynamic, fluid movement and attention to detail is unlierald-

ed on many levels. The effects are mind-blowing.

And then there are the vehicles themselves. Driving

around in the game's jeep could practically qualify as a game
in itself, due to the extremely-detailed physics model {think

GRAND PRIX LEGENDS off-road). The vehicles’ tires kick up
pebbles and dust that change color depending on the terrain

you’re driving over. Bungie also displayed an iridescent fly-

ing veliicle and hover tank that were equally impressive.

As one final demonstration of the engine’s power, Jones

zoomed the map way out so that the marine appeared as just

a speck in the distance. Then he smoothly zoomed in, close

enough that I could read an indicator on the side of the sol-

dier’s rifle that showed how much ammo remained,

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

laser for painting targets, an assault rifle with an attached

grenade launcher, and a machete for desperate situations.

We also saw a cool zooming sniper rifle, a rocket launcher

that leaves realistic smoke trails behind it that dissipate into

the wind, a surface-to-air missile, a spear gun, and a funky-

looking defoliator weapon. The aliens pretty much have an
equivalent weapon for each purpose, but they shoot blue

energy beams instead of familiar, earthly ordinance.

WIW6"AHCmMD"THL*WOHCLT '

—

Bungle's game design process is three-fold. First they fin-
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ish their engine, then they play the hell out of

the multiplayer game, and finally they move
on to the single-player experience. Since the

game recently began moving into phase two,

much of the game’s story has yet to be real-

ized. But to be perfectly honest, the HALO
engine is so amazing that Bungle could let us

just run around the map banging two rocks

together, and that would still entertain us for

a while.

The setup for the game goes something

like this. A space-faring transport vessel car-

rying about 1,800 humans, 800 of them

marines, crash lands on a huge ring-world

that orbits a distant star. A theoretically fea-

sible science-fiction construct, a ring-world is

a thin ring of planetary mass thousands of

mUes across, with an inner surface coated with

desirable life-supporting essences like an atmosphere, dirt, trees, and water. Because of the

ring-world's unique halo orbit at the Lagrange Point between a gas giant and one of its moons,

this freakish world actually spins in place, with the resultant inertia creating an effect similar to

gravity (remember the space station in 20017).

An impressive artifact of tremendous significance, the ring appears to have been mysterious-

ly abandoned by the time your ship crash lands on the surface. But much like a leftover slice of

FROM NAPKIN TO
HAPPENIN' Tliere are a lot of steps

and changing of

hands between the

artist’s concept

and the final, tex-

tured 3D model.

pizza at the CGW offices, this kind of phenomenon
faUs to go unnoticed for long.

An alien race called the Covenant soon pops up.

Technologically superior to humans, these

humanoids show up in great numbers to pilfer

what they can from the ring. As you might guess,

a full-scale war erupts between the humans and

the Covenant.

Since the humans are ill-equipped to face the Covenant head on, their only

hope Is to use guerrilla tactics. Given this fact, at times you’O be able to use all of

the aliens’ weapons and vehicles against them. The other big problem you’ll face

in the early parts of the game is that ail your mates and gear got spread out all

over the ringworld in the chaos preceding the crash.

HALO makes quite an impression the first time around, but it isn't exactly a sur-

prise that something so revolutionary would come from Bungie. After all, these

guys are knovm for being different. They do their own publisliing; they have

always supported the Mac platform (HALO is no

exception— Steve Jobs unveUed the game in his

keynote speech at the recent MacWorld Expo); and

they tend to make fewer and more innovative

games than the rest of the pack.

Although only in the nascent stages of develop-

ment, it is readily.apparent that HALO is a very big

deal. With a solid record of setting high standards for

their games, it is unlikely that Bmigie will screw this

one up. Wliich is why, of the five games we’ve

selected, we feel HALO has the surest shot at chang-

ing gaming. It just looks too damn good. K'i'.'J

Genre; Action

Release Date: Q4 2000

Publisher; Bungle

Developer; Bungle

BUNGIE’S
GAMEOGRAPHY

“There Is a common saying among programmers, ‘Don't try and rein*

vent the wheel.' Well, we try and reinvent the wheel because hey, the

guy who Invented the wheel was really psyched. We typically throw away

all our code when we start a new project I am much more likely to start

from scratch. If you don't understand what you’re doing at the most basic

level, you'll never be able to innovate.

“Ever since QUAKE came out similar first-person shooters were all over

the place. You could hardly tell them apart. You vran’t be able to mistake

HALO for anything else. The reason that we do this is because just like

users get bored of recycled ideas, we get bored the same way. We didn't

want to do another first-person shooter or another real-time strategy

game. We’re also not really big on analyzing the market or saying game

X is really cool. We do what we think is cool because we love it"

mfimatm
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CD-ROM adventure.
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P
eter Molyneux wants you to know something. He wants you to know

that no matter what you've heard, BLACK & White is not another

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

It just SO happens that the role you’re playing is God.

The truth is, no one can cram all that is BLACK & WHITE

into one neat, limiting genre specification. The ambition

that is the soul of this game is far too unwieldy and

immense to be confined by some arbitrary term; stuffed into

a routine, user-friendly definition, BLACK & WHITE can't

help but resist, bursting loose from whatever elaborately-

fashioned pigeon holes we game journalists can construct.

So what is BLACK & WHITE? It is, as Molyneux insists, a

role-playing game. But it also happens to be 1) a god game;

2) an experiment in artificial life; 3) a strategy game; 4) the

world's most surreal online-chat program; and 5) an experi-

ence that evolves into an expression of who you are. If

BLACK & WHITE can be summed up as one thing, it is in the

way creator Peter Molyneux sees it; “BLACK & WHITE is the

closest I have ever come to what was in my imagination."

NOUEMarR 1S99 lOW-Ri im • COMPUTER GAMING WORLD



i-TfrWH.P:

CLANSMEN.
potential worshipper

specific tribal thenw!

Americans, Aztecs, nr

lyM^nqvlllages ami

if ee'’MI|ned around

h sjic/a$jnative

YOU’RE ALL A BUNCH OF
ANIMALS!!!

IN THE BEGINNING
The game opens with an idyllic

world, a tiny island practically

glowing with lush vegetation.

Your goal is simple: Get the

whole world to believe in you and
worship you as their god, You the

player are manifested as an ele-

gantly simple, all-powerful hand
hovering above the earth. Not

wanting to break the Ulusion of

the gameworld with buttons,

tabs, and menu screens, the

designers have made the hand
the entirety of your interface.

You'll grab spells from your

citadel and cast them with a

wave, and you'll move through

the world by "grabbing" parts of

the landscape and “pulling" the world until your destination reaches you.

While you caimot interact directly with the primitive tribes peppering the

landscape, you can influence their lives indirectly. Spells allow you to rain

down literal maima from heaven to feed starving tribes or to rip their fragile

villages with vicious ribbons of lightning. Either approach will convince the

tribesmen that there is something greater out there, and they will begin to

worship you, either out of fear or out of adoration, and therein lies the heart of

the game. Do you model yourself after Kali, the Indian black goddess who ate

her own children, or the more benevolent, Christian New Testament God?
It's the sort of decision games have rarely addressed. Just as every moral

choice you make in your life shapes and molds your existence, so will it in

BLACK & WHITE. Live a life of callous evil and the gameworld becomes a

blighted environment, scarred with volcanic fissures, while your place of

power becomes an increasingly forbidding place. Nurture and care for

your worshippers and the world flourishes, your palace growing to

resemble a fairytale ideal.

CHILD OF GOD
The most obvious expression of your morality comes in the

form of your creature, the only

living being over which you can

exert any direct control. After

you’ve successfully won
over your first village and
have started to amass
some power, you'll dis-

cover three non-human
entities: a passive cow, a

neutral ape, or an

aggressive tiger. After

choosing one of these

V creatures, it is your

M responsibility to teach

.

||

it. An enormous bun-

Yj die of unchecked id,

I
your creature is entirely

dependent upon your

direction to learn how

TIGER, TIGER, BURN-
ING BRIGHT This series of

shots shows the range every creature

can display simply in terms of its good

or evil na^re. The first tiger is fero-

ciously evil, the second is more bal-

anced, white the fast tiger is a shim-

mering example of beatific purity.

1393



to live in the world. Reward and

punishment are the tools you’ll use

to shape your developing avatar: for

example, should your hungry crea-

ture consume a villager, you can

smack it to let it know your displea-

sure. That won’t be the end of it,

however, because you’ll need to tick-

le its belly and pet it when it later

picks up a villager, considers eating

it, then lets your worshipper free. Of

course, you could do the opposite,

training your creature to eat every-

one it sees. As the creature balances

its desires with what you teach it, a

personality begins to emerge.

The creature is a marvel of AI pro-

gramming, learning not only through

the application of your firm hand but

by observation as well. It watches

you, learning to use your favorite

spells. As the creature adopts your

beliefs, it becomes capable of acting

in your stead. Capable of making its

own observations, your creature can

travel to a new village, realize the

people are starving, then start cast-

ing food spells. Moreover, your crea-

ture may then entertain the popu-

lace, playing with them or teaching

them to dance, all without direction

from you. Even more remarkably,

the creature is able to form opinions

based on your tutelage - you can

teach him not to destroy life by
sparing fisherman when faced with

hostile tribes but by actively seek-

ing out the leaders.

Just as your philosophy is painted

across the landscape, so is it

reflected in your creature. Evil crea-

tures take on menacing forms, all

tooth and claw, literally smoldering

with malice. Good creatures glow

with saintly goodness. With crea-

tures growing fat or skinny, weak or

strong, no two creatures should

look the same, especially consider-

ing a damage system that models

every every cut and gash, leaving a

scar that lasts the lifetime of your

creature.

THE High road or
THE LOW ROAD?

While the struggle between good

and evil molds your creature and
shapes the world, so does it direct

gameplay. The game constantly

confronts you with decisions as

well as gauging your behavior

across 11 sliding scales, rat-

ing you in terms of adventur-

ousness, aggressiveness,

curiosity, and more. For

example, a more benevolent

deity may be faced with the

task of rescuing a villager

who's become lost, while a

more punishing god will have

opportunities to seize things

by force.

Players will have the

chance to share their experi-

ences in some of the most
original online play

devised. Budding

deities can compete

in a more traditional

strategy game, pit-

ting their spell set

and creatures against

each other. What is

interesting here is

that you use the crea-

ture from your saved

game online; any-

thing that happens to

it will be carried

back to your

ongoing solo

campaign.

Even
more

remarkable is Molyneux’s

plan for BLACK & WHITE’S

online community, where
players will be able to take

their creatures online to

interact with each other in a

primarily non-combative setting.

The creatures will learn from each

other - they could pick up bad
habits, or they might learn a new,

special attack. Again, this new
knowledge will be carried back to

the single-player game where you'll

have to deal with their slightly-

altered personality.

BLACK & WHITE should simply be

like no other game, ever. Yes, it’s

graphically gorgeous, but it's the

free-flowing, individualized play

that is most tantalizing. It’s an

awful lot of airrbition to shoehorn

onto one CD-ROM, but if anyone

can do it, Molyneux and Lionhead

Studios can.

PETER MOLYNEUX
"After I had started the design of BLACK &

WHITE, we all got together and thought

about the things we would need to create

this game. We looked at each other and

thought that we could never achieve

those goals. But the number of cool fea-

tures already in BLACK & WHITE show how

high we have managed to push the tech-

nology envelope - the AI, the Interface,

the 3D engine, and the sound engine.

(|

still, I absolutely don't consider this to be

the definitive word on “god games." All

genres have much more in them yet to be

discovered. While the complexity of the

level of detail in BLACK & WHITE marks a

big step forward, it still could be

improved upon.

"I hope to foster a huge online commu-

nity. There will simply be no other experi-

ence like BLACK & WHITE GATHERING,

because of the diversity and individuality

of all the creatures. At the moment my

creature is bordering on the very

evil side, but my excuse for

this is that I have to

abuse him and the

world around him to

X test the game.

In the end, this is

the scariest project I

have ever undertak-

en in my life."

I MOLYMEUX GAMEOGRAPHY

jMijg;
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Genre: Strategy

Release Date: Q2 'QO

Pulilisher: Electronic Arts

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

--General George C- Patton

Inflict some freedom at www ripcordgames-com
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Seven years ago, Maxis founder Will Wright was toying

with an arciiitectural sim, a nice little program that would

let people create their own virtual dream homes. But

other products (most notably SIMCITY 2000) distracted

Wright and the rest of his team until about two and a half

years ago. When production once again resumed on what

Maxis had been calling SIM DOLLHOUSE it was with one

BURNING DOWN THE
HOUSE Random evenb like burglaries

and fires will add more life events for your

Sims to deal with.

significant change
- the focus of the

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

Anyone who's played any of the SIMCiTY games knows
just how pesky the virtual people inhabiting those digital

metropolises can be; whether moaning about taxes or

whining for a sports stadium, the “Sims" were a difficult

BETTER HOMES & GARDENS
A simple, intuitive interface makes home creation a

snap, wiU floor design, door and window placement,

and surface textures readily applied with the click of

EVERYTHING BUT A PINATA
A variety of recreational objects will facilitate social

intercourse and help you entertain your friends.

You'll even be able to select the music you play on

the stereo.

igOUrMBEH 1399 • • COMPUTER GAMING INORID



bunch to manage. Happily, they remain just as challeng-

ing in THE SIMS, thriving only when players tend to the

minutest detaOs of their lives. One of the most remarkable
things about the game is how the design team has dis-

tilled gameplay to three basic functions - building, buy-

ing, and living - and yet managed to pack so much of the

real world into those seemingly limiting specifications.

Every game starts with the creation of a new, single

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

ance before dividing points among basic character quali-

ties: neatness, outgoing-ness, activity level, playfulness,

and how nice you are. After that you dive right into the

building portion of the game. Since you start with a set

amount of money, you can either immediately purchase a

model home or create your own. Designing your own
home is a remarkably intuitive process, using a simple

click-and-drag interface to plop down floors, walls, win-

dows, doors, and anything else you feel your home needs.

Gamers will have to resist the temptation to blow all their

money on the biggest house they can afford right off the

bat, since they’D have to furnish it as well; forget to set

aside enough money for a toilet and
shower and life wUl get very

Appalachian very fast.

’YoOIEBBinBlHaHaBltHEgg^
Keeping your Sims content is the pri-

mary challenge. While big rooms and
lots of windows will make them happy,

the chief purveyor of pleasure comes in

the form of material goods. Comfy
chairs, aquariums, stereo equipment,

hot tubs, and state-of-the-art kitchens

are just a smattering of the objects that

COMPUTER GAMING WORLD • cgw.s^ ispot.eom • NOVEMBER 1999



fill up your Sims’ living space.

All the objects are progiamined

with attributes affecting both your

Sims’ mood and their behavior: this

means that as you accumulate more

stuff, you also acquire more options

in terms of things to do.

Entertainment objects facilitate

social interaction, giving visitors

something to do when they drop by,

while quality-of-life improvements

such as plants just maite your Sims

happier. Of course, you’U have to

maintain all these things - fail to

water your plants and they’ll die,

bumming out your Sim. This amount

of micro-management could be

daunting, so you'D be able to hire

gardeners to care for your lawn,

wliile maids wUl tidy up the house.

Beyond this, objects can also affect

who your Sim is: purchase an easel

and your Sim wOl start painting,

improving their creativity and open-

ing up new life paths, primarily in

terms of employment advancement.

As WOl Wright explains. The gist of

this “behavioral architecture" is that

the intelligence is a function not only

of the people in the houses, but also

of the environment you’ve provided

for them.

That's right, you'll have to get a

job. The game wiU include 10 career

tracks, each with 10 jobs that will

take budding actors from a meager

waiter job to superstardom, or guide

enlisted army personnel to a high-

profile life as an astronaut.

The livmg part of the game is prob-

ably the most important - it's

undoubtedly the most fascinating,

especially when it comes to Sims

interacting with their neighbors.

Other people will eventually drop by,

and it's your job to forge relation-

ships with them all. Ideally, you’d

like warm relationships, since you'll

need to make friends and influence

people in order to reach the higher

career tracks - not to mention start a

family. It would be easier if you could

control the neighbors, but even

though they’re from families you've

created in other parts of the neigh-

borhood. you can’t control them once

they leave their own home.

While parties, hot tub get-togeth-

ers, and conversations about aliens

and other common interests will help

you get and keep your friends, you’ll really have to work to

get a spouse. You’ll have to woo someone with backrubs,

compliments, hugs, and kisses before you pop the question.

Just as in life, one raiscue could foul the whole deal up.

Once you do wed, you'll then gain direct control of your

new partner and can start a family, growing to a maximum
of eight - perfect for a very Brady Clnistmas.

"This game started out more focused on

the architectural aspects, but I realized

that I needed to stimulate people in the

house to really evaluate the designs that

the player constructed. So at that point,

Jamie Doombos and I spent about a year

and a half getting the Sims to act intelli-

gently. When they started living plausible

lives in this world, the whole direction of

the project shifted more in their direction.

"For me THE SiMS represents the most

personal of the Sim games. I like to put my

house and my family into it and play my

life. So in this sense It's a kind of strange,

surreal mirror. At this point I've invested

as much time on it as all of my work on

the SIMCITV series.’’

A BEAUTIFUL DAY IN THE
NEIGHBORHOOD All of your

simmed families are represented in this main

menu screen, letting you simply click on a home

to start managing that household.

FAMILY ALBUM
Early playtesters are responsible

for the creation of one of THE
SIMS’ coolest features - a built-in

screen capture utility that lets you

string together and annotate a

series of shots. What Maxis dis-

covered when people played the

game was that they instinctively

constructed stories around the

squabbles, job promotions, and
untimely deaths of their pet peo-

ple. These photo albums can be

saved in a very tidy web page for-

mat and posted online, allowing

people to share the stories of their

virtual families.

Even better, the families in your

neighborhoods are saved in a web
page format as well. This means
that the SIMS' community can go

beyond the scrapbooks to actual

hands-on experimentation with

the populace of other players'

communities by downloading the

families directly into their games,

and letting them interact with the

families already there.

In an odd way, THE SMS shares

the same enormous potential for

self-expression that BLACK &
WHITE does, allowing players to

play the game the way they want,

with results that can’t be tidily

predicted. Maxis is embracing the

game's potential for delightful

unpredictability, with no better

example of this than the proposed

Genetic Face Generator. This gen-

erator would be used to create the

faces of Sim kids, blending the

features of their parents to create

a unique individual. When you

consider that people can use their

own faces and/or airy 3D skin for

their game characters, the possi-

bilities are infinite. In fact, virtual-

ly every aspect of the game can be

customized: skins, faces, objects,

surface tiles, careers - you name
it. While Maxis will release new
items and careers after the game
ships, we expect the user-created

material to be the most inventive.

THE SIMS is pretty much a sim-

ple stroke of genius, the sort of

idea that makes you slap yourself

on the forehead and ask, "Why
didn't anyone think of this

before?” What's not to love about

toying with the infinite possibUi-

ties inherent in the lives of people? With such an imme-

diately understandable

premise, THE SIMS seems
destined to have an even

broader appeal and mar-

ketability than the rest of

the SM franchise,

Genre: Strategy

>a$e Date: Q1 2000

Publisher: Electronic Arts

Developer: Maxis
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Ron Gilbert Returns for an

Epic, Comic RPG by Jeff Green

R
on Gilbert has a story to

tell us. It is an epic story of

heroes and villains, of good

and evil. It is a story of a town in

trouble, of a mighty warrior who

comes to save the day.

If anyone else were telling this story, we know what
would happen next. We’ve all heard it many times before.

Too many times. But this is a story by Ron Gilbert, a man
who has created some of the funniest and best-loved

computer games ever. So what happens next, in his story,

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

ditch, impales himself on his own sword, and dies. Now
they need a new hero.

Tliis is about all we're going to spill of the plot of GOOD
AND EVIL, Ron Gilbert's new RPG/adventure, because to

tell more would spoil things. All you really need to know is that one of gaming's

best designers has something new up his sleeve, and if everything goes his way,

it’s going to change the way we think about role-playing games.

FATHER OF SCUMM
Gilbert’s goals are high, but fortunately for him, he has a career-long

habit of setting new standards whenever he invents a game.

At LucasArts in the mid-‘80s, he created hilarious comic

masterpieces like MANIAC MANSION and MONKEY
ISLAND 1 AND 2. and in the process essentially invent-

ed the point-and-click adventure (with his legendary

SCUMM engine) as weU as the cut-scene. Later, as

cofounder of Humongous Entertainment. Gilbert

completely redefined kids' games with the mega-

popular PUTT-PUTT, FREDDI FISH, and PAJAMA
SAM franchises, which offer brilliantly scaled-

down adventure games for young kids. Most

recently, Gilbert helped start up Humongous'

Cavedog subdivision, whose first title was the

wOdly popular TOTAL ANNIHILATION.

Now Gilbert is again working on what his

many fans have craved for years—a new
comic story to savor. But it's not an adventure

game, it's a role-playing game with a classic

fantasy setting, with a plot and environments

that will veer wildly as Gilbert unravels his

involving story.

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

tending that you are the main character. "You’re

just not," says Gilbert. "He has a personality, and it's

not your personality. But the choices you make are

going to help shape him, and shape the experience of

the game."

The focus on a specific character, with a distinct per-

sonality, is rooted in

Gilbert’s belief that story

evolves from character

and not the other way
around. "In a lot of the

RPGs, it doesn't seem to

matter which character I

pick—they all say the

same thing. I look at the

character on screen, and
I look at the dialog, and I

think, 'why would this

person ever say this?'
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person ever say this?' Characters just become 'the thief or

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

BOVThUIVIUy HUVU:*
As you’d expect from the MONKEY ISLAND creator,

GOOD AND EVIL is going to use lots of humor—much
of it directed at role-playing conventions. Characters

will talk amongst themselves about ‘‘leveling up,"

for example, while the plentiful dialog and ridiculous

characters. like an evU crow, will retain Gilbert’s

absurdist bent. But alongside the humor is going to

be a serious role-playing game. As he put it, ‘‘If I

just do a funny story but it’s not a good RPG....rra

dead. So all the things you're used to seeing, they’re

there. They're all taken very seriously.”

Largely inspired by LEGEND OF ZELDA, Gilbert is

designing a large, fully-3D world to be played in

third-person perspective; it will be open enough for

gamers to explore on their own, in a non-linear fash-

ion, while simultaneously keeping things story-

based. Depending on the choices you make, and on

how much you choose to explore, gamers will have

different experiences while still receiving the same
major plot points.

"To me, the perfect game is like you kinda get through it

and are done in a few hours,but then you can go back and
play it over and over and always pull something new out of

it. To me, that’s a lot more interesting than slogging

through 150 hours of gameplay just to get to the end of a

story. The ultimate goal is to tell a cohesive story while stUl

put those things into another type of game. What I hope
this will do is completely raise the bar as to what story and
dialog have to be in a role-playing game. My big fantasy

dream is that once you've

played an RPG with a great

story and weO-written dialog,

you'll never want to go

back again.

”

“To me, one of the most
|

Important things in the world

Is stories. Telling a story whh-

in a game is kind of a lost art

A lot of times, Act I is In the

manual, and then you get far

the acrion. I’m sajdng, let’s

Just do all three acts In the

game itself. When you hoot up

a game, you shouldn’t have to

know anything - no more than

you know when you walk Into

a movie for the first time."
i

6eni«: RPG
Release Date: Q3 2000
Publisher: GT IntBractive

Perclgper: Cavadog

> GAMEOGRAPHY •:

PUTT Pirrr joins the parade [and many direr
HUMDNGOUS ENTERTAINMENT UTIES)
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".••the ghouls overv.'helmed the hero, clubbing
him with ,their own severed limbs before feasting]
on his guts. And that was right about the time
we knew we couldn’t wait to play Nocturne; This
game will be causing some hellacious nightmares
later this year."

- Computer Saming World

"It is unforgettable, astonishing, and teeming
with riveting visual realism. Yet behind the
rich lighting and gossamer fog is a timeless
sense of adventure. This is gaming at its best.

- Adrenalins Vault
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BLASTS FROM
THE PAST

AND THE PEOPLE

WHO DESERVE
TO MAKE THEM

fEIHD

H
ate to break it to you
like this, but good
games don’t go to

heaven when they die. Nope,

there's no eternal bliss for the greats of gaming's

classic age, no angelic host of perfect and eternal

players; there's just a sort of fading purgatory of

fond memories in the minds of aging gamers.

It's 3 damn shame. Although most games from

days gone by deserve their increasing obscurity,

there are a bunch of gems in the rubbish pile that,

with a bit of graphics polish and some tweaks to

design, could shine in all their former glory.

Bring back the love, we say! Let the classics live

again! We rummaged through our memories-the

few that have survived the senile dementia-and

came up with this list of oldies but goodies that

we think deserve another chance. We've also

picked some contemporary game designers and

development houses who we think have the stuff

to do right by these classics.

MCE
OMUmiEf
ELECTRONIC ARTS. 1 986

R
ACIMG DESTRUCnON
SET was one game in

a series of

Construction Sets released by
Electronic Arts in their 80s heyday.

We'd love to see the concept of do-it-your-

self games make a comeback. But we'd be

happy with the racing game for starters.

In RACING CONSTRUCTION SET, you built

a slot-car racing track from scratch. You
designed the track; placed jumps, mines,

and oil slicks; designed your cars; and

even adjusted the physics of the world.

Then you'd take your slot cars for a spin.

For the remake, we’d pick the hottest

car game group on the planet, the

Electronic Art group responsible for the

latest NEED FOR SPEED, Our demands are

simple: We want a detailed and easy-to-

use track editor with all the bells—jumps,

loops, banks, and a bag of obstacles to

sprinkle around. We want a car editor that

lets us build a car from tires to trans. We
want to be able to screw with the physics.

Then, we want to be able to hop into a car

and make a wreck of it. And we want a

movie editor. Tomorrow, That's all.

By Chris Lombardi and the CGW Staff

S
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S
EVEN CITIES OF GOLD was the game that changed
a few of us at CClVfrom boys to gamers. A tiny

ship. A handful of terrified men. And art entire hemi-

sphere to discover. It was a great setup and brilliantly exe-

cuted for its time. As cheesy as the graphics were, and as

simplistic as the design was, SEVEN CITIES worked. It

made exploring a map fun. And it was brilliantly

paced. The long periods of peaceful exploration were
punctuated by tense interactions with natives.

This remake is a natural for Ensemble Studios, the

creators of AGE OF EMPIRE.S And they've got a ready-

made name; Age of Exploration. Let us explore a huge,

beautiful map on the same scale of the AOE games. Let us

establish settlements in the RTS-base building style, but

don't force us to micromanage the settlements; give us a

good settlement-management AI. There needs to be some

competition, too; Rival nations with explorers and conquis-

tadors racing to find the new natural wonders and
resources randomly but realistically spread across the

world. But we don't want the game to turn into yet anoth-

er RTS game. Exploration is the focus. Get it right, guys, or

we'll hammer you mercilessly in the review.

I
f anyone has approached perfection in a

game design it was Sid Meier with PIRATES!.

Even with its dated graphics, the game still

holds up today. MicroProse made a half-assed

attempt at an update in the

early 90s, but they only

marginally improved

the graphics and
didn't touch the

gameplay. The game
and gamers deserve a

visual revamping, and some
of the weaker game ele-

ments could benefit from recent advances in RTS design.

PIRATES! had it all—action, strategy, adventure game
elements, real time wargaming, history. In the course of

living through the career of a pirate on the Spanish Main,

you fought ship-to-ship cannon battles, clashed swords
with enemy captains, searched for treasure and the mem-
bers of your scattered family, married the daughters of

goverors, and managed the logistics of maintaining a

crew. You could even fight real-time

land battles (though they weren't

very good—the only flaw in an other-

wise perfect design), and relive the

historical careers of famous pirates.

For our remake dream-team we'd pick Blizzard as the

main design group, since they're so good at real-time

games and do a great job of creating rich universes

around them. We'd bring in the PRINCE OF PERSIA team to

develop the sword-fighting sequences. We'd have
Ensemble's Bruce Shelley, gaming's Mr. Peabody, consult

on the historical details and manual. And maybe we could

find something for that Sid guy to do.

MICROPROSE. 1987

(
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ELECTRONIC ARTS, 1983

T
alk to any wheezing gaming geezer and he'll

probably drone on and on about M.U.L.E., a bril-

liant little multiplayer game a decade ahead of

its time. M.U.L.E. was essentially a family board game set

on an undeveloped planet. Players bid on land parcels,

developed those parcels to produce the game's
resources, and then moved those resources around the

game board using their M.U.L.E., a Multiple Use Labor
Element. The design was tight and the opportunities

to screw other players were plentiful.

New World Computing is the perfect choice for a remake.

They've got boardgaming roots and the right sense of

humor. We'd skip the boxed version and single-player game
and go directly to Internet. And while they're in the right

frame of mind. New World can bring back their hilarious

multiplayer board game, NUCLEAR WAR.

INFOCDM, 1984

O
f all the Infocom text adventures that

could be revived, we choose PLANETFALL
because it was one of the most popular. But

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

^
VOYAGING—all we care about is a good

"

^
story, great writing, and mature themes.

All they had was text, so the Infocom
f authors did text very well. We miss their

writing: boy, do we miss it.

For our Infocom remake we’d team up the two cur-

rent masters of storytelling, Tim Shaefer of

LucasAns and Ron Gilbert of Cavedog. We'll take

the LucasArts artists, too. Throw them in the base-

ment for a year and prepare to hear a tale.
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Hop on boofd for thrills, chills ond hilarious good times as you toke

control of your ve7 own Theme Park! Choose one of four themes for ihe

pork you'll build. Pick from tons of shops, decorations, ond of course —
rides. There ore even five different roller cooster types you con customize

with wild corkscrews, loops ond vertical drops. You'll also manage it oil, just

decide how much. Sit bock and watch or attend to every detail— even

decide how much ice goes in the drinks. And only SimTheme Park

lets you experience all the rides ond fun from o visitor's perspective.

Then shore ond compare your pork on our web site.

So go ahead, build if any way you wont— then enjoy the ride.

Join the fun at www.simthemepark.coin
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|HAMPIONS and THE INDESTRUCTIBLES aren't

games that need to be remade - they need to be

F finished. We want, no, need a super-hero game, and

we need it now! The concept is a no-brainer, a

natural, but no one has ever been able to pull it off.

We're going to give Peter Molyneax another shot

at the INDESTRUCTIBLES, But this time, Peter,

dump the first-person action game idea. Rather,

think Syndicate and isometric perspective. We want a

nice character creation and development system that wUl
let us pick and choose super-hero traits and personali-

ties. We want a butt-load of cool animations of super-

hero powers and environmental effects. We want to

play multiplayer over the Net. We want to prance
around in pretty underwear, shouting "Zoiks and
away!” Is that so wrong?

ATARI, 1984

Amillion arcade
games could be
remade, but we

choose MARBLE MADNESS
because it was so original,

and the concept could easily

be expanded. The basic idea

for you youngsters: You
played a marble who rolled

around a weird 3D world fuU

of traps and puzzles and
“bad" marbles that would
bump you off the world and
into oblivion. It was different,

it was challenging, it was fun.

We give the redesign task to the master of arcade weirdness and fun-

ness: Shigeru Miyamoto, designer of DONKEY KONG, MARIO BROS.,

ZELDA, and other classics. We can’t wait to see the bizarre maps, charac-

ters, and traps with which he'd litter the little marble's world. And he'd

probably figure out a way to turn a lifeless sphere into a character worthy

of lunch boxes and a cartoon series. We’d also commission a special

rolling-ball controller from CH Products to completely recreate the feel of

the original.

INTERPLAY, 1988

I
nterplay did a great job with

William Gibson’s novel in

their game adaptation. They
captured many of the seminal

scenes, designed clever puzzles,

and did a decent job with

the difficult task of making battles with computer AIs interesting.

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

by the novel, and the adaptation of Gibson's dialogue for the game
left something to be desired. The game was just far too cartoony.

For the remake, we give the job to DreamForge, in particular, to the

team that put together the award winning SANITARIUM. They've proven

that they can do dark and moody, and they have a rare gift among game
developers—an ear for dialogue and compelling narrative. Go at it guys. We
want to be walking the streets of Chiba by summertime.

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

unlikely pair into a brilliant

hybrid of action and strategy. The
strategic portion was a very slight variant

on chess: two rows of characters faced-off

on an alternating black and white grid.

But when the characters met on a square,

they dropped into an arcade battle.

For the remake, we’d keep the strategic

game the same—spruced up graphically,

BATTLECHESS-style, But for the character-

on-character battles, we'd use the latest

QUAKE engine to create the 3D battle-

fields. The kicker is the online play. We'd
love to see a setup whereby people could

play different roles: You’d have your

strategians playing the chess game, while

twitch gamers fought gladiator duels in a

first-person action mode.

As for design, we're going to keep this

one for ourselves. We're currently working

on the technology to transfer our cocktail

napkin “design docs” into digital form.

And we’ve still to convince Thierry

“Scooter" Nguyen to change his major

from English to computer science. But

these are minor issues. With Jeff Green as

project director, we're confident we’ll have

this one online for Christmas ’23.

BULLFROG, 1994

T
he sensation of flight on a magic carpet was so good it could, literally, make
you puke. And the visual effects of the spells, like the Earthquake spell that could rip a

continent in two before your eyes, were stupefying. MAGIC CARPET deserves another

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

There are a lot of groups that could take this project on. But having just seen the 3D

engine of HALO, we think Bungie deserves the draw. The HALO engine is capable of every-

thing the MAGIC CARPET engine pulled off and a whole lot more. So finish up HALO real-

quick like, guys, and take us on another MAGIC CARPET ride. LKdYJ
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II...resistance is futiie."
- PC Accelerator

"A virtually flawless masterpiece"
- Future Gamer

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

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

"The 3D shooter for the next millennium."
- gamesmania.com

"...I have to tell you, it's pretty damn cool"
- IGN.com
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REVIEWS

Combat: Operation Victory

rakan

Hidden & Dangerous

MechCommander Gold

Shadowman

Outstanding The

rare game that gets it

all right A must-play

experience.

Weak Seriously lack-

ing in play value, poorly

conceived, or just

another clone.

Abysmal The rare

game that gets it all

wrong. Pathetic. Coaster

matenal.

ambitious design with

major flaws, or just

—The cars’ engines sound
authentic - which means they all

sound pretty much like power screw-

drivers - except “Aquacar,” which
sounds like an electric bong....

Mark Clarkson, reviewing Re*Volt

SYSTEM SHOCK 2
Starfleet Command

System Shock 2

FORCE 21

We Review Only Finished Gaines—No Betas, No Patches.

A*

Does Not

Rate 4^*"9
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(_^arsman

Can't...movc.,.arms...slo\ving...do\vn. How
many ships do they chink wc can ram in

one day? That’s it, I’m caking this up with

chc union.

Immerse yourselr in the

grandeur of ancient P gijpt. :a

the mysterious kingdom
1

beside the river Nile. £>uj[d >•

a dyiltzatfon fpr.thc centunes'

• as you pass alongyour ••

legacy from generation to.

generation,'creating an

empire and a bloodline buj
f*riest

Scop! 'lliicf! My God Ma’ac gives me

chc power CO strike you down where you

stand! Feel lucky punk?

The Pharaoh’s palace is filled with loot.

They’ll never notice il a little is missing! I

might anger chc Gods, but you won’t catch

me rowing in a galley all day. Next scop, the

Beer Maker’s. Stealing is thirsty work.
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'VAcch the largest monuments cvjer made

1 i 'assembled briclc-by-brick. Never has a

I
city-building game been st^ beautiful!

Shay whacya will, 1
gocca keep casheing my

brew. The Pharaoh dcmanshecl the bcshc.

And that’s what heesh gonna get. Hail

Oshirish, may the barley crops grow shtvong!

Adjust the difficulty - from easy.to expert

- and use the same point and cliclc,intcrfacc

as Caesar III.
.

' ^

Nile parmcr

Nobody cold me that when the Nile floods

1 have to work on the pyramids. Why didn’t

1 go CO embalming school like Mom wanted?
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A0VEI\ITURE/RPC3 ' REVIEW.

Irrational Games Make Big Noise With Sequel to Quiet Classic

Successful Shock

I

HANGING AROUND Tlia

capably lead you to ghoulish sites likeC
ontrary to popular gaming lore, the original SYSTEM
SHOCK sold over 170,000 copies and was not a commer*

cial failure. But it is true that when initially released in 1994,

Looking Glass's ground-breaking game was overlooked by a lot of

gamers, although greeted with favorable reviews. Some gamers erro-

neously dismissed it as a DOOM clone, even though it was actually

the offspring of a line of games that preceded any of id Software’s

first-person shooters.

SYSTEM SHOCK defied pigeon-hole classification because it bor-

rowed elements

from a variety of

genres. Yet it is pre-

cisely because of its

creative design that

it is now commonly,

belatedly, regarded

as one of the better

games ever made.

Irrational Games was given the task of creating a worthy successor

to the cult classic original, but the good news is that they responded

by delivering a game that both retains the best attributes of SYSTEM

Shock while providing a fresh gaming experience.

SYSTEM SHOCK 2
reviewed by P. Stefan “Desslock Janicki

Publisher; looking Glass/Electronic Arts • Developer: Irrational Games « $40 • www.shock2.CDm

CGW RATED
r
PROS

Novel setting;

good mix of action

.
and Rro elements;

2^!|T ' immersive sound;

A an oHcellent inter’

face; good thrills.

CONf
Gamepiay too

reliant on key

hunts; characters

are unbalanced at

the beginning;

blocky creatures.

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

has received illegal

cybernetic implants

that grant superhu-

man abilities, and

are just the kind of

endowments need-

ed in order to sur-

vive in SYSTEM

SHOCK 2.

After an effective introduction and a few early cut-scenes (more

disruptive than interesting), the plot is conveyed primarily by listening

to email and message logs. While the convenient placement of

dozens of logs throughout the

otherwise realistic environments

is a bit contrived, the messages

are engaging and gradually

expand upon the fates of the sto-

ryline's key figures.

Unfortunately, since the set-

tings have been abandoned by

friendlies, the logs replace more

significant interaction with non-

player characters. There are also

a handful of scripted scenes

crafted using the game engine,

and frequent and interesting

ghostly re-enactments of recent

events. Collectively, these meth-

ods convey intrigue and generate

an eerie atmosphere that make

SYSTEM SHOCK 2 feel unique.

SYSTEM SHOCK 2 isn't easily

characterized. The role-playing

Back to the Future

Even though it's a sequel, SYSTEM SHOCK 2 feels extremely origi-

nal due to its science-fiction setting - rare for an RPG. The game's

world offers a rich combination of psionic powers, contemporary and

futuristic weaponry, and cyberpunkish implants and technical skills.

Here's the backstory: Prompted by the near destruction of Earth by

the malevolent artificial intelligence, SHODAN, Earth's previously inef-

fectual governments formed the Unified National Nominate and

imposed constraints on the power of mega-conglomerates. But after

inventing faster-than-light technology, representatives of the corporate

creator of SHODAN, TriOptimum Corporation, convinced the UNN to

engage in a cooperative expedition to unexplored space.

'Your character awakens in a crisis, as the ship that undertook the

journey has apparently become

infested by some form of alien life.

Suffering from everyone's favorite

plot device, amnesia, your character
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REVIEW SYSTEM SHOCK

game elements are deeper than in the first game, as you're able to

personalize your character’s initial attributes and abilities and subse-

quently update them. The game looks and generally feels like a first-

person shooter, but the RPG elements and detailed environments

give gameplay more depth. Unlike a shooter, you'll find it hard to be

successful in SYSTEM SHOCK 2 if you storm into every room, guns

blazing. For good portions of the game the ammunition is scarce,

forcing players to warily advance through dark hallways and lean

around corners to look for resources and opportunities to dispatch

foes.

Even solitary enemies can be dangerous opponents, especially

early in the game, and travel through the genuinely creepy surround-

ings often slows to a crawl as a result of the need for caution.

Carelessly trekking into an unscouted room can alert a security cam-

era and result in your character's quick death, courtesy of a legion of

enemies or a well-positioned laser turret. Hackers beware.

Sly Engine

SYSTEM SHOCK 2's engine is well equipped for such stealthy

maneuvering, consisting essentially of an enhanced version of

Looking Glass's Dark Engine, created for THIEF: THE DARK

PROJECT, combined with some of the better interface features and

controls of the original SYSTEM SHOCK. The engine's 3D-accelerat-

ed graphics are capable of producing plausible, futuristic environ-

ments, and its fogging and lighting effects look particularly good. The

engine seems less capable of depicting characters, as humanoid fig-

ures look crafted from a fusion of rudimentary polygonal shapes,

masked by a decent texture map.

Since there's plot justifications for irregularly-shaped beings, and

since most of the game's settings are extremely dark, the relatively

simplistic character models work fine, even if they're not as detailed

as action gamers now expect. The music is appropriately atmospheric

but the game's crisp sound effects deserve particular praise.

Environmental audio is a supported feature that's used to great

effect. Straining in the darkness to detect the distant whirring noise

of a security camera, the haunting drone of a hybrid, or the mislead-

ing banter of a protocol droid becomes an essential tactic. It’s great

stuff, and contributes significantly to the tense overall mood.

One of the best aspects of THIEF’s engine was that it tracked how

noisy and how visible (based upon surrounding lighting) your charac-

ter was, and ensured that enemy A! responded accordingly. Those

details have been ported intact to SYSTEM SHOCK 2. Stomping hap-

hazardly through a well-lit area while blasting a shotgun will attract

considerably more attention than in an action shooter - or in down-

town L.A., for that matter.

Don't expect to be able to open the door to one room, deal with its

inhabitants, and then calmly open the next door to do likewise. If any

creatures are within earshot of combat, they'll try to join the fun, mak-

ing it important to choose your fights carefully. The enemy Al is very
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good, as even basic grunts charge after you instead of haplessly

lumbering in pursuit, while certain deadly opponents will try to slick

to shadows, where they'll launch barely visible rapid-fire attacks.

SYSTEM SHOCK 2's interface is very well designed, with a simple

click of the mouse allowing you to switch between the game's two

modes - Shoot mode, used for moving and engaging enemies; and

Use mode, which freezes your view as in an adventure game, where

you can explore the environment, use inventory items, and access

your PDA, To help you navigate, you can superimpose semi-transpar-

ent compass directions over your viewing window, pull up an

automap, or maintain a miniature version of it onscreen. Since your

character is supposed to be grafted with a variety of cybernetic

implants, there’s a reasonable explanation for your character’s ability

to pull up HUD information, such as the digital compass or an

assessment of an enemy's hit points. Thus, the interface actually

contributes to the gaming world's ambiance, instead of detracting

from it.

Character Difficulties

Your character is initially trained in one of three branches of the

UNN, acquiring the skills and attributes of either an officer of the

OSA (emphasizing psionic powers), marines (weapon skills), or the

navy (a combination of weapon skills, hacking, and other technical

abilities). The professions don’t add as much depth as you might

otherwise suspect, since during the course of the game you can

develop any skills or attributes regardless of your initial profession.

The professions are very unbalanced, especially at the beginning

of the game when the cybermodules used to upgrade your character

are extremely rare. It’s almost impossible to survive without picking

up at least a smattering of weapon and technical skills, and since

navy characters start the game with those abilities, they have a huge

advantage. Marines are essentially navy characters that have been

stripped of technical skills. OSI characters are Luddites that lack

both weapons and technical skills and are initially extremely fragile;

there are very few items that allow them to replenish their psionic

powers.

I suspect almost all players will develop characters with a mix of

PSI, technical, and weapons skills, so that instead of adding mean-

ingful depth, your initial character election is essentially just a hidden

additional difficulty setting. During the course of the game you can

develop truly different characters who are capable of successfully

completing the game, but the initial selection between professions

isn’t relevant in the manner it was intended.

Lastly, even though the game features a novel setting and con-

tains significant RPG elements, gameplay doesn’t evolve significant-

ly beyond that of recent first-person shooters. You’ll spend much of

your time firing at enemies around corners, opening crates, and

engaging in key hunts that demand meticulous exploration.

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

phere make SYSTEM SHOCK 2 compelling throughout. A patch is

planned to add a cooperative multiplayer mode to give the game
additional longevity. Like the original classic, this is a hybrid game
that effectively blends a variety of genres into a thoroughly enjoyable,

accessible package,

^ www.lHo.eom

^ Well-designed Looking Glass fan site,

•g www.3lioGk2.com

S The official site.
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ACTIONREVIEW

RAKAN is a Genre-Crassing Blockbuster

T
here's a fine line between bibute and rip-off in

any artistic endeavor. That thin median fades to

non-existence in the gaming world, where

tomorrow always looks a heckuva lot like yesterday,

Is that ROLLERCOASTER TYCOON or THEME PARK?

BIRTH OF THE FEDERATION or MASTER OF ORION?

Half-Life or - hey, wait a second.,,

The latest entrant to blur the lines is the Psygnosis-

published, Surreal Software-developed DRAKAN:

ORDER OF THE FLAME, Equal parts TOMB RAIDER,

MAGIC CARPET, and traditional adventure, this game

has one confusing family tree. So does it rip off the

classics or pay

- homage to them?

Hell, I don’t know. I'll

have to let the great

minds of our genera-

tion ponder that one.

All a Coors-guzzling

deadbeat like me can

say is that DRAKAN is

a whole lotta fun to play. It's a truly inspired example

of gaming artistry that makes both the publisher and

developer two companies to watch in the future.

DRAKAN is the story of a girl and her dragon. Rynn

is an athletic young lady (which in the gaming uni-

verse means that she possesses both spectacular

breasts and an aerobicized behind) who becomes

bound to the legendary dragon Arokh as both friend

and rider, while attempting to rescue her brother

Delon, As a Dragon Rider, her mission becomes even

more perilous. Rynn and Arokh soon find themselves

fighting to save both her brother and the very world

of DRAKAN from the forces of darkness. Hey, what

were you expecting? Poetry?

Despite the routine storyline, DRAKAN captured my

imagination from the moment I started playing. Much

of this was due to the simple yet elegant design. The

game unfolds like an adventure, with initial goals

soon branching off into oth-

ers. You might begin one of

the 1 1 campaign maps by

searching for a specific

location, but then meet up

with a character who will

give you another quest.

Some quests are routine

“give me this and I'll give

you that” tasks, while oth-

ers advance the main plot.

These missions will lead

through diverse worlds

with landscapes that

encompass everything

from a volcanic hell to ver-

dant forests.

Engaging and mul-

tifaceted game-

play; beautiful

uisuals and sound

effects; inspired

level design;

diverse multiplay-

er modes.

Everything about the game is

combat-intensive. While you will

converse with the odd person,

you're more apt to kill anyone you

run into. When Rynn is on the ground

(think TOMB RAIDER mode), she has to

wade through hordes of enemies. When Arokh

soars through the sky (think MAGIC CARPET

mode), he doesn’t do so alone. The engine

handles all this fairly well, using either a config-

urable keyboard and mouse setup or a joy-

stick/gamepad for control input. The third-per-

son vantage point will occasionally hiccup,

though. Your viewing angle will sometimes be

obscured by trees, cavern walls, or the like. I

can't recall ever losing a battle because of this,

however.

Multiplayer is fully support-

ed over the net. Ten maps are

included for three different

games: Dragon Match (play-

ers choose dragons and take

to the sky, deathmatch-style).

Melee Deathmatch (ground

combat only), and Master of

the Dragon (players start on

the ground and compete for

the mastery of a dragon).

While I didn't get the opportu-

nity to test multiplayer out,

these varied modes promise a

lot of replay value as long as

FREUDIAN
SLASH
Sigmund were alive

today. I'm sure he'd

have something to say

about the male game

designers who created

luscious Rynn and her

great big sword.

Engine can't

always teep up in

combat; Arolth

flies like a pig.

Requirements: Penlinni lEBMHz, 32MB RAM. 30 accelerator viilso cent, 40D MB hard driva space. Recommended Requirements; Penllem II 233MHz

3D Support: BiiectSO. Multiplayer Support;Up to eioht players via Inlercet or LAN..

Publisher: Psygnosis • Developer: Surreal Software • $40 • www.psygnosis.cDm

ESRB Rating; Mature; animated bland, gore, violence
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the obvious technical issues

have been addressed.

All the standard

adventure/role-playing conven-

tions make an appearance in

solo play. Magic potions will

restore your health, make you

invisible, and so on, Special

crystals also add to your

destructive arsenal. More than

50 weapons are included for

Rynn, from rusty axes to magical

swords. She will also find vari-

ous suits of armor during the

course of her travels. Arokh

starts out with the expected fiery

breath, but soon finds different

runes that allow him to increase

his power. By the time you’re

through, Arokh will have belched gas, lightning, ice, and lava.

DRAKAN features a good range of villains upon which to test your murderous prowess. The

troll-like Wartoks can both slash and head-butt you into submission. Ores are irritating little guys

with a tendency to duck your best blows. Giant spiders and the Lovecraftian Scavengers both

kill and creep you out.

More challenging enemies such as the demonic Succubus and evil dragons turn up later in

the game. Unfortunately, many are by turns cunning foes and mouth-breathing morons. I've had

some flee in the midst of a beating

and others simply stop on the verge

beating me into a bloody pulp.

My lone major annoyance with

gameplay For a

endary dragon who fought many a

battle in his day, Arokh lumbers about

with all the agility of a hedgehog in a

hang glider. Any serious opposition in

the skies always takes me out a good

seven or eight times before I get in a

few lucky shots. This can be a serious

drag in some stages of the game,

and I doubt that I would enjoy dragon

vs. dragon multiplayer for this reason.

The Surreal 3D engine does yeo-

man work with the visuals. Each envi-

ronment is lovingly depicted and fully

immersive. Weather and fog effects,

along with some fantastic colored

lighting, complete the illusion.

Character animations are equally

good. Rynn moves like the lithe warrior

she's supposed to be, and the Wartoks

stomp around like they just emerged from

under a fairytale bridge.

With the exception of the atrocious voice

acting (Rynn sounds more like a mad rat than

a noble Dragon Rider), the audio effects are

similarly fantastic. Rushing water, the echo of

every movement in a cavern, the clang of blade

on blade - all is wholly believable. The musical

score is similarly inspiring: if John Philip Sousa

scored a film version of Lord of the Rings, it would

sound like this.

DRAKAN: ORDER OF THE FLAME is a

must-play for anyone who experienced

the TOMB RAIDER rush (and subsequent

letdowns of the mediocre sequels) and

loved it. It renews third-person gaming

with so many intriguing new twists, that

even those burned out by TOMB RAIDER

clones will s till find something to enjoy

here.
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STRATEGYREVIEW

It's No Revolution, but Jagged Alliance 2 Is a Tough Strategy Gem

iVha Arulco!

MURDER.COM All d( your mercenary hiring

takes place over the Web. which we all know can be a

source of great evil.

CGW RATED

A

Publisher: TalonSoft * Designer: Sir-Tech Canada • $50 • www.sir-tech.com

RSAC Rating: Violence 4 (of 4]; Sex 3; Language 4

May be too slow

paced for some;

battles can be

extremely hard

and tedious.
.

Requirements: Penlijin 133MHz. 32MB RAM, 373MB haib drive space. Recommended RequirementK Penbiini 166MHz. EAMB RAM, B54 hard drive S|

3D Support: None. Multiplayer Support: Hone.

S
he is evil. A driven bitch. She is Deidranna Reitman,

the self-proclaimed “queen for life" of Arulco, a small

third-world nation now suffering under its 1 0th year of

ruthless oppression. She has killed her father-in-law, framed

her husband for the crime, beaten down her own citizens,

and is now bleeding the country's resources dry. Your mis-

sion, in Sir-Tech's long-awaited, finally-released JAGGED

ALLIANCE 2, is to take this evil bitch down.

And as you hire your mercenaries, assemble your squads,

and attack the

Gameplay from here on out is divided mainly between two screens.

On the Map screen, you take care of all the strategic macro-manage-

ment. Here, you'll organize meres into squads, arrange specialized

assignments (such as healing other meres and training local militias),

negotiating mere contracts, and monitoring your finances as well as

your squads' progression through the game's 200+ sectors.

Keeping a constant eye on all of this - and there is a lot - is key to

your success in JAGGED ALLIANCE 2. Spend your money too fast or

too loosely, and you'll find yourself with no

resources for needed equipment or fresh,

experienced meres when you need them.

Fail to rest or heal your meres properly, or

neglect to train the local militias, and

Deidranna's forces will eat you for lunch.

You must perform a tricky balancing act of

moving forward as quickly as possible,

while being efficient and patient enough

to keep your squads healthy, well-

equipped, and well-positioned. It is impos-

sible to win this game by just blundering

forward without a plan.

Party for Your Right to Fight

Like Sir-Tech’s original game of a few years back, JA2 takes a stan-

dard strategy-game framework and livens it up with some role-playing

elements. The game begins, actually, in

standard RPG fashion: You create a cus-

tom character, with ten standard RPG
stats (though I can't honestly say I looked

at many of them beyond Marksmanship).

After creating your own character, you go

on an online shopping spree to hire your

first group of mercenaries.

All of the hiring, equipment-buying, and

much of the information you receive in the

game is handled through a clever interface

that emulates the

laptop computer

you’re suppos-

edly packing

next to your

assault rifle and

canteen. To hire

mercenaries, you log onto the Web and go

to a merc-hiring Web site. To order

weapons and ammo, you link to an online

depot. Throughout the game, you'll receive

messages and files over email, while a his-

tory file constantly updates your current

missions and quests. It's a great idea that

Sir-Tech executes perfectly, complete with

a "You've got mail" alert and cheesy banner

ads on the Web pages.

Bring the Noise

The other half of the game takes place

on the Tactical screen, where sectors are

rendered in isometric, 2D fashion ala

FALLOUT or BALDUR'S GATE. The artwork is not stunning, but it gets

the job done, with enough variety in terrain, structures, and obstacles

to keep things interesting. Those looking for flashy 3D eye candy,

however, should look elsewhere.

When you enter a sector occupied by the enemy, a pop-up screen

allows you to retreat, have the computer aulo-resolve the combat, or

enter the sector yourself to play out the combat. Your squad moves

through the sector in real time until you encounter the enemy, when

the game switches into turn-based mode.

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

JAGGED ALLIANCE 2

land sector by

bloody sector, you

will experience the

satisfaction that

comes from know-

ing that you are

not only doing the

right thing for

Freedom and Justice, but you’re also knee-deep in one of

the toughest, most entertaining, and flat-out best strategy games of

the year.

It's not easy - and that may turn off more casual gamers - but

then, who ever said that taking down military dictatorship was easy?
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REVIEW JAQGED ALLIANCE S

be used to move, change position (prone, sitting, or standing), fire a

weapon, use items, or reload weapons. Position really makes a differ-

ence, as does weapon range. Each turn presents you with numerous

options, and requires careful planning - especially since, early in the

game, the enemy almost invariably has better, longer-range weapons

than you.

As you progress, your weaponry and skills get better, but the fight-

ing, if anything, gets harder, with more enemies per sector with even

more brutal weaponry. Battles, in general, can be slow, demanding

affairs - I'd often spend hours trying to beat a single sector on the

game's lowest difficulty level - and as such might wear on some

gamers’ patience, especially those craving instant gratification.

About the Al, well. I've played worse. During some battles, you’ll

swear it's cheating, as it seems to miraculously score a hit every turn,

no matter the obstacle,

while you miss constantly.

At other times it's absolutely

brain dead, sending troops

practically running into your

arms in plain sight. Overall,

however, it feels right.

Deliberate, strategic think-

ing is usually rewarded,

while barreling forward with

guns blazing will earn you a

trip to the Load Game
screen every time.

DUELiN’ BANJOS The game's

many NPCs, such as this family of hillbillies

east of Cambria, provide a constant source of

entertaining dialog.

DOOFUS FOR HIRE Creating

your own custom mere allows you to put

yourself in the game. The squad would be

nothing without me. Louder Than a Bomb

JA2’s trump card is the

mercenaries themselves.

There are dozens of them to

choose from in the game,

each with his or her own

distinct personality. Each

has a huge number of

sound bites sprinkled liber-

ally throughout the game,

and while some can get

awfully repetitive, others are

hilarious, and succeed

greatly in providing the

game with a constant

source of comic relief in

what might otherwise be a

rather dour experience.

It's not just ear candy,

either, but is tied directly

into gameplay, Mercs will

tell you when they’re tired,

or when their contracts are

up. Some refuse to work

with one another. Once

they’ve attained a certain

level of experience, they'll even up their fees on you. As in an RPG, I

found myself getting oddly attached to them (even, or maybe espe-

cially, the moronic Steroid), and ended up reloading the game when-

ever one of them would die.

While the game only has one long single-player campaign and no

multiplayer, much of the replay value comes from trying different

meres, or combinations of meres. I played two games at once -

one at home and one at work - and they were completely different

experiences. The game’s structure is totally non-linear (though you

are warned which sectors to avoid early in the game), so there is

endless opportunity to devise new strategies to try to whittle your

winning time down. Random side quests will also keep you busy, as

will experimenting with the game's many found objects, which,

though undocumented, will often combine into useful new weapons

and tools.

Finally, about the lack of multiplayer: thank goodness. I loved this

game, but I can’t imagine anything more boring than playing it, turn by

turn, with a friend. JAGGED ALLIANCE 2’s joy comes from your inter-

action with the meres. Other humans aren’t needed here.

Countdown to Armageddon

Ultimately, JAGGED ALLIANCE 2 is probably too tough and too

slow-paced for the casual gamer, and the somewhat crude graphics

may leave newer gamers wondering what the fuss is all about. But

hardcore gamers looking for a serious challenge may not find a more

satisfying, entertaining, turn-based strategy game this year.



YOU ARE THE DIFFERENCE BETWEEN 500 G*S AND
10-15 IN MAXIMUM SECURITY.

"... the most

anticipated

driving game
of the year.”

Film your own classic 70's car chase Surveillance. Tailing. Deliveries,

using incredible Director-Mode Heists. And serious 70's muscle cars.

Getaway through real pedestrians,

traffic signals, traffic...and cops!

No tracks, lust 4 sprawling urban

downtowns from NY to San Fran.

Y(0;U--A^R;E TR’Er iW-BiEiEISIWirAilNI



REVIEW ACTION

Acclaim Almost Delivers Comic Book Justice

Big Bad Voodoo Daddy
T

he comic hook license seems almost inherently doomed.

Discounting the Marvel characters in Capcom fighting games,

can you think of any good comic book games? The last comic-

book based game I had any fun with was SPIDERMAN for the Atari

2600. So imagine my surprise, and sigh of relief, when I found that

Acclaim went and made a pretty good game out of a comic book:

SHADOWMAN. It's not a great one, but leagues ahead of the trash

from other licenses.

For those familiar with the comic

series, the game takes place around

the first story arc of the series’

relaunch. For everyone else: You play

Mike LeRoi, who is essentially a com-

bination hitman/shaman when he

becomes Shadowman. The backstory

is that Legion (from Mark 5:9) has

recruited five serial killers and plans to

bring about the Apocalypse. What Shadowman must do is travel into

Deadside (the place where the dead rest), and acquire the Dark

Souls before Legion and his Five do. Once Shadowman has

acquired all the Dark Souls, he can defeat Legion,

Just Me and My Shadowman
At its heart, SHADOWMAN is another third-person perspective

action game, but with a lot more action than the TOMB RAIDER

series. Shadowman isn’t here to explore; he's here to violently exor-

irs THE 60’S ALL OVER ACAIN The cutscenes are

rendered by the in-game engine, so there's none of that goofy FMV inbe-

SHADOWMAN

The controls are more

TOMB RAIDER than HERETiC

II, slanted toward keyboard or

gamepad control. While the

mouse can be used, it’s not

nearly as well implemented as

HERETIC ll’s mouselook.

Stick a Pin in Me
While SHADOWMAN looks

like a great start, some things

bog it down. The enemy A!

isn’t stellar. Once I started

using the strafe keys, I literally

ran circles around the enemy

while firing. Also, the game

can feel very repetitive. I have

no trouble running and gun-

ning incessantly in other

games, but after a session of

doing so in SHADOWMAN, I

feel like moving on to some-

thing else. There didn’t seem

LIVE AND LET LIVE Liveside doesn't look as good as Deadside,

as you can see on this exterior level without Acclaim's usual heavy fog.

1*5

else some souls, Inbetween the gun/voodoo shootouts, you have a

wee bit of puzzle solving, mainly finding special keys or deactivating

gigantic machines.

Graphically, the game is beautiful and is

probably the slickest looking third-person

title out there right now. The levels look

great, especially Deadside, which alter-

nates between the surreal imagery of a

Bosch painting and the harsh, gritty dark-

ness of David Fincher’s Seven, Also, the

levels are nonlinear; while there is an over-

all set path, you go through the game and

open up different areas at different times,

and you can travel between them at any

time. If you’re stuck in one place, you can

go back to a location unlocked earlier to

see if there is more to explore.

PROS __
Beautiful graphics

engine; good-took-

- ing Deadside leu-

els; nonlinear

design.

CONS

RepetiHve; not

enough puzzle ele-

ments; ineffective

mouse-central;

incomplete save-

game system.

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

The save-game system has a bad case of console-itis. Yes, you can

save and load at any time, but why is there a quick-save command

but no complementary quick-load? if the quick-load was going to be

omitted, then the game should at least automatically restore from

your last save, not from the beginning of the level.

SHADOWMAN is a good start, both for Acclaim and for the

industry. It shows that a decent game can be made from a comic

license. For third-person action fans who don’t mind jumping and

gunning a lot, it's a reasonable buy. Let’s hope that Acclaim uses

this as a springboard for some really good comic-book based

projects. (Note to Acclaim: either do an X-0 Manowar game, or

have

Christopher

Priest write

the next

Shadowman

game, )

www.turokcave.com/shadouvman/

Site specifically far SHADOWMAN the game.

www.coniiicliaokresources.CQm

A great site far comics in general.

Requirements: Penlium 200. 3ZMB RAM, 4x CD-ROM. DlttcUai-compatible sound and video cards. 20MB hard drive space. SD-accalsralor card. Recommended

Requii-ements: Pentjum-ll 300. 64MB RAM. 620MB bard drive space. 3D Suppot-b Dlrec!3D. Multiplayer Support; None.

Publisher: Acclaim Entertainment • Developer; Acclaim Studios Teeside • $40 * www.acclalm.net
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Use the terrain to your advantage on five

completely 3-D planets. Form massive

armies, construct bases and deploy your

defenses across an alien solar system.

Take on moiphing enemies with advanced

unit tactics like choosing the best weapon and

mine-laying. Instant action and strategy

missions get you Into the solo or online warfare.

Face the front lines in first-person, calling in

airstrikes and commanding futuristic cus-

tomizable vehicles, including tanks, walkers

and hoveitiikes, via a powerful interface.

Battlezone'" Critical Acclaim

CAMES

STRATCGr GUIDES

Activision is a registered trademark of Activision, Inc. e 1B97-1999 Activision, Inc, Battlezone .

company. Combat Commander Is a trademark of Activision, Inc. The ratings Icon Is a trademi
All rights reserved. All other trademarks and trade names are the properties of their respecti

trademark or Atari Interactive tne„ a Hasbro
of the Interaotive Digital Software Association.
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STRATEGYREVIEW

Warhammer 4D,00D Meets Panzer General II

Respect Your Eldars

Lictors and Gargoyles and Genestealers, Oh My!

In RITES OF WAR, you assume the role of the Eldars, a race

human-like in appearance but far-advanced in capabilities. A victim of

their own advanced mental abilities, they've destroyed their home

world and travel in living spacecraft called Craftworlds, Your

Craftworld stumbles upon a planet that was genetically designed

long ago - an Eldar utopia called

Davinuus. Scouting parties have been

met with unexpected attacks from

human Imperial forces. Outnumbered

and outgunned, you know an all-out

war with the human Imperials is a los-

ing proposition; however, there are

ancient Eldar artifacts on this planet,

items of power far too great to fall into

inferior human hands. You must therefore send localized war parties

to retrieve these heirlooms before the humans can find them. You

soon realize that something very strange is happening on Davinuus,

something involving the Alien-like Tyranids.

The campaign plot doesn't sound remarkably different from that of

a dozen other science fiction computer games, but in RITES OF

WAR, the Warhammer 40,000 environment makes all the difference.

There are literally volumes dedicated to the

description of the Eldar, Imperial, and Tyranid

races, and the depth of this development is

obvious when examining the Encyclopedia

included in RITES OF WAR.

Unit variety is the game's spice, with 33

types of Eldars, 18 each of the Imperial Forces,

and the Tyranids. Unit types include Infantry,

Scouts, Assault, Aerial, Devastator, War

Machines, Artillery and "Psykers" (psychic

Requirements; PeiUium 200, 64M8 RAM. 200MB Irani drlva space. 30 Support: Nona. Multiplayer Support: LAN. Internet (2-4 players), oca 00 per player.

same size as a huge War Walker, and both icons dwarf the surround-

ing mountains and forests.

The game interface is very smooth and point-and-click simple.

Icons have a “strength plate" that displays the strength, remaining

movement and attacks, and psychic influence all at a glance.

This Land Is My Land

Not surprisingly, RITES OF WAR plays like a lot like a game of

PANZER GENERAL II, There's a deliberate “rock/scissors/paper" feel

to it, with every unit having specific strengths and weaknesses. The

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

come away with the feeling that the gaming universe was so

cheesy and shallow, it must have been thrown together by a

bunch of weary, caffeine-high programmers locked in a room until

they could finally come up with something? Good news: RITES OF

WAR avoids that problem, using as its setting the highly developed

Warhammer 40,000 tabletop gaming system. Combining aspects of

that universe with the PANZER GENERAL II gaming engine results in

a thoroughly engrossing, turn-based strategy game.



Gharu’ndTm Domain

HsKeron Beckons You to
ofadventurers, and countless monster

Descended from ppwerful magicians, gifted

poets, and intrepid traders, many Gharu’ndim

follow the beliefthat knowledge is power-

Those lured to Dereth soon discovered the^

could not return home, but found the noH: best

thirg in theAmun Desert. The -femed noble

Musansayn led the newly arrived to these

comforting sand dunes. Here, they established

towns and cities and followed the Ghayaraqa

Yadina (the poem also known as The Dozen

Roads). Skilled Gharu’ndim smiths have set up

shop in many settlements and some have even

started crafting their coveted scalemail armor.

One such smith is Maqura al-Waryah in the

settlement ofTufa.

A rogue anda sorceress

Rluvian Realm

As the first people to answer Asherons call

and venture to Dereth, the Aluvians brought

with them a strong sense ofjustice and right.

Many an Aluvtan would rather go penniless

and hungry, and be on the rght side ofthe

law, than be wealthy, powerfol, and thriving

on the misery ofothers. Even decades latei;

their utilitarian architecture reflects these

traits. Unfortunately, these cultural tendencies

often lead them to rebellious and warlike ways.

The most fomous ofthe Aluvians on Dereth

are the heroes Tborsten Cragstone and Elysa

Strathelar. Their Aluvian values proved priceless

when they led the human slaves to revolt

against their insectlike Olthoi oppressors.
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Rllegiance System

Strength in Numbers
Starfcir^ OLrt in Dereth can be dauntiiTg. You’ll lack funds,

lore, weapons, and armor. Fortunately, powerful nobles

are always in search of new vassals. But choose your

patron wisely. The ri^ht one will not only help you on

your way, but can be a valued companion. Remembei;

though, when you become a patron yourself youll rise

among the nobles only as long as you put the happiness

ofyour charges ahead ofyour lust for power.
Qharacter Qreation

Rn Identity Rll Your Own
With distinct heritage groups, nearly limitless facial

features, and an array ofclothing to choose from, the
powerful character creation .system makes it very

unlikely you’ll encounter two adventurers who look

exactly alike. What’s more, you’ll select from a mix of
skills and attributes from a myriad ofoptions—all the

way from the martial disciplines bef i tting a blademaster

to the mystical arts ofthe sorcerer. In both appearance

and talents, you’ll be as unique in Dereth as you are in

the world where you now reside.

Magic 3ystem

Rn Incentive for Secrecy

Even with hundreds ofspells in frie hands ofadventurers,

there are hundreds more waiting to be discovered. In

the ever-evolvir^world ofDereth, wizards are constantly

vying to be the first to learn new methods of sorcery.

For while a spell can be extremely powerful as long as

its formula is kept to a few people, its strength will

be fleeting once too many discover and use it. Wise

magic users guard their spells, knowing those who
control the most knowledge wield the most power.

Gaming
zone;

Hnswer the Qall

Microsoft
www.microsoft.com/games/asheronscall
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Orjust come'for'the^old.

]\ glimpse ofthe Denizens ofDereth

An archerand a warrior

Sho Nation

Trained from youth for unarmed cx>mbat, a Sho

is never defenseless. The elders use martial

arts as a foundation fx>r instilling the four

principles calledthe Stones ofJojii: discipline,

detachment, compassion, and humility. This

philosophy is embodied in the meticulously

crafted weapon, the!tachi—a blade now
forged in Derethian villages such as Baisht

and Sawato. Although kno^^n to be reclusive,

even the'S^o pn the luome^orld pf Ispar are

beginning to trade with the distant Gharu ndim

and Milantbn kirgdorrts, Certeinly, for the Sho

culture onjDereth to surviye, they, as well as

the otfier humans, must start workingtogether.

The Reed 9hark .

^

Terror ofthe ^kvlamp i

;

'

/

The cn^ts ofthese rna'^-sizetjjthnee-

“ leggeckcreatures emqr^pg the

fblijge may be the only vyarpingofan '

- impending attack..pften traveling'

in packs, these di^ht cousin? pfthe

aqurtic Shallows Shafk^nd tundra-dwelling.’ ‘ .5

“ Mattekar have been do.mesficated^by the,.

Tumeroka. Recent arrivals, however,'

should avoid them at all costs.' I

The Virindi

Masked Gt>igma

ofthe Badlands

Wielding wicked-edged sickles,

thesefloatirg, mystical beings
,

strike fear into most sensible adventurers.

Those who don’t know about their stj^^eriig

magical powers will soon find oiit. Traveler's

should alvi^s tryto^take on Virindi en masse.

Lurkirg on the Obs^ian Plain, these apparitions
''

mask,, cloak, and coriceal both their physical,

appearance their intentions on Dereth.

TKe Dugian
Giant from the tlighlands

Amorgthe miglTtiest''ofDereths

monsters, ^hese massive rtiduntairv

dwelling titans dwarf humans with their
.

sheer'size. Their strorghojds arefound • •

across Southern Osteth, in the h'ghlarids

ofthe Unvak Rarge. Even the lowest of

their castes—the La’gus—canfeffbiiJesdy

dispatch an inexperienced ex|jlqren
. ^

The Olthot

Scourge ofthe Tand
The bane ofthe Empyrean civilization, these

vile, hulkirg insects once enslaved all df
Dereth’s humans. Today, they have bpen

vanquished to the deepest subterrineari

reaches. Although Derethians want nothirg
'

more than to see these abominations extinct,

the hard truth remains that Dereth still

needs heroes—adventurers strong and brave

enough to travel into the shadowy hives and

survive v>hat horror and bounty await vyrthin.
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REVIEW

ig www.porient.net

^ www.thewarp.net/whainmer

Q www.gamBS-workshDp.eom/Warhammer40k/40kintra.htnil

key to success is discovering which squads are effective

against and which are vulnerable to other squad types.

Like any good strategy game, if you simply throw all of

your cool-looking warriors at the enemy, you'll end up as

reptile food.

Winning requires using effective combinations of your

resources; for example, using stand-off weapons to weak-

en the enemy before closing in for melee combat, and

keeping support fire close enough to contribute to tough

battles. Additionally, “Strategies" are available for pur-

chase before a scenario - the equivalent of Strategy

cards in the miniatures game. These can turn the tide of a

battle; for instance, using a Sabotage strategy on an

enemy artillery unit will cause it to explode when it fires.

Another immersing aspect of RITES OF WAR is an

RPG component. You can name your units and watch

them grow up to 1 0 levels in experience. A basic Eldar

unit may eventually gain enough experience to reach

Exarch status, an extremely formidable foe. It's easy to

become attached to a squad that you've named and has

proven itself in numerous battles, advancing In skills and

effectiveness. However, it's also quite difficult to keep

your guys alive long enough to bond with them. Most sce-

narios are very evenly matched, as the Al examines your

army before battle and adjusts the its forces to match

your army's level and composition. Frequently the result is battles of

attrition, with you winning by the skin of your teeth and leaving the

battlefield with considerably fewer units than when you began.

Give Me More

While there are a couple of mini-campaigns (three scenarios

each) from the viewpoint of the Imperials and the Tyranids, the

heart of the game Is the 24-scenario full campaign covering the

Eldar's attempts to right the wrongs on Davinuus. Beyond the

absorbing story, the campaign maintains interest by offering a wide

range of victory conditions, such as assassinating a key enemy

leader, rescuing fellow warriors, finding and recovering a key arti-

fact, and search and destroy missions.The problem Is that there is

only one full campaign, albeit a campaign that Is fairly difficult to

complete. True, you can replay the game and try out different army

compositions, but the surprises originally presented in the plot will

be gone. There is a scenario editor that will hopefully result in a

wealth of battles appearing on the Internet. Still, one longs for a

campaign involving the Imperials and the Tyranids that has the

same plot quality of the Eldar campaign.

However, it is a tribute to the engrossing qualities of RITES OF
WAR that the player finishes the campaign longing for more. If you

have any interes t in science fiction and strategy gaming, RITES OF
WAR is a must.

Tabletop vs. Computer

I

f you’re a tabletop Warhammer 40,000 fan interested in

RITES OF WAR, or if you’ve played RITES OF WAR and are

curious about its miniatures origin, you may be wondering
what the key differences are. The first obvious difference

is that in the tabletop game, a unit represents a single

entity, while in RITES OF WAR each icon represents a

squad. This results in a significant difference in the scale

and tactics of battle. Additionally, strengths and weak-
nesses of units have been modified to avoid dominating,

invincible units and to ensure balance. Finally, RITES OF
WAR presents a very small subset of the vast Warhammer
40,000 universe, as a visit to any Warhammer 40,000 web
site will demonstrate. Check out some of the sites below.
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REVIEW AIDVENTURE/FIPG

How a Funky-Walking Girly-Man Saved the Universe

The Fonz as Savior

OUTCAST
reviewed by Jesse Hiatt

I

magine a typical American action film, made hy Belgians and then

translated back into English. The plot; a Homeric epic somewhere

between the Bible and Stargate. The hero; part Fox Mulder, part

Jesus, part The Fonz; a burly U.S. Navy Seal who walks like a runway

model with a wedgie. Add to the mix a truly great music score, worthy

of any blockbuster movie, performed by the Moscow Symphony

Orchestra and Chorus. A strange mish-mash of elements to be sure,

but the result is an extremely entertaining bit of interactive theatre.

And what a refreshing change it is to have an experience on your

computer that gives you the satisfaction you would normally only

receive from a good book or mini-series.

A well done 20-minule trailer opens up

the game and sets up the story. You play

Cutter Slade (an American name only

Europeans could think of), one of the

United States' best soldiers. Some kooky

scientists were fiddling around and found

a way to send a probe to a parallel uni-

verse, but got in over their heads. Basically, they screwed up so bad

that the whole planet will get sucked into a void unless someone trav-

els through to the other side and fixes up the probe. Of course,

you're the poor sod stuck with the job, scientists tagging along.

You wake up in this strange parallel world with no gear, and no

idea where the others are. Luckily, the creatures that found you are

friendly and somehow speak some broken English. At this point, the

game begins.

Stranger in a Strange Land

There is so much to learn about this new universe that you feel like

a tourist dropped into a foreign land. You can't really understand what

people are talking about half of the time. You don't know where to go,

who to talk to, or what to do. The process of learning about this new

place is made easier, though, by the use of your notepad and lexicon.

Every time you learn

the meaning of a new

word, you automatical-

ly put an entry into

your lexicon so you

can look it up later.

Your notepad works

the same way, but is

CGW RATED

more of a "to-do list."

By the end of the

game, you will have

amassed more than

a hundred entries in

each.

All you know is

that you are supposed to fix the probe, but you don’t have any idea

where it is. The locals, as it turns out, think you were sent down by

the gods to save them. This complicates matters, because they are

all willing to help you but also expect you to act as their prophesied

savior. This means you have to run around doing favors for everyone

before they will have faith in you and help you on your mission. The

wise-ass Cutter Slade makes an unlikely savior indeed, but ultimately,

you'll fulfill the prophecy in spite of yourself and save both worlds

from destruction.

I'm not going to tell you any other specifics about what happens,

because the whole fun is experiencing it yourself for the first time. I

will say that there is everything you could ask for in a good plot here:

greed, love, corruption, faith, trust, oppression, and revolution. Of

course, there are also cool weapons, plentiful ammo, and lots of stuff

to kill. Occasionally you will find it fairly predictable, and the dialogue

is only so-so at times, but hey, you try writing a screenplay for a

movie that’s 50 hours long.

The Undiscovered Country

Once your adventure begins, you will find that you

are not restricted by traditional levels with doors

between them. There are a couple of very cool boss-

like characters, but you can deal with them at your

leisure. You are pretty much free to go where you

please and do whatever you wish. The developers have

used some subtle (and not so subtle) ways of corralling

you into the plot, however. You can’t kill too many inno-

cents, because your reputation will go through the floor

and make it impossible to progress. I also ran into a

couple instances where my playing style conflicted with

Requirements: Paniiuin-ll 200 MMX. 500MB (ibb haul drive space, 32MB RAM, Recommended Roquireraents: Pentium-ll 300, MMli RAM, 8X CD ROM drive,

3D Support; Rone. Multiplayer Support: Rone.

Publistier: Infogrames * Designer: Appeal * $40 * www.infogranies.com

ESRB Bating: Teen; animated blood and violence; strong language
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(WHAT 6EM1AIIS tEM DO BCT
Designed and developed in Germony by

Wings Simulations, Panzer Elite" is poised

to take the high ground as the most realistic

platoon-based WWII tank simulation yet seen

for your PC.

Germans Do Interfaces

Fully supports any combinotlon of mouse,

keyboard and joystick. The Tank-Mouse

Interface and pop-up windows allow easy

access to oil necessary controls and commands.

Germans Do Historical Accuracy

80 historically accurate missions covering

Normandy, Sicily, Italy ond North Africa.

Features Instant Action, Single Mission and

Full Campaign modes of play.

Germans Do More Than Just Tanks

Featuring over 80 different units including

infontry ond 22 playable tanks.

Germans Do Realism

With over 30 realism settings. Panzer Elite

accommodotes the distinct needs of novice and

hard-core players. However, Germans only

play while using the highest realism settings.

Germans Do Network Play

Supports up to 6 players over LAN, modem
or serial link, 4 players vio Internet.

vatm

Germons Do Powerful Game Engines

Woods are mode of individual trees and

bushes. Different terrain offect movement and

performance. Destructible buildings, trees and

foliage provide realistic tactical options.

Germans Do Details

Models created from original tank blueprints

and accurate measurements from actual

working WWII tanks at the Panzer Museum

in Munster, Germany.

© 1999 Wings Simulation GmbH, Published under exclusive licence by Psygnosis Ltd. Panzer Elite, Psygnosis and the Psygnosis logo are ™ or® Psygnosis Ltd, All rights reserved.



OUTCASTREVIEW

the expectations of the scripting engine, but this was more of an annoyance, as nothing game-slop-

ping occurred.

Outcast uses a voxel-based engine, which is useful for making large, open outdoor environments,

but the downside is that it doesn't support 3D accelerators. Infogrames will tell you that this is a fea-

ture, making the game playable on practically any machine, but this is rubbish. In truth, it still looks

like crap on slow machines, just in its own special way. I played it on a Celeron 300A at home (not

overclocked) and it ran pretty well, but it would bog down when there was a lot of on screen action.

On a Pll 450, it ran great. Just like any system-hogging flight

sim though, once you've seen it on a good rig, you won't want

to play it on anything else.

My one real beef with the game relates to the camera con-

trol and weapon aiming. Probably due to the limitations of the

engine, you can't look up or down very far. This totally bites

when there is someone shooting at you from above, and you

can't even look up far enough to see them. The auto-aiming

function will latch on to these targets, but only some of the

time. Invariably it will fail you at the worst possible moment.

There is a first-person mode, but this is made almost entirely

useless by the fact that when you try to aim up or down, your

gun will annoyingly “bounce” back to the center.

There were also numerous times when I was in a confined

space between two wails, and the camera - confused while

looking for a good spot - would suddenly fly up to the roof

two stories up. This wouldn’t be so bad if it didn't drag me

along with it. Of course, I was never meant to be up there, so

like Wyle E. Coyote, after looking around for a moment, I

would fall through the roof, down two stories, and lose half my

health. Thanks a loti

Fantastic Voyage

Despite some minor annoyances, I felt a real sense of

accomplishment and satisfaction after I finished OUTCAST. I

really got attached to all the funny characters and the universe

in which 1 had spent about 60 hours. Whenever I got bored, or

thought something was too obnoxious, the game would be

right there making fun of itself and throwing me a change-up.

There were also some jokes and surprises at the very end that

were so hilarious that they left me with a very positive feeling

about the whole experience. There are lots of elements bor-

rowed from RPG and adventure games here that should make

this game familiar and enjoyable to gamers who dig those gen-

res. But OUTCAST is such an accessible game that everyone

who enjoys a good story should give it a try. S33

www.outGa5tGefilfal.Gom IHie unofficial site

www.outcasi-thegame.Gom And the official site

GUNSMOKE The machine

pistol is the most handy all-around

weapon you possess.

BIG GUN The grenade

launcher is cool too, but don't

blow up the good guys, or yourself.



the secret hides,
the truth consumes

In a time of chaos, in a city on the brink of destruction,
only you can discover the truth.

HBWJ 0



REVIEW ACTION

TalonSoft Covertly Jumps into the Tactical Sim Genre

Hidden Agenda
F

ocusing on small-unit commando action during the

second Worid War, HIDDEN & DANGEROUS (H&D)

is wargaming veteran TalonSoft’s entry into the

growing tactical sim genre. Can a title without the high-

tech razzle-dazzle of a game like RAINBOW SIX compete

in this burgeoning sub-genre? Oh, yes. Yes indeed.

Who Dares, Wins

H&D's operations are spread across 23 real-world

commando missions, letting you lead your elite team of

British SAS troopers (from both first and third-person

perspectives) behind enemy positions to rescue downed

allied pilots, disrupt

HIDDEN D
DANGEDDDS
reviewed by Raphael liberatore

German communica-

tions, kidnap German

high officials, or destroy

enemy strongholds. The

six linear campaigns

range in location from

Italy, Yugoslavia,

Germany, and Norway to

the North Sea and

Czechoslovakia.

Your four-man team is formed by choosing from a pool

of 40 SAS operatives. Each soldier possesses five readi-

ly applicable abilities - shooting, reaction, stealth, strength, and

endurance. Missions are won or lost depending on the operatives'

skills and how aptly they're applied. For instance, your snipers should

have the highest shooting skill while your bazooka gunner should

possess the highest endurance and strength. Picking the right combi-

nation of men for each mission makes a crucial difference, so you'll

really need to think before entering a mission.

Outfitting your team is another enjoyable part of the overall strate-

gy; choosing weapons and equipment tailor-made for missions is

essential. Arms include lightweight submachine guns like the Sten,

sniper-rifles like the Lee Enfield .303, and heavy arms like the Bren

machine gun. And there's plenty of equipment to boot; binoculars,

cameras, decoders, combat knives, grenades, anti-tank mines, and

TNT. If you run out of ammo or equipment, your troopers can pick up

weapons and supplies off dead enemy soldiers - a nice, realistic

touch. Of course, some gamers won't want to bother with all this

planning, so H&D has a handy auto-setup

feature that outfits your team so you can

head right into the mission.

H&D excellently balances action and

strategy. Like most tactical sims, the game

requires a deft combination of shooter

skills and tactical savvy. However, the

design takes it one step further by imple-

menting a readily available, real-time strate-

gy screen for hot seat planning. This map

screen can be activated any time to quickly

coordinate and control operatives. Move

one commando up a hill to snipe at enemy

soldiers while ordering another to blow up

a tank, then move to lake out a guard

CGW RATED
PROS

Challenging mis-

sions; realistic

J|L enviranments;

sniper mode; a hot

' A seat strategy map

for planning.

CONS

Challenging mis-

sions; question-

able ballistics:

clipping problems

and bugs.

tower. The strategy screen is your best

mate, because it's where you'll regroup when the going gets tough.

Voice command keys also come in handy if you need quick support.

Other interface components could have used more tweaking. Even

though there is a save feature, there's no way to restart the mission

without having to toggle back through a slew of set-up screens.

Hard as the Rock of Gibraltar

H&D is an extremely challenging game even at the easiest of set-

tings. Engaging the enemy without a meticulous plan will kill you

faster than you can pull a pin from a grenade. German soldiers don't

sit around while your commandos haphazardly flounce around a mis-

sion. They actually sneak up or flank you during the middle of a fire-

Requirements: Pentfum 166 MMX. 16MB FUM. 10MB hani dnve spau. 3D aanl. Recommended Requirements: Pentium 26B MMX. 32MB RAM. 1B0MD

hani drive space, 8MB 3D card. 30 Support Direid3D. Multiplayer Support Serial, modem corrneclicin (2 plaireis). UN, Inlemet (2-4 plajrers). one CD per player.

Publisher: TalonSoft Devaloper; Illusion Softworkds * S50

RSAC Rating: Violence 3 (of 4); blood and nore^
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REVIEW HIDOEN Sl dangerous

fight. But the toughness of the missions only heightens the great

sense of fun. HIDDEN & DANGEROUS plays like being in a great

WWII movie - intensely suspenseful, heart-pounding action where

danger lurks around every corner, behind every fallen tree, inside

every trench. Weather

effects, buildings, and ter-

rain create an eerie war-

torn atmosphere. This is

commendable, consider-

ing the limitations of the

graphics and the fact that

the game features only

two types of enemy sol-

diers -officers and grunts.

The Al is downright

nasty. Germans shoot with

pinpoint accuracy and

they always seem to know

when you’re coming. My

advice: shoot first or die,

Still, the Al isn't perfect.

Germans will stroll over

dead comrades’ bodies

without blinking, and your own team members may shoot you in

the back,

HiD's ballistics suffer from a lack of realism. Shoot a German sol-

dier a few times in the arm and he'll quickly die, but shooting him

squarely in the chest only pisses him off. Headshots are the only one-

shot, one-kill wonders. Also, it feels as if all rounds - from a high-cal-

iber machine gun to a pistol - have the same impact on a target.

H&D also offers a cooperative multiplayer feature. You join

forces with up to three players to take on the computer in single-

player campaign missions.

With no re-spawning,

team communication is

truly vital, since you’ll need

to work effectively as a

group to beat the chal-

lenging Al. One bad deci-

sion may cost you the

entire mission.

Unfortunately, a few

bugs do crop up. If you're

unlucky, you can slip down

the side of an escarpment

and die, sniper reticules

can disappear, or your

commandos might die by

walking through walls.

But HIDDEN &

DANGEROUS’ small unit

tactics and taut action eventually win out over the bugs, freaky bal-

listics, and Al quirks. The strategic depth and riveting action

should please armchair generals and shooters alike, while WWII

buffs will appreciate its realistic depiction of elite force o perations.

Addictive, entertaining. ..what more do you need? L'L'LJ
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VORITE BATTLEFIELD

S A NEW DIMENSION

E
xperience a realistic look-and-feel

unprecedented in strategy gamin

Position your weapons and troops on a

NEW 3D battlefield where tanks cen

explode, forests can burn and cities

can be destroyed. And it’s more thai

just great looking. Panzer General®3l)

Assault features a NEW, simple and

addictive game system. Promote, dismi iS

or reassign your WWII commande's

-your strategic decisions will determi le

the power of your forces.

Actual game artwork

Rotating camera and map plus over

200 3D modeled units.

Windows” 95/9j.t;£JS»«Wi • i<--£:utres 30 a*.

ununnin To Order; Visit your reU

Manage leadership assignments to

customize your army for battle.

L'rjlira:

ler or call 1-800-716-8503 with Visa/MC (North America only).



REVIEW STRATEGY

Finally, a Star Trek Game for the Kirk—and Klingon—in All of Us

True Trek At Last!

W ith STARFLEET COMMAND the curious and not wholly

ignoble history of Sfar Trek computer games finally

has a product worthy of Kirk, Spock, and the rest of

the classic crew.

Based on the STARFLEET BATTLES board game and perhaps

benefiting from BATTLES' breadth and depth of experience, here at

last the interactive universe feels like Star Trek. And that universe

overlays a plot that is very much in keeping with the classic Trek

universe, a dangerous place.

Despite Trek's innate emphasis on the Federation, to play only

from the Federation's point of view would overlook the richness of

the game's campaign sequence. The campaign structure fairly

quickly reveals itself to be much more than just a straightforward

progression

STARFLEET COMMAND
Keith Ferrel ,v ,•

be played from each of the game's empires.

In the best tradition of Trek, the campaign reveals that not just the

political balance of power is threatened, but in some ways the whole

fabric of the universe. The size of the threat becomes larger with each

successfully completed mission.

Ultimately, the campaign sequence comes to feel almost like a

movie or multi-part episode; in some ways closest to a Sfar Trek

novel, It's gratifying

to see plot taken as

seriously as playabili-

ty - and STARFLEET

COMMAND suc-

ceeds at both.

Care has been

taken throughout the

game to communi-

cate the flavor of

each race. Effective

use of color and

graphics establish

the fundamental dif-

ferences among the

various races. While

CGW RATED

INSIDE INFORMATION A library

of ship types and comprehensive vessel informa-

tion gives you the chance to explore the tech-

nologies of species you may face in space.

VARIArtfTS

13®):
IS s

~
’if Cl n's » u f?

a a

MAIL ORDER MADNESS
Unfortunately, only players who buy the game

directly from Interplay can face Khan's wrath.

PROS

. Feels like classic'^

' Trek ought to feel;

deep replayabiiity.

CONS ^
: Lots of informa-

tion to manage;

20 space battles;

Khan only avilable

'

in direct-order

;
uersions of game.

the basic interface remains similar enough race to race to be relative-

ly intuitive, the differences in design and appearance serve to remind

you that the goals (and factics/weapons systems) of, say, the Lyrans

differ from those of the Klingons.

This is very much a game of multiple systems and systems man-

agement, requiring players to coordinate helm, security, science,

defense and offense, communications, and more, all of it in the heat

of battle. Fortunately, the command screens and sub-screens are

thoughtfully laid-out, Tutorials and random non-campaign missions

also help.

The essentially mercantile approach to rising through the game's

ranks might trouble purists. You earn points for missions successfully

accomplished, and use those points to upgrade and refit your ships.

The library of available ships with increasingly powerful systems is an

additional spur up the career ladder. Remember, though, you can only

buy tools - you must learn the skills to use them well.

Space scenes look great, with various ships, starbases, and plan-

ets well rendered. One large weakness of the game, though, is its 2D

combat plane. Combat takes place along an axis rather than through-

out a globe, which is the game's only major drawback.

The game contains a variety of riches that add to replayability. The

political universe comprised of the game's races evolves and

changes with your success or failure at various missions. The cam-

paign sequence introduces familiar figures that further contribute to

the Trek-ish verisimilitude.

Unfortunately, some of that universe's most familiar icons and sce-

narios appear to be available only on discs purchased directly from

Interplay. This is a shame, because everyone ought to be able to take

on the challenge of "Balance of Terror” or rest in the heart of a nebula

when facing Khan,

Bogus marketing schemes aside, this is a terrific game. Trek fans

have waited a long time for a computer game that captures the rich-

ness of the Star Trek universe. STARFLEET COMMAND is that game,

and it is rich and deep enough to keep most of those fans busy until

the next time the universe is endangered. G3I7

Requirements: Pentiuni 200, 32MB RAM. 250MB hard drive space. * Recommended Requirements: 64MB RAM, 3D accelefalor. 3D Support: Dinici 3D •

Multiplayer Support: Modeai, Senal coniect'on (2 Players). LAN, Inlemet (2-6 players); one CD per player.

Publisher: Interplay • Developer: 14 Degrees East and Quicksilver Software, Inc. • $50 • www.interplay.CQni

ESRB Rating: Everyone.
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A quick chat with Phillip Camp)
worked closely, with the

Omikron: The lUomad Soul
What is it?!?!?!!?

Omikron: The Nomad Soul is a futuristic

real-time adventure that is being developed by a

talented development group in Paris, Quantic

Dream. The game's ambitious storyline and

gameplay element's''tf3fis'cend the narrow confines—

of traditional garYling genres, ^combining a deep

game plot with adventwg,, exploration, action,

combat and role-pJayjng^elements in order to fully

immerse gamers ii\to theb'iriikron wortd:

ijbell. Senior Designer at Eidos Interactive, who has
Quantic Dream team over the last two years

story, voice-talent wrangling, translations,

integrating the'Bowie" aspects of the game.,,.

Of c lurse I'm always ih'Total agreement with

my t vo producers, Herve Albertazzi in the UK

and hadow producer Tom Marx in the US.

AlmosLaJways... ^

Omikron in possession of a body you do not

know, for reasons you cannot fathom. From this

point on you will have to talk, investigate, fight,

drive, shoot, ride and explore your way to the

conclusion:df the game - and gain deliverance

from this strange dimension.

What is-your titr^' and role

for Omikron?
I'm the Senior Designer for Eidos Interactive (USA),

and have been walking the streets of.,0mikron for

over two years "maintaining Eidos Interactive's

commitment to design." Basically that'meahs’a bit

of everything! Concept and level design, additional

If possible, put Omikron's
story In a "nutshell.''

The dame of Omikron is essentially a trap. From

the^ment you walk into vou r local shop and see

the ^ikron box on the shelves you're playing

the game, being lured into the trap. Imagine a

device similar to the Hellraiser cube, it’s a

compelling and beautiful object that you MUST

David Cage, the boss of Quantic Dream, has spent

over three years creating his singular, unique vision

of Omikron - it's all we can do to keep up with » /*

his flights of imagination!

^ S iHow many characters can ypu^^ ^

explore. Omikron Is a parallel universe, existing in

1-time

possess (upon death)? Is thwe <

limit? Are they all fleshed dVt it

real-time alongside Earth, and once your soul is

projected into its dark streets there is no turning

back until you succeed, or fail. You arrive in

this 'world city'?

There are about 40 characters that you can

"incarnate." This may be as a result of death or by

your own choice. One of the skills you develop is



Special Advertising Section

the ability to freely choose who you will be next.

Death is by no means "The End." In Omikron,

the player never has to "Quit," simply, the next

person that arrives at the scene of your demise

becomes you.

Once you gain the ability to incarnate other char-

acters, the only limit is the strength of your skill.

You may happen upon a body you are particularly

keen on, say outside the Arena, or in the local

Pharmacy. Then, it's a matter of your mana

strength as to whether you can project your soul

into that character or not. Each character you can

play has many traits, everything from a name to

a unique skill set. Some characters even have

apartments, jobs, or family. Some are better at

certain skills than others, you may find it easier

to fight if you are in possession of a strong, fast

character, or you may find it easier to sneak

through a forbidden installation in

the guise of a Guard. One of the

pleasures of the game occurs

when you take on a new char-

acter as you pick up some of

the threads of THEIR life. You

may find yourself diverted from

your main purpose to, for exam-

ple, spend more time "interact-

ing" with your new wife, or

helping Jorg to become "Master

of the Arena." Incarnate as a

Taar Monk, and you will not

only gain access to the secret

fighting techniques of the Taar,

but also may feel a spiritual

need to "walk the planet, " mis-

quoting religious tracts and writing bad poetry!

Tell us about the
engine capabilities.

Phew! Of course it's not just about technical

capabilities, glossy special effects and variety of

big guns, the measure of Quantic's success lies in

whether they've succeeded in making an

immensely playable and REAL world to experi-

ence. Here's some of what you get!

• A full-featured first-person shooter engine, with

mouse control, intelligent enemies and interac-

tive, cinematic interludes.

• A totally 3D fighting engine, with combos, spe-

cial moves, each fighter and opponent with

unique styles.

• A revolutionary 'learning' system - not only can

you research and learn the rudiments of good

investigation technique (adventuring, if you

will) but fighting and shooting skills can be

constantly improved. In shooting, players can

learn their skills and practice different weapons

- at the many virtual shooting galleries through-

out the city. You may even get some insight

^into guerrilla tactics from Krill, the resident

weaponry expert. For fighting, most characters

have access to virtual training centers, where

fight holographic enemies, and later,

Piasters of the fighting art will demonstrate

Death
is by no
means
The End'

mikran

and teach the player new moves, combos etc.

And, of course, if you're brave enough, there's

always the Arena...

The ability to explore many diverse zones of the

city surrounded by hundreds of passers-by and

vehicles. Every door has something behind it,

adding to the richness of the story. Add to this

over 40 possible reincarnations and over a

hundred speaking characters...

Full body and facial motion capture for the first

time ever in a game, coupled with hours of dia-

logue. In Omikron, conversations are never

static!

Realistic day/night cycles, random snow and

rain.

Virtual concerts and a fully cinematic "game-

track" of original music,

A cohesive and dynamic story, in the mould of

the classic adventure games of the

past, with a scenario that starts

perhaps reminiscent of the Blade

Runner genre, but develops

into something altogether

more magical...

• Oh, ok then....DAZZLING special

effects and REALLY BIG GUNS!!!

Here's Omikron in figures:

• More than 400 different sets in

four huge cities

• More than 140 types of charac-

ters in 3D real-time

• More than 300 objects that can be

manipulated

• Hundreds of passers-by and vehicles move

about in the streets

• Two years to write the scenario

• 3.9 kilos of game design

• Thousands of sketches in the graphical design

• Four hours of dialogues with more than 1200

responses

• 693 moves in motion capture

• 35 people working over three years, including

11 programmers

• 489 pizzas, 302 hamburgers, 71 chicken pineap-

ples with Cantonese rice, 894 litres of Coke

• 411 taxi bills

Equals - one realistic world, complete gaming

freedom, who will you be next?

Everyone, hard-core gamers, and novices alike, all

start from the same place - alone, confused,

scared. It's up to you and your soul to decide what

to do next. Take advantage of the training, or just

pile straight in? Go shopping, or go shoot some-

thing? Talk or fight? Follow the noble cause and

save Omikron, or just hang about your apartment

listening to cool music - it's all up to you...

0 and A courtesy of C/Net‘s Camecenter.com
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Special Advertising Section

And SET sayeth: 'I am the shadow acros

sun; I am the bringer of plagues. My
will consume all lands and shall be ceaseless.

E
gypt. Land of mythology, mystery, pharaohs.., and the

most complex tombs known to man. Tombs littered

with mazes, puzzles and traps, designed to drive

even the most persistent raiders to distraction... or

death. Enter: Lara Croft. Based entirely in Egyptian

locations, The Last Revelation's plot revolves around ancient

mythology and the alignment of the stars at the millennium.

Finding herself in a serious predicament, Lara's objective is clear

from the outset • she must escape a terrifying destiny and rectify

a situation that threatens to destroy humanity.

The story is unveiled seamlessly through gameplay action driven

by advanced engine technology. New programming routines

allow levels to dissolve into cinematic cut-scenes and full

motion video (FMV). Loading screens are eliminated, making the

adventure a continuous, focused experience. Tomb Raider: The

Last Revelation's redesigned inventory system replaces

traditional inventory rings with an easier-to-use interface allow-

ing items to be combined, collected and stored. The new inven-

tory also features Lara's diary, which includes her personal notes

from each adventure and a location map that players can access

for hints and tips. Application of the transformed system will

give new life to puzzle elements - a key feature of Tomb Raider:

The Last Revelation. Clear objectives and smaller locations will

result in less time spent traveling between areas. Individual

environments are more reminiscent of the original game - tightly

focused and puzzle-oriented, but with higher levels of detail and

a greater number of objects than seen before.

The atmosphere will also be more akin to the original due to the

emphasis on ancient locations and tombs. To further the atmos-

pheric detail, the lighting system features spotlighting. New

environment mapping allows a variety of surfaces and objects to

reflect and react to light sources. Lara herself will have a new

remodeled look - fully skinned and more detailed. A range of

new moves, both simple and complex, provides an assortment of

brand new puzzle and trap mechanisms for Lara to negotiate.

The puzzles are based on Egyptian mythology and will operate

like complex board games right at the player’s fingertips.



Interview with Adrian
Smith of Core Design

So what's the plot this time?

We've made the basis of the story a lot simpler this time

around - the player is given a very clear objective from the

outset. The plot will twist and turn as Lara progresses, but the

ultimate goal always remains in sight.

Very basically, Lara inadvertently releases something rather

nasty whilst breaking into an ancient tomb... and of course

she's the only one who can put things right. The path of true

adventure never runs smooth so Lara will have various tasks

to complete before she's able to face a final confrontation.

Do you fear a backlash against this title since

it is the 4th in the series?

Despite any number of new features and improvements, the

game is still, in essence, "Tomb Raider" - an adventure game

featuring Lara Croft. What we have done this time is com-

pletely re-address a number of key elements. This will immedi-

ately distinguish Last Revelation from its predecessors and

bring fresh life to the title. The on-screen format is completely

new - gone are the old inventory rings, loading screens etc. It's

always been our intention to make the fourth game as accessi-

ble to as many people (both old fans and new users) as possi-

ble. We’ve focused on simpler gameplay so the game will be

easier that TRIM in terms of direction and objectives. Players

will know exactly what to do, and where they have to do it.

The difficulty lies in solving the puzzles that will enable players

to complete objectives - so it's very much like the original

game in that respect. A very clear storyline and single location

means that a lot less time is wasted covering vast distances.

In some ways Last Revelation is a prequel to the trilogy, but

the technical advances will make it far more detailed and

atmospheric. If you've never played a Tomb Raider game, this

is the one that we'll be recommending!

Can you tell us about any of the new
enemies that Lara will face?

We're concentrating on highly

detailed enemies - there may be

fewer of these but they will certain-

ly be more purposeful than those

seen in previous titles. Since we re

dealing with Egypt, our artists and

animators have really been able to

let their imaginations go so we've

got mythological baddies as well as

natives and generics. Due to the nature

of the plot, you'll find a lot of rather

strange things happening and don't be

surprised if you find that your are pitting

your skill against an adversary through

the adventure.

Will there be another game in the

Tomb Raider series?

Well you know what they say... You just can’t keep a good girl

down...!

eipp^,
eidos.com

TomB Raidor, CORE and Ihe CORE LOGO are ell irademariis ot Core Design Limited.

ElOOS. EIDOS INTERACTIVE, and the EIDOS INTERACTIVE LOGO aie all leglttpred trademaiks of Eidos

Inter,rctivt Inc. 0 I9EI9 Eiilcn Inletaclive, Inc. All rights reserved.
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Union City/

madness are

Iteraascan'"'*''"®

A
S the Millennium draws to

an end, forbidding events

are unraveling in the once

peaceful and prosperous

Union City. A brutal crime wave led

by gang punks and hardened

criminals threatens to undermine the

peace and to-piange^the'cltylnto

chaos and death. As the police

haplessly reel under the weight oL
corruption and violence, a discr^Mc

rookie cop, D’arci Stern, fights to dec

her name and restore order for her

citizens. As she patrols t^^at, the

evidence quickly gather^^Bhe
gangs are now organize^^B

nefarious intentions. HoJ^Vf^ste
is an ally in the shadows - Roper

McIntyre a grizzled ex-special force:

now converted into evangelist again

a demonic cult hidden somewhere i

Union City and the force behind the

crime wave and maybe.... the

destruction of man.

equipment yon rt^Miied.
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CHAOS
in Urban Chaos, Mucky Foot and

Eidos Interactive present a city in

trouble.

You play either D'arci or Roper in 30

: compelling missions that each take

pface in a unique location of Union

-.City. The player is rewarded with

information, supplies, and secret paths

if they explore the district. Several

types of weapons and close combat

are offered to complete goals when

persuasion is not successful, but be

careful, the stree^^e alive with the

•iff-raff that do nJNiiIr the police.

Urban Chaos starts out with D'arci

investigating various crimes from

simple assaults to bank bombings.

Every district she visits has its own
unique look in layout, architecture,

and population. Interaction via text is

available for all citizens. Besides a

propriety 3D engine that allows for

bump mapping, volumetric fogging.

and true reflections, there Is also 3D
audio available via EAX and A3D
protocols. D'arci will eventually meet

up with Roper who quickly becomes

like a father to her. Roper is the sole

surviving member of a religious

group that aims to prevent the 'Fallen'

(a demonic cult) from resurrecting an

abomination (from Nostrodamus's

predictions) to incarcerate the earth

at the turn of the millennium. His

forte is heavy weapons and

I
explosives. He lis slower than

H)'arci but packs a powerful punch.

Hpxploration is another gameplay

element that is stressed, for as D'arci

explores Union City either via foot or

automobile, she can explore locations

that will yield not only supplies and

weapons, but secret entrances into

locations where she must complete a

mission. There is also a reward system

in place that offers bonuses for

collection.

To quickly teach the .flsejaidSftQ SSSSS
operate in the Urban Chaos 3rd

person world. Mucky Foot has V
created a training academy complete

with a foot and vehicle obstacle

course and a shooting range.

But, ail in all, combat is often your

only recourse in dealing with the

gangs. Urban Chaos not only offers

close martial art combat, but has a

realistic weapon combat engine

including firearms, knives, grenades,

and baseball bats! l\l<Mty incidents

like drive-by shooting&nd gangland

rumbl|| often take place in the bad

parts OTtown.

Coming to the PC and PlayStation,

Urban Chaos stands out for its

graphically impressive representation

of big city life with the chaos of crime

and demonic rumblings. Coupled with

identifiable characters and a

pumping Urban soundtrack, it literally

comes alive for your enjoyment.
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reviewed by Mark Clarksan

R
emember when you were a kid [or, if you're like me, last week)

when you and your friends would spend summer afternoons

racing remote control cars up and down the street in front of

your house, darting beneath your neighbor's pickup truck, barreling

through drainage culverts, and jumping the curb at the end of the dri-

veway? RE’VOLT captures the Lilliputian racing fun of RC cars and

trucks, and offers some advantages over doing it for real. If your car

flips over, you can right it with a touch

of a button; better yet, you can zip

through supermarkets, museums, and

toy stores -

all the

places

you'd be

kicked out

of in real

life. But perhaps best of all, you can go

along for the ride instead of just standing

at the curb.

Mad Max Meets Mini-Me

Gamepfay in RE'VOLT is reminiscent of

other first-person arcade racers like

ROLLCAGE and WIPEOUT XL: insanely

fast-paced racing action, replete with mis-

siles and whatnot for smacking other rac-

ers around. Power-ups scattered along the

way arm you with bottle rockets, water bal-

loons, oil slicks, and more. A few are

"power-downs," turning your car info a time

bomb, or just blowing you up on the spot.

Power-ups aside, RE’VOLT feels very

realistic, especially on the simulation set-

ting, when the cars are over-powered and

squirreliy as hell. The cars are a little too

stable on very long jumps - a little too

likely to land, cat-like, on their wheels -

but this fudging

is necessary to

allow the maps

to include

As you progress, new and faster cars become available. Similarly, you

begin the game with only four tracks unlocked; you must win a cham-

pionship comprising all four to unlock new tracks.

RE’VOLT looks very sweet. The cars boast shiny highlights; pol-

ished floors reflect the action; bottle rockets send out trails of sparks

and leave lingering clouds of smoke when

they explode. On a Pentium II 266 with a

Voodoo 2 accelerator, the game ran

smoothly at 800 x 600 with seven Al cars

running, the rear-view mirror activated,

and all the graphics options (except anti-

aliasing, which didn't work) turned on.

Land of the Giants

RE’VOLT's environments are nicely

filled in with enormous parked cars, loose

basketballs, looming dino skeletons, tow-

ering stacks of toys and what-have-you.

You can hear dogs barking behind

fences, and birds chirping in the trees.

The cars' engines sound authentic, which

means they all sound pretty much like

power screwdrivers, except “Aquacar,"

which sounds like an electric bong.

RE’VOLT includes a track editor so

you can make your own tracks, in theory

at least. In reality, the editor is cheesy

and surprisingly sluggish, especially

considering the game’s good perfor-

mance. Worse, the maps I created came
out white on white, making the track

impossible to see. If there's a way to

apply textures, I never found it.

Crappy editor notwithstanding, RE-

VOLT does a great job of putting RC
racing on your desktop. And when

cow RATED

Radio-Control Racing Without the Batteries

Drive Me Faster,

Tiny Racer

PROS

beautiful graphics;

;

uueli-realized enui-

i ronments; fun! . r

Ga^S

I
Sucky map editor.

insanely large jumps in the first place, so

it's forgivable.

You can race a variety of cars, rated

according to speed, acceleration, and

weight, although other factors such as a

high center of gravity come into play as

you drive. Cars may be front-wheel, rear-

wheel, or four-wheel drive; some do better

on long flat tracks, while others excel at

climbing hills or accelerating out of turns.

you're tired of dueling RE’VOLT’s excellent Al racers, it’s time to

collect your friends together fo r some virtual RC action over LAN,

modem, or the Internet.

iiAfww.reudtthg.CQm

ig Fan site with custom cars, hints, tips, i

I )Viww.inardau8idemon.cu.iik
’ A great UK site for getting real RC cars.

flequirements: Mum 2Q0, 32MB RAM. 360MB fianl drive space, 3B-accsletalar. Recammended Requirements: Muni II 233, 64MB RAM, 8MD 3D can).

3D Support: DirectBD. Multiplayer Support: lalemel UN (2-8 players), one CD per player.

Publisher: Acclairh Entertainment • Developer: Acclaim Studios London • $40 • www.acclaim.net
ESRB Rating: Everyone



REVIEW

OUlCK HITS
MECHGOMMANDER GOLD

Tactical, squad-level mechanized combat made MECHCOMMANDER a

solid real-time strategy title. MECHCOMMANDER GOLD adds some nice touch-

es to the original game, such as unit way-

points that allow you to specify not just the

direction of movement, but the type of move-

ment your units use, like running, jumping,

and even mine laying. This means you can

now give your Minelayer a complex set of

instructions to mine multiple areas, without

having to micromanage each task. In addition

to the game

^ ^ ^ ^ tweaks, MECH
GOLD adds new

Mechs and weapons, and a brand new cam-

paign. Owners of the original game can get a

rebate from Microprose, which makes for some inexpensive gameplay; and if you never

played, here’s a great opportunity to see the more tactical side of the real-time strategy

genre, - Greg Fortune

Genre: Strategy • Publisher: Hasbro • Developer: Microprose

$4D • www.microprose.com * ESRB Rating: Teen

Genre: Simulation * Publisher: 6T Interactive •

Developer: WizardWorks • $20 • www.wiz-

works.com * ESRB Rating: Everyone

COMBAT: OPERATION VICTORY

adds 30 missions and one
adventure to MICROSOFT COMBAT
FLIGHT Simulator. The adventure is inter-

esting (glide

'i behind German

lines, wreak

havoc in a stolen fighter, then escape) and

the missions take place in a variety of loca-

tions, but there are no new planes (although

there are a couple of new bugs). With new

missions, planes, and campaigns available

for free on the Internet, there’s just not

enough that's new or different here to

give this package high marks. - Jeff

Lackey

GULF WAR: OPERATION

DESERT HAMMER
Genre: Action * Publisher: 3D0 - Developer:

3D0 * S3D - www.3do.cam

No need for fancy keyboard over-

lays in GULF WAR: OPERATION
DESERT HAMMER. It's one of those so-

called “action

^ ^ simulation"

games that

allow you to light things up like the 4th of

July. As you drive the advanced prototype

Ml 2 Hammer deep into Iraq’s interior and

strike at good old Saddam - always will-

ing to serve as the straight man to your

missiles - you'll enjoy Gulf War's fast-

paced, enjoyable arcade action. Blow

away tanks, APCs, missiles, and heli-

copters. Call in artillery and air strikes

against the more stubborn targets, or

against your friends. Killing for oil hasn't

been this much fun since 1991. - Lance

A. Larka

FORCE 21

Genre: Strategy * Publisher: Red Storm

Entertainment - SSD * www.redstorm.com *

ESRB Rating: Teen; animated violence.

F
orce 21 is a 21st Century

wargame that pits the US against

China in 15 campaign missions. You

play a tactical commander of armored cav-

alry style forces that are split up into “pla-

. ,
toon" like ele-^ ' mentsfor

command and control purposes.

The missions don’t follow your progress

like they do in PANZER GENERAL or Ml

TANK PLATOON II, since you cannot carry

over units from scenario to scenario.

Instead, you get whatever your supply offi-

cer has scrounged up that day, which is

completely scripted and never varies. You

do get to decide who leads the platoons,

but even though the commanders have dif-

ferent specialties and abilities, they don’t

improve with time or seem to have any

effect during the missions whatsoever.

Your operation and intelligence briefings

are just as lackluster, as the directives boil

down to “Kill all the enemy” or “Get to this

location." Intelligence is anything but, with

no reports of what the enemy forces con-

sist of or even where they are, leaving you

to figure it out on your own and usually

necessitating a replay of the mission. The

enemy Al is about as dumb as can be; its

battle plans are hard coded and consist

mainly of pre-planned movement and reac-

tionary triggers.

There’s no joy when you actually drop

into the missions, either. You run your pla-

toons with a third person perspective

that is locked to the unit you’ve selected.

So you are not free to move your view

around the 3D terrain to achieve fine

control of your units. Also, the platoon

that you are currently locked on will not

take any initiative in firing. You must

engage in a click-fest to target each and

every enemy, making any actions quite

difficult. As a result, you’re forced to

spend the majority of the game using the

strategic screen where the controls are

better, but where you can’t see the fire-

works. - Lance A. Larka

176 NOVEMBER 1939 • cgw. >ni • COMPUTER GAMINE WORLD



New Expansion

Pack Features...

JUSTW
THOUGHT
NO MOI

THINK

* More Than 2o New
Heroes

* Six New CHAU-ENOiNO

Campaigns

* New Mystical Worlh -

The Elemental Conflux

* More Hero Classes

* More Monsters

* More Dragons

* NEWAnVANCED
Caatpaign Editor

* New Random Map
Generator

* Unlimited Gameplay

* Extensive Customization

* And LAN, Modem or

Internet Play*

THERE WERE
LE HEROES.

AGAIN;

jiji-OF MIGHT AND MAGIC”

ARTtrAOioPON^S BXADE
AN EXPANSION PACK OF EPIC PROPORTIONS.

© 1999 The 3D0 Company. All Rights Reserved. 300, Heloes of Might and Magic, Armageddon's Blade. New World

service marks ol The 3D0 Company in the U.S, and otherComputing, and their respective logos, are trademarks 3nd.''o

countries. All other trademarks belong lo Iheir respective owm rs. New World Computing is a division of The 3D0 Company,

fees and charges."Player is solely responsible for all applicate Internet-relaiec www.mightandniagic.com
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To order, visit your iocai retailer

or call 1-800-716-8503

www.closecombat.com
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Wpaign

,erialph°“'

andline-of-flra gameplay

ii need all fliree to win

t

iward winning Close Combat real-time wargame series returns to action!

^

mbat. Battle of the Bulge, Germany's last desperate attempt to stave off

P
ll, offers you the thrill and excitement of the Close Combat series with

rels of tactical engagement and detail.

Close Cl

defeat in VU

explosive new

It's the winter of 194

troops are ready to strike

American troops in an intens^

With courage, strategy, and ne

4 and WWII is in full swing. The Allied troops are exhausted and the German

The fate of the world rests in your hands as you command German or

battle filled with sneak attacks, stalwart defenders, spies and saboteurs.^
k/es of steel, you'll be the one to decide the outcome of WWII! ^

New Campaign system allows movemen
battle groups on a strategic map of the

Units may enter from different points o;

on their strategic movement.

Through advanced Al, stress, fatigue an'

a direct impact on your troops:,^i^ithey

X ''
p I*

Campaigns give continuity from battle t

tactical successes and failures have a dir

on the battle's outcome.

Accurately depict? WWII platoon war us

Internet players can use online matching

to find opponents. *lnternet.access reqi

Command German or American troops.

2 players fight head-to-head in single bi

operations and campaigns.

it of multiple

Ardennes.

n a battlemap based.

Strategic game battlemaker allows you to create your
own Bulge campaigns.

Allocate artillery and air assets (weather permitting)

in the Campaign and then call in support during

each battle based on those strategic choices.
(morale have

react accordingly.

*ltle player's

!Ct impact

ng combined arms.

©1999 TIC Multimedia Inc. and its affiliates and it's licensors. All rights fieserved.The SSI logo is a registered trademark of.TLC Multimedia
Inc. ©1993-1999 Atomic Games, Inc. Alt Rights Reserved. MPlayer is'a registered trademark and the Mplayer.^m logo is a trademark of
Mpath Interactive. ©1997-1999, Mpath Interactive, Inc, Windows is’a registered trademark or .tradeniark of Microsoft Corporation m the
U.S. and/or other countries. All other trademarks and registered trademarks are the property of their respective holders. •
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HONOR ANO VALOR
ELITE THIS N a V E IV

Los AngelesL 2005. Violence and

terrorism hove reached American

shores and LAPD SWAT is on alert,

As part of this elite tactical

organization, you and your team

have the weapons and all the

training necessary to protect, to

serve and - when needed - to use

deadly force to keep the peace,

Welcome to SWAT 3; Close Quarters

Battle. You have at your command

Lead your five-man team through 16

stunning ohoto-reallstlc missions filled

with more than 150 motion-captured
choracters.

a five-man team prepared to take

on more than 100 of the most

vicious terrorists and criminals

Unparalleled AI causes suspects and
victims alike to respond Indlvlduolly to

your every action, ensuring you'll never

play one mission the same way twice.

Los Angeles has to offer. Use

reol-llfe SWAT tactics and an

arsenal of weaponry to combat

crises ranging from "hostage

rescue" to "VIP escort" in the most

realistic, first-person tactical

simulation ever created.
Select your team and configure their
arsenal using state-of-the-art weoponry.

Utilize stealth and dynamic tactics such

as "slicing the pie" and deployment of

diversionary devices to outsmart your
opponents.



HARDWARE IN SEARCH OE THE ULTIMATE
GAMING MACHINE • REVIEWS • NEWS
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Graphics Card Showdown
Suped-up TNT2 Ultra Beats UoodooS 3500

I
t's been a pitched battle between clearly isn’t for everyone, die-hard gaming
3dfx and nVidia as to who's the cur- enthusiasts might want to drop one of

rent 3D king. Voodoo3 is fast to be these into their AGP slots,

sure, but in most testing, it's been defeat- The first thing you notice is the active

ed by TNT2 Ultra. Couple that with the heat sink/fan combo. It’s pretty large. In its

TNT2 Ultra’s more complete rendering fea- current configuration, the card will eat the

ture set, not to mention 32-bit rendering, PCI slot adjacent to the AGP slot. The ship-

and the edge goes to TNT2 Ultra. ping fan will be less deep but may still

So now we move to obstruct a bulky PCI card. Each pair of

Round 2, which pits SDRAM chips also has a small heat sink

by DaV6 Salvator Voodoo3 3500 - docked at attached. The card we checked out had
.i—.-i 183MHz and loaded with 4.3ns SDRAM onboard, and the card will

TV/video capture features - against the ship at a default clock rate of 195MHz for

latest tricked-out TNT2 Ultra-based board the TNT2 Ultra chip and 235MHz for the

from the dynamic duo of Guillemot and memory clock. There will also be a special

gaming system maker Falcon Northwest. over-clocking utility shipped with the card.

Dubbed the Falcon SE Xentor, this board is but Guillemot and Falcon Northwest are

over-clocked to 195MHz, while its 32MB of guaranteeing 195/235.

memory runs at a hurtling 235MHz. These One of the issues with highly-clocked

two boards squeeze as much horsepower TNT2 Ultra boards has been motherboard
as anyone is going to get out of this gener- support. A number of motherboards do not

ation of chips. So who’s got the goods? For deliver the 6 amps current at 3.3 volts to

pure speed, Falcon SE Xentor wins the day, the AGP slot, as called for in the AGP hard-

but the Voodoo3 3500 is no performance ware spec. Guillemot mitigates this some-
slouch, and still offers Glide compatibility what by powering the cooling fan through

as well as decent the power supply with a standard connec-

TV/video features. tor like those found on hard drives. That
should reduce the current draw a bit, but

Speed Demon be aware that it could be an issue.

If traffic cops gave
out speeding tickets Pistols at Dawn
to video cards, the We tested both cards on a 500MHz
SE Xentor would Pentium III. With the sole exception of

have its license games that use the 3dfx mini-GL DRIVER
revoked. And if its (HALF-LIFE and QUAKE II), the Falcon SE
blazing perfor- Xentor bests the Voodoo3 3500. In some
mance out of the sense, this is not entirely an "apples to

box isn't enough apples" comparison, as the 3500 also has

to satiate the hard-core TV and video capture capabilities. But TV
gamer’s appetite, aside, the 3500 is still Sdfx's highest-

Guillemot has bundled clocked offering,

an over-clocking slider The Falcon SE Xentor generated the

that will push the internal highest-ever 3D GameGauge score on our

clock speed beyond the test bed, at 51.5, compared to Voodoo3
coveted 200MHz barrier. 3500's 49.5. Falcon SE Xentor’s 32-bit

Like Guillemot’s mainstream scores at 1024x768 were also quite good.

Xentor32, the SE Xentor ships And this is where TNT2 Ultra pulls ahead

with a pared-down OEM ver- of Voodoo3, both in rendering feature set,

Sion of KINGPIN. Unlike the as well as 32-bit rendering support.

Xentor32, however, this card We also took a look at the Falcon SE Xentor

will set you back $350. Ouch. on a Pentium III/600, where its 3D
Falcon Northwest customers GameGauge score was upped to an
get $30 off the list price, impressive 57.38 (an 11% gain with the

though. While the SE Xentor 20% increase of CPU speed).
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I
A out of one of

I® those units,

^ - bring it home,

IT HQtl and plug it into

your PC? With

HanaHo Games'

jfOTIvH new HotRod joy-

stick, you can

do just that. The unit connects via

your keyboard port, and has a pass-

through connector for your keyboard.

This can be just the ticket for play-

ing the old stand-up arcade games

using the MACE emulator, and it'll

even do pretty well with newer

sports titles, too. NFL BLITZ, any-

one? At $200 bucks, it ain’t cheap,

but if you want to indulge your

arcade jones at home, then give this

guy a look. - Dave Salvator

\
Wb tested both cards on a system with a

inllum-lll 500MHz, Intel SE440BX2 mother-

lard, 128MB SORAM, Windows 88, DirectX 6.1,

Id EIDE storage components.

On 2D performance, Falcon SE
Xentor again squarely outguns
Voodoo 3 3500, whose 2D perfor-

mance is actually slower than that

of a Voodoo 3 3000.

Convergence, or Lack Thereof...

First, let's dispense with the 3D
question. The VoodooS 3500 is

quite fast for 3D games. It’s not the

fastest card we've seen in 3D
GameGauge, but it’s way up there.

And, of course, it supports Glide,

Sdfx's proprietary legacy API. If

that's what you’re looking for in a

3D graphics card, then this may be
the card for you. So on the merits of

its raw 3D performance, Voodoo 3
"

3500 is a contender.

But the 3500 is supposed to be more than that. It's 3dfx’s shot at

making a convergence product, with onboard TV tuner, video capture,

and TV display functions. It's in these key areas that 3dfx fails to

deliver.

The 3500 has an onboard TV tuner made by electronics giant

Philips, and also serves as an FM tuner. This part works very well,

and the on-screen '‘remote" works well, though it lacks keyboard
equivalents for all the buttons. However, the channel auto-scan only

picked up about half my good cable charmels; I had to manually acti-

vate the rest. Video and audio connections are made through a small,

slick looking breakout box.

The TV-out is abysmal. More often than not, you get a garbled pic-

ture. Heaven help you if you try to use the TV and your computer
monitor at the same time - you risk making the monitor unusable, and
booting with just the TV connected is the only way to fix the problem.

If you do get it to work, the

monitor refresh rate is an ugly
60Hz, and you can't run higher

than 800x600. 3dfx is aware of

these problems, but chose to ship

the card anyway.
If you have a hankering to output
video to a VCR, look for a differ-

ent solution. Voodoo3 3500's poor

video output quality is mitigated
somewhat by the ability to capture
a hard drive, and 3dfx automates

time shifting of program recording to

the hard drive in its control panel. But
the capture quality is quite poor. If you
try to use the MPEG-2 capture capabil-

ity, you're limited to 320x240, and you
will drop frames at that resolution

{and this was on a 500MHz Pentium
III). The WinDVD software DVD play-

er does a decent job of playback on
the PIII/500, however.
All in all, if you want the fastest

available VoodooS card around, then
this is it. The convergence features -

with the exception of simple TV-
watching on screen - still need a lot

of work. The whole thing feels like a
product that was shipped too early.

You’d do better to get a
Voodoo3/3000 and an ATI TV
Wonder PCI card, if you have the free

PCI slot. H33

HARDWARE

i

f you came to PC gaming
from the arcade world, maybe you

still pine for the controls found on

those upright consoles. What if you

could go to your local arcade, rip the

control console

The

Hot Rod

Jovstick

Hotrod Joystick, $200,

www.hanahQ.com

Audio Gear Roundup ....188

Loyd Case 200

Killer Rigs

Tech Medics

Reuiews

Saitek P120 Gamepad

Abit BE-G Motherboard

ActionTec S6K PCI modem
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Audio Update

The Art

of Noise
by Dave Salvator and Loyd Case

Giue Your Audio Sub-System a $200 Ear-LHt

SoundBlasterLive

T
hings on the PC noisemaker front have been, well,

kind of quiet. We’ve heard some great new speakers

that have shipped this year from some uniikely places. But

most of the progress has been on existing sound cards and sound

chipsets, as well as in more new games that are using these 3D

audio technologies, some to very fine effect. All of this begs the ques-

tion: Do I need to upgrade my audio gear to get ready for this holiday

season's offerings? Well, like all things computer-related, it depends.

If you're still running that old Sound Blaster 1 6 ISA card, it's high

time you made the move to PCI. Even

Creative’s AWE-64, a very good sound

card in its day, is now long-in-the-tooth.

And if you've been putting off upgrading

those Dixie Cup speakers that shipped

with your PC, then it's lime to think about

making that move as well. The great news

is that there are some very good speak-

ers to be had for under $1 00 bucks.

Even if you’ve got a solid PCI sound

card and a set of speakers you like,

there’s one other piece of gear you may

want to consider if you do a lot of online

gaming and use voice-over-IP applica-

tions like Roger Wilco - and that's a

good PC headset. We'll take a look at a

few headsets, as well as your best

choices for sound cards and speakers.

That said, let's have at it.

Sound Cards

Sound card choices are more limited than in the past, but the

choices that do exist have more features and better performance than

ever. PCI is now the interface of choice; no major new ISA sound

cards have shipped in the last year, and it's unlikely we'll see any in

the near future (sound of cheering in the background).

There are a number of key features to look for in a sound card, and

their order of importance depends on what you're looking for. The

first thing to look at, as with graphics cards, is the chipset. The two

most prominent audio chipsets are the

EMUlOk from Creative Labs, used in the

Sound Blaster Live line, and Aureal’s Vortex2

chip, used in the Turtle Beach Montego II

Quadzilla and numerous other cards. The

new kid on the block is ESS's CanyonSD,

which promises more sophisticated position-

al audio through the use of Sensaura's

MultiDrive technology. MultiDrive supports

active 3D audio through all four speakers if

you have a four-speaker setup. That is,

HRTF (head-related transfer functions),

which alter the audio stream to fool the ear

into assigning a direction to a given sound,

is calculated for all four speakers, not just

the front pair. Avoid, if possible, any card

that only supports the AC97 CODEC - it

will eat CPU cycles and kill your game per-

formance. Do look for a card that supports

four speakers, though, even if you don’t

ListGn Up! Vortex 2-bosed cnrds like Turtle Bench's

Montego II Quadzilla do a better job with 3D audio in two

speakers, but it you've gol a four-speaker setup, then it's

practically a coin-toss between Vortex 2-based boards and

Creative's Sound Blaster Live cards. The SB Live cards do

feature a better wavetable synthesizer than Vortex 2-based

cards, so if you're a part-time musicien. then you may

Vortex 2, Revision B

2T M A ff® B chance to preview the latest version

Q| lAVof Aureal’s revision B Vortex 2 chip. It’s theWW same architecture as the original, but Aureal

^ has streamlined the chip and improved performance dramati-

QJ cally. At 22KHz, 8-bit audio with 1 6 streams. Audio WinBench

reported 0% CPU utilization. That’s right, 0%.

At 44.1 KHz, 1 6-bit audio, the performance hit crept up to

Bi 2.32%, but that's hardly a problem in any game. Note that any

game that makes heavy use of A3D 2.0's occlusion and wave-

tracing may still show some performance hit, but Aureal’s rev

B silicon should help a lot. Note that you'd probably still want

a Sound Blaster Live if you're a dabbling musician or recording

hobbyist, as CPU utilization does spike up with 32 voices. And

while MIDI sounds much belter with revision B than the older

Vortex 2, it's still not quite up to the Sound Blaster Live sample

set. But the new Aureal chip should alleviate any concerns

about CPU utilization in games.

Cards using the new Aureal chip will be distributed under

the Aureal brand by lOMagic: www.iomaQic.com . Pricing had

not been set at press time. - Loyd Case
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plan on using that feature right away.

How Is "Faster” Audio Good?

Performance is a key feature. You don't want your cool 3D audio to

cause the frame rate of the game to tank. We can test CPU utilization

with Audio WinBench 99, which gives us a good indication of perfor-

mance. The performance champ is Creative's Sound Blaster Live -

its CPU utilization stays under 3% with 8 and 1 6 streams of audio,

and barely creeps up to 4% with 32 streams. Very few games sup-

port more than eight streams, however. The Sound Blaster Live also

has a superb MIDI sample set, while Aureal's can only be described

as adequate (MIDI isn't much of a factor in most games today,

though). The Vortex 2, running the newer 2035 reference drivers,

stays fairly low with eight 3D audio streams at 22KHz, but spikes up

to just over 5% with 1 6 voices at 44.1 KHz. That’s still pretty low if

you have a fairly fast CPU (the next revision of the Vortex 2 will per-

form better - see sidebar).

The Canyon3D's perfor-

mance was disappointing at

both resolutions. Given that

the Vortex 2 performance

steadily improved with new

driver releases, we can only

hope that the same will be

true with the new ESS chip.

The Canyon3D came

mounted on a Terratec

sound card that supports

digital (S/PDIF) audio in

and out, an optional FM
tuner, and wavetable add-on

connector. The quality of the

3D audio was good, as

were the MIDI samples, but

the performance penalty is

too great for most of today's

demanding games.

However, the DMX control

panel should serve as a

model for a good audio-con-

trol panel.

That brings us to the

Sound Blaster Live versus

Vor1ex2 debate. Our take on

it is choose a good Vortex2 board, like the Xitel Storm or Turtle

Beach Montego II, if you've only two speakers. If you have a four-

speaker rig, flip a coin. The four-speaker positional audio is slightly

better in our Audio WinBench listening tests with the Sound Blaster

Live, but A3D tends to sound better in real games; in either case, the

differences are relatively small. The Xitel Platinum comes with a pair

of headphones that have “force feedback” (read: they vibrate). We
found this to be a worthless gimmick and turned it off, but the head-

phones themselves sound fine, and the whole bundle is $99. If we

had to pick one card, though, it would be the Montego II, with its cool

diagnostic tools and useful control panel. The Sound Blaster Live full

version comes in a close second - especially if you’re an audio hob-

byist as well as a gamer - but it will cost you a bit more.

How We Tested

M ost of our testing of this audio gear
was subjective listening. For the
sound cards, we ran Audio WinBench’s CPU

usage tests, which measure how much of the CPU gets

eaten when playing multiple wave files through both

DirectSound and DirectSoundSO. We also ran a number of

MIDI sequences through

the cards’ wavetable syn-

thesizers to evaluate the

quality of their General

MIDI patch set. What we
found is that Vortex 2-

based and SB Live cards

do a good job of keeping

CPU usage low, though

Terratec’s new CanyonSO-

based card suffered from

higher CPU usage.

For speakers, our test-

ing involved a lot of lis-

tening tests - both of CD
audio music as well as

gaming audio. For musical

material, we used a wide

variety of music, ranging

from Bruce Springsteen

to the woofer-punishing

Bach’s Toccata and Fugue in

D Minor, which brought a

number of the speakers

we tested to their knees.

We were listening for

tonal clarity (solid bass

and clean, uncolored mids

and highs). We also did

our dreaded RFL (really,

urn, trickin' loud) test,

where we ran the speak-

ers up as loud as they

would go without going

into distortion. For gam-

ing audio, we played the

opening trailer for

MECHCOMMANDER, as

well as QUAKE 3; ARENA.

Again, we were listening

for good sound reproduc-

tion across the spectrum,

and because the best way
to have one's gaming

audio is loud (as In very),

we again did the RFL

test. - Dave Salvator

How Thev Stack Up

Audio WinBench Test

Resuits for Soundcards

22KHz, 8-bit, streaming,

DS3D, 16 voices

NOH: At 32 voices, SB live is still

under 4%; we only list results for the

Diamond Vortex 2-based card

because the other cards based on

that chip turned in essentially identi-

cal performances.

Audio Score Card
StOO street price for all sound cards

Manufacturer

Diamonit MonsterSound MX300

Rating

-k-kic-ki

The Skinny

Best-soundina two-channel output for 3D audio effects: works well in four-channel also.

Terratec DMX -kirici Does a pood lob in two-channel, but Is better with four-channel output.

SB Live Value -k'k'k'ki Good four-channel outnut; best-soundinn wavetable svnth.

Xitel Storm Platinum kk'k'k Dest-soundina two-channel ontoul for 3D audio effects; works well in four-channel also; comes with ''force-feedback” headphones.

Turtle Beach Monteno II Quadzlila ^'Ar'Ar^'f Best-soundina two-channel outnut for 3B audio effects; works well in four-channel also.
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Speakers
D evelopments on the speaker front this year have basi-

cally consisted of new, cheap offerings for companies

looking to pay in the sub-$100 speaker range, where the

great bulk of PC speakers are sold. There are, however, several note-

worthy offerings that come in around $150. There is one primary con-

sideration to factor into a speaker-buying

decision, and that's of course the

sound. Doesn’t matter how cool

they look, or what type of technol-

Philips 37Q

ogy they use (cone driver, fiat

panel, dipole radiator, etc.); if

they don't sound good to your

ears, and cleanly deliver the vol-

ume level you're looking for, then

they’re not for you.

Secondary considerations include

an integrated power supply, or at the

very least a Soap-on-a-Rope-style power

supply. In this day and age, wall-warts sim-

,
ply don’t cut it. Also, look for speakers that

have a headphone jack "upstairs,” that is,

•'I one of the satellite speakers. This is

a very handy feature late at night

when you're looking to make with

the mayhem and don't want to

wake up the whole house. If they’ve

got the headphone jack "down-

stairs” (on the woofer), then that’s

better than nothing. So really, the

main thing to do when buying a set

)f speakers is to make sure that the

lore you buy from has a good return

policy. That way, you can take

home that prized new set of speak-

ers and put them through their

paces in your office, hovel, cave,

etc., and make sure that they

sound good to your ears. Because taste in speakers is a little like

taste in wine, and not everyone is going to agree on which speakers

are the “best.” That said, here are our recommendations, which we’ve

broken into two categories: best overall and best value.

I Best Querall: Yamaha YST-IVI55 I

Yamaha is a long-

time denizen of the

audio world, making

everything from pro

audio gear, to home

A/V components, to PC
speakers. In our listening

tests, the Yamahas simply

delivered the best sound

quality, both for

music and gam-

ing audio.

There was

plenty of low-

end, and mids and

highs were also well

defined. These speak-

ers excel as well in the

RFL test (see sidebar),

developing serious volume

Yamaha YST-M55

without distortion,

thanks to 80 watts of

amplification. In fact, in

gaming audio tests, our ears

said "uncle” before these

speakers did.

They do come with USB function-

ality that frankly doesn't add much for

gamers. In fact, we'd counsel you to avoid USB audio

altogether, particularly on games that use 3D audio via

DireclSound3D. As a feature on speakers, don't even bother looking

for it.

Honorable mention goes to Philips' 370s. These speakers have

more bass than should be allowed by law. They also emit very loud

volume without distortion, and have good imaging, though Yamaha's

offering still sounded better to our ears. Also worth a look are

Labtec’s 5820 units, which also delivered lots of volume and sound-

ed very solid across the spectrum, both on music and gaming audio.

They didn’t quite have Yamaha's smoothness, which is why the latter

gets the nod.

ressnranra
Altec-Lansing's low-cost, four-channel offering impressed us for its

general sound in music audio, but more so in gaming audio, where

they produced good volume without distortion. And because they’re

four-channel, they'll certainly help make 3D audio more, well, 3D.

About the only thing missing is a headphone jack, though the power

supply is integrated into the woofer. Honorable mention goes to

Labtec, whose 2414s sound good, and develop decent volume levels

before clipping becomes apparent. But the 24 1 4s deliver what they

do for about a $40 street price. They lack a headphone jack, and suf-

fer from wall-wartitis, but based on the merits of their overall sound,

they're definitely worth a listen.

Altec-Lansing ACS-S4
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Headphones/Headsets
T

here’s a problem with speakers when using 3D sound: vertical cues.

Even with four speakers, it’s difficult to reproduce any sense of verti*

cal position. For example, it’s difficult to discern the position and direction of an air-

craft circling overhead in a game,

Headphones bring those HRTFs right up to your ears, and remove any

problems with cross-talk. So the horizontal 3D positioning is much

better, and even vertical cues can now be heard with some clarity -

though it's still not perfect. So it's to Xitel's credit that they bundle

some kind of headphones with their Vortex 2 board.

There is a gigantic selection of headphones with prices that range

from $0.99 to $500. And the adage “you get what you pay for”

doesn't always hold true. There are some very good headphones in the

$30-60 range from companies like Sennheiser, Koss, and others. One of the best

microphone/headset combinations I’ve run into is the Koss R-65B. These combine a

great sounding pair of stereo headphones with a reasonabiy good condenser micro-

phone (though the mounting bracket could be a bit more solid). Telephone headset-

maker Plantronics is now making a solid PC headset offering as well in its HS1 . Of

course, i still like my ancient Koss Pro4 AAA's best, but you won’t find those anywhere

outside of Ebay.- Loy^ Case

Philips 330

Eil Speakers
$100 street price (or all sound cards

Manulacturer

AIWA SC-UC78

Eating Street Price

SBQ

How They Sound

Generally good sound for music/game audio, though

low-end and max volume level is lacking.

Power Supply

Integrated

Headphone Jack

Upstairs

Wattage Rating

14w woofer, 7w/side satellite

Altec-Lansing ACS-54 $80
Fare better on game audio than music, particularly for

clean output at high volume. Solid four-channel output in games.
Integrated None 20w woofer, tOw each satellite

Labtec 2414 $40

Sound field isn't very wide when playing music; able to play loud

and clean better with music than with game audio; max volume

on game audio not ail it could be. but good given the low price.

Wall-Wan None 15w woofer, lOw/sIde satellite

Labtec 582l] $150

Very full sound, and high max volume levels for game audio and

music, though not quite as smooth as the Yamahas. Has four

different "sunound sound" modes.

Integrated Upstairs 44w woofer, 13w/side satellite

Logitech SoundMan X2 $65
Bright, with weak low-end response; broke up badly at any

volume level with game audio.

Integrated Downstairs 24w woofer, Bw/side satellite

Philips 330 $100
Generally good sound for music with a fairly wide sound stage,

and ample bass response; very good volume for game audio.

Integrated None 25w woofer, 12.5/side satellite

Philips 370 -k'k'k'k $140
Good sourrd stage; a ton of bass, almost too much at times;

plenty of volume for game audio, but not as much as Yamaha.
Soap-on-a-Rope None 30w woofer, 15w/sidB salellile

Yamaha YST-M55 -k-k-k-ki $150

Great response across the board; sound stage is a little tight,

but still good: developed huge amounts of volume for music

and game audio; made us say "uncle” before they did.

Integrated Upstairs 40w woofer, 20w/side satellite

NOTE: For headphone jack, '‘upstairs" means the jack is on one of the satellites, whereas "downstairs" means the jack is on the bass unit.
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Now THIS...

cool 3D REVEUTOR

gaming glasses...

sooo jump on it.,

you still here?

IS WAV BEYOND

Ultra.

If you need fasL..step up, strap in and

get out on the edge with the all

' X graphics

accelerator from ELSA. Its

hyperfast NVIDIA

goes way beyond Ultra. And

until you see what 200 billion

operations of texture-frying

Transform/Lighting and

256 bits of Quad pipe

does to 3D— you be

in the dark ages, baby.

Plus, right now, ERAZOR X

is available with EISA's

lELSHl

888.560. ELSA or www.elsa.com/AMERICA



MONOUTH© 1999, Septerra Core, Valkyrie Studios, and Monolith are trademarks
of their respective owners. All rights reserved,



In a world of floating continents,

rotating around a living computer core

the prophecy has come.

“Need. . . more. . . caffeine. .

.

Must... keep... playing...”— Computer Games Online

.the icing on the cake for eager PC RPG fans.”— Next Generation

this game . . . revolutionizes role-playing ...”

— RPGXtreme



HARDWARE

Under the Hood
BY LOYD CASE

Gear Hunter
Making Sense of Online Hardware Shopping

I

n my years of building PCs, upgrading systems,

and writing about it all, I’ve bought a lot of

computer gear. In the process, I’ve learned a lot

about shopping. There's a whole world of jargon to hard-

ware shopping that you learn as you become an experi-

enced buyer.

Like all jargon, the language can be strange and confus-

ing. It’s not intended to confuse buyers (call me an opti-

mist), but it often does nonetheless. So I thought we'd

spend some time doing a little shopping and clear up

some confusion along the way.

Let’s start by paying a visit to www.computer-

shopper.com . one of many good Web resources for

direct buyers. In our virtual shopping experience,

let’s first go looking for a CPU.

products can be a great deal, but are often stripped-

down.
It may be something as simple as selling in a plain box

without the software bundie, or something more complex

like removing actual hardware features. It's common, for

example, for OEM graphics cards to leave off the TV out-

put that is common on retail versions.

But it can be even worse than that. One graphics card

company once sold an OEM product to one of the larger

computer vendors with a slower RAMDAC than the retail

product. Both the graphics card company and the system

dealer got into hot water with buyers for that bit of cost

reduction. So, pay close attention to what features are

listed for a card, and make sure you're getting what you

think you’re paying for.

Windows Shopping

Okay, now let’s head out on our shopping tour again

and find a copy of the Windows 98SE operating system.

OEM: No, It's Not a Mantra

There are a couple of things to note in the

screen shot. Note the top, circled entry; “Intel

CPU OEM Pentium III.” Then, check out the sec-

ond circled entry:

“Intel P-III 450 Retail.”

What’s the difference?

They’re both Pentium

Ills, right?

Well, yes, but ignor-

ing the speed differ-

ence, there’s almost

always a price differ-

ential between the

OEM and retail ver-

sion. OEM stands for

“original equipment
manufacturer.” OEM
products are for

resellers to use in com-

plete systems.

In the past, that

requirement was
adhered to more strict-

ly than in today’s Internet shopping environment. You

will often see the terms “OEM,” "white box,” and "tray”

used interchangeably. You’ll also see "retail," "boxed,"

and “retail boxed” CPUs - they all mean the same thing.

Why is that? Are you really just paying for a printed box?

Well, no, not entirely. The retail, boxed version of any

Intel CPU comes with a three-year warranty and an

attached cooling fan and heat sink.

The OEM version comes, if you’re lucky, in an anti-stat-

ic bag. You have to buy the cooling fan separately. You’re

also at the mercy of the reseller when it comes to warran-

ty: Intel supplies only a 30-day warranty to the dealer.

There's no difference in performance, however. OEM

In this brave new world of e-com-

merce, there are still some online

shops that are, let’s just say, less than

scrupulous...

This time, we’ll visit another shopping ser-

vice called Price Watch
iwww.Dricewatch.com l. Price Watch is a good

site because you get prices from a wide vari-

ety of Web dealers, sorted by lowest price to

highest.

There are a number of ways to buy the

Windows software. First, you can get the

standard retail version, in either a full or

upgrade model. Or, you can buy the OEM ver-

sion, which is typically a full install version,

but slightly different.

For one thing, the OEM version doesn't

give you the goofy "This is for computers

without Windows" message you get with the

full retail install version. More important is

the licensing agreement. The OEM version of

Windows states that it must only be sold

with a full system. Many resellers get around this with

fine print, such as the line “must be bought with HD or

CPU & motherboard."

However, a little careful shopping will reveal that you

can buy the OEM version without even that minimal

requirement, provided you’re a known customer.

In this brave new world of e-coramerce, there are still

some online shops that are, let's just say, less than

scrupulous, and could spawn some other e-terms like e-

fraud, e-scam, or e-swindle.

So paying a few extra bucks to do business with an

outfit that a friend has recommended—or a shop that has

a better return policy—may well be worth it.£SI7
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Falcon Gaming PCs can handle
THE BIGGEST GAME OUT THERE.

In the wastelands of the 31st Century, the machines rule the battlefield.

To join the fight, you need Meohwarrior 3® To survive, you need a great machine.

To win, you need to play It on a Falcon.

To get your hands. on a ‘Mech, visit your local

retailer or go to www.mechwarrior3.com,

To get your hands on a Falcon Northwest Gaming PC:

1 -aSB-325-266 1

WWW.FALCPN-NW.CaM

>1090 lUsliiu III!
.
All Rj;^ls Reserved. BallleTrch Malarial <o 1099 FASA Curiiorallnn. MitcliW.tiilor. DatllcTcch. BallfeMech. and 'Mcch

.

All iiytits tcselvRd Uscifiiiidai Hceirsn. AllMhcr Iradiuaiksarellic piopcitvQl Iht

1

ft

'1



HARDWARE

When you’re ready to put your

dream rig together, check out

winfuu.qamespot.com/features/p

c uuorkshop5/indeK.html for

Loyd’s step-by-step guide to

getting your Ultimate Gaming

Machine up and running.

Logitech Newtouch '

$45 • In with the
Newtouch, out with
the Natural.

YOUR SEARCH FOR THE ULTIMATE GAMING MACHINE BEGINS HERE!!!

n Thrustmaster TQS •$115*H More control than anyoneQ needs.

Mitsubishi DiamondPro
2020U • $1,300 • Perfectly

flat; good USB support.

Optiquest V95 • $405 •

I
Solid 19” monitor at a

i
budget price.

Pioneer 6x SCSI DUD • $180 <

New Pioneer Slot Drive DVD.

Pioneer DVD-103
Slot drive DVD.

$130 «

El Power Rig
The Skinny

Back to the future.

CPU Peiilium lll/SOO $800 It's the too ot the heao, tor now.

Memorv 255MB of PC133 certified HSDRAM $398 Jjsl think, a ouarter-oigabyte.

Disk Controller Adaotec 2940i}2w $349 80 megabytes per second.

Primarv Graphics Falcon SE Xenlor $350 Fastest TNT2 card around.

Secondary Graphics 3dfx Voodoo2/1000 $99 Sincle Voodoo2 for Glide compalibility.

3.5” floppy drive Teac $20 You still have to have one.

Hard Drive Ouantum Atlas IQk $825 A little warmer than the Fuiilsu. but much faster.

Backup Iomega Jaz 2 $300 2 alas of backup.

Hard Drive cooler PC Power and Cooling Bay-Cool $49 Keen that Atlas 10k cool!

Primarv Audio Turtle Beach Monteno II Quadrille $99 For four soeaker DirectSound, A3D and EAX.

Rear channel speakers; Jamo CS-5 $420 Ultimate rear-channel-gowered sneakers.

Modem Conner Rocket DSL modem $400 OSL at last.

Networkina 3COM Etheriink 10/100 PCI $70 For franoino mv buddies.

Networkina Hub Netuear DS108 $170 Multiolaver & DSL modem suoport.

Power Supply Tutbocool 300 $129 More Dower, Scotty!

Mouse/Pointinq Device Loaitech USB Mouseman Plus $49 Off the leash.

Artiinn Game Controller Gravis Gameoad Pro USB $29 Get two.

Rudder Pedals TTiiustmaster Elite PCS $79 Nearly oerfect toot olacement.

Driving Controls ECCI CDS 4000 $1,129 For the serious (and rich) sim driver.

Total $8,283.00 |

in-Win QSOO full

tower ATX • $115*

I

New improved

I
model.

I Elan Vital T10-AB •

I
$82 • The case for

I
upgraders.

LFT-1 1 • $500 •

Beautiful imaging,
clean sound.

Boston Acoustics
BA-635 • $99 • Went|
back to our
favorites.

Thrustmaster F22
Pro • $129.00 • It

Just feels right.

CH Gamestick 3D *

$55 • Very nice little
|

symmetric stick.

The Fine Print: All recoinmendations based i

price search engines iike www.comDiitershQDcer

n acluai evaiuations and ti

ioin nr www.Dficewalch.ci

ting. Prices iisled are average low quotes from Web

I Compiled by Dave Salvator and Loyd Case.

Lean Machine
Component

Motherboard

Manufacturer

Aooen AX68C Pro

CPU Pentium III/450

Memorv 128MB Corsair PC100 SDRAM

! Disk Controller Built-in UDMA/33

Primarv Graphics Guillemot Xentor 32

Floppy drive Teac

Hard Drive Western Digital Expert 9.1

1
Primarv Audio Diamond Monster Sound MX300

1 Modem Diamond Suora 58e

1 0-Link 10/1 OQ Ethernet D-Link

I Power Supplv Built-in. 235W

I
Keyboard Lonitech Newtouch

I

Mouse/Pointing Device Logitech PS/2 Wheel Mouse
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“Which 3D Card Should I Buy?”

i

f there’s one question readers have asked us

more ttian any other, this would have to be it. So-you

asked for it, you got it.

Choosing the right 3D card depends on your CPU and your

motherboard. We have two recommendations for you:

Choice A: If your GPU is a Pentium 233MHz or slower,

or your motherboard is ali-PCI (no AGP), or you've got a

motherboard-down AGP graphics chip with no AGP slot, then

get 3dfx’s Voodoo2 1Q00 board. At about StOQ, it will do a

very good job with current games, and a pretty good job with

games coming out soon. And the best part is that when you

swap in a new molherboard/CPU, you can migrate the

Voodoo2 board to the new setup.

Choice B: If your rig’s motherboard has an AGP slot, then

go with Guillemot Xentor 32, which is currently the fastest 3D

gun in the West. At about S35D street price for the 32MB
version, this card is pretty pricey, but it is the fastest (see

this month's review on page 2D9). Even if you're running a

Pentium-ll 233 or 266IVIHz CPU, when you upgrade mother-

board/CPU you can migrate the card into your new setup, and

it’s got room to grow with whatever CPU you mate it with. If

your budget can’t deal with a S350 price tag, TNT2 Ultra-

based boards from Guillemot (Xentor 32), Diamond (Viper

770), and Creative Labs (3D Blaster TNT2 Ultra) will also do

a good job without breaking the bank.

Product Watch

Where’s Athlon?

A
fter last month’s CPU shoot-out, you may
be asking yourself, “Sn it AMD's Athlon CPU is

so damn fast, why isn't it in the Power Rig yet?’’ A fine

question. The reason? At press lime, we couldn’t buy an Athlon

anywhere. They weren't shipping yet. And because we don’t

want to recommend anything that you can't actually buy, we're

holding off for a month. When Athlon ships, ynu’ll see it in the

Power Rig and maybe even in the Lean Machine as well.

In other CPU news, Intel is readying their next-generation

chipset, code-named Camino. Now rechristened the 820, this

new chipset brings several welcome additions, including faster

memory, a faster hard drive controller, and AGP 4X. The 820

will support a 133MHz interface between the CPU and the

North bridge, as well as a new memory type called RAMBUS,
the speed of which will be somewhere between 1.2GB/sec

and 1.6GB/sec, a serious speed bump from the current

800MB/sec that the 44GBX chipset delivers. The 820 will

also support SDRAM,

since RAMBUS memcry

may be in relatively

short supply as the 620

dehuts this fall. In addi-

tion, the AGP pipe will

get much faster, going

from 528MB/seG peak

throughput to 1.1GB/sec.

The 820 will also sup-

port the UltraATA-66

specification, so hard

drives using that stan-

dard should see a per-

formance increase, As

soon as we can filch

one of these mother-

boards. we’ll let you

know how it fares versus

440BX.

! Skinny

'Cl slols, Softmenu, 4‘tQBX, ready tor Pentijm Hi.

5cli»ely the same as a PII/400.

lORPM from Wesiem Digital.

) and clean audio (or under a C-note.

I performance, good price.

ich out and frag someone.

vilh Ihe new, out wilh the Halural.

ter than the "gaming" mouse.

NEED A KILLER RIG?

The
Ultimate
Gaming
Machine

Next month in

Hardware,

CGW sets out

on its annual quest

to find the

Ultimate

Gaming Machine.

We'll review

15 complete

computer systems

from mouse to monitor

and tell you

which have the

power you need.

GAMIAIG

ON
SALE
NOU. 2
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by Loyd Case and

Dave Salvator

You’ve Got Questions, WeVe Got Answers

What does WE mean? What is a OVO drive mod for? is there a

BVD drive that atso has a CD-ROM drive hudt in?

IDE stands for “integrated DVD games out there,

device eiectronics” and is Most DVD games were

the interface used to con- originaily reieased on CD-

nect most hard drives in RDM, and have now been

your computer. Current re-reieased with higher

generation motherboards quaiity video for cut

ail come with buiit-in IDE scenes on DVD. All DVD

ports that support the drives wiii read CD-ROM
UitraDMA/33 standard. discs, though the very first

DVD drives are mainiy for DVD drives wouid not read

watching DVD movies, recordabie media (CD-R),

though there are a few

We get mail. Lots of mail.

Huge quantities... weii,

you get the idea. Readers

send us aii kinds of

intriguing techie ques-

tions. We answer as many

as we can directiy, but

because we tind that

you’re often asking simiiar

questions, we figured we’d

answer the most frequent-

iy asked ones here. If

you’ve got a hardware

headache, send us mail at

cgw_hardware@zd.com.

© I can never seem to get

the full capacity of hard

drives after performing an

fdisk. A 9.1 GB hard drive yields

only 8.6 GB, and a 6.4 GB hard

disk only yields 6.1 GB. Has it got

anything to do with the BIOS set-

ting? I’m currently using Win 98

and ABIT BX-6 R2 motherboard.

O lt's probably not your BIOS.

While older BIOS chips could

not properly detect hard drives

larger than 8.4GB, the ABIT BX-6 rev

2.0 isn’t that old. What you’re seeing

is the difference between how the

hard drive companies view the uni-

verse and how the rest of us look at

it, Hard drive companies believe that

one megabyte is 1,000,000 bytes.

However, most computers and operat-

ing systems believe that one

megabyte is 1,040,576 bytes.

What’s this I hear about
TNT2 Ultra cards not work-
ing in some motherboards?

O A few cards don't work prop-

erly with some motherboards.

A number of earlier mother-

boards that used the Intel 440LX

chipset didn't deliver adequate power

to the AGP slot. At least one, the

Asus P2L97 revision 1.05 or earlier, is

way out of spec, and will fail with

most TNT2 Ultra cards, Others miss

the rated current spec (6 amps at 3,3

volts) by a smidgen. But a highly

clocked card, like the Guillemot

Xentor 32 or the Hercules Dynamite

TNT2 Ultra that has an onboard fan,

needs the full B amps of power.

Guillemot has done a lot of testing on

this, and you can find a list of prob-

lem motherboards at their site,

www.nuillemot.com . At least one

board, the Asus P2B-F, is fixed by

simply updating the BIOS to the cur-

rent revision.

I had Wtn98 and Red Hat

5.2 on a LILO dual boot.

Being the idiot that I am I

used Partition Magic to just

delete the Linux partitions.

Simple enough, right? I figured

LILO would ask which operating

system I wanted to boot as usual,

only “Linux” would be a “dead
link” and I could fix that later.

Well now it’s messed up. The
usual LILO boot usually looks like

“LILO Boot:”, but now it just says

“LI" and freezes up. I try to boot

from a floppy, I get to DOS, i can

browse my C: and newly created

D: drives all I like. But when I

type “WIN” it starts to load

Windows and then I get two

errors. One says that the registry

files are unavailable (or some-
thing like that) then it passes by

that and the BSQD comes up say-

ing “A device or resource
required by VFAT is not present or

unavailable. VFAT cannot continue

loading. System halted.” Is there

any way of fixing this?

O There are several possible

solutions, in order of increasing

severity. The easiest one to try is

to boot normaily. You’li end up at the

DOS prompt. Go to '‘\windows\com-

mand” and type: “sys c:". This wiil

make the hard drive a DOS bootabie

drive. But it won’t work if the master

boot record has been altered by the

Linux install. If that's the case, try;

“fdisk /mbr”. Do NOT do this if you

are using some kind of disk manager,

like OnTrack or MaxBlast. Given that

you were using Linux, though, this

probably isn’t an issue. Tlie third

thing to try is to get a copy of the

latest version of Partition Magic,

which understands Linux partitions,

and can help in deleting Linux native

partitions. Another cool utility is

Symantec’s Gdisk, which comes with

their Ghost partition package. But

Gdisk is command line driven and can

be ve ry dang erous, so use with cau-

tion.
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w T
'he problem with computers is they always seem to have problems.

That’s why more people in the world depend on Norton software to keep their

PCs out of trouble than any other.

And the smartest way to keep your computer working just became a

no-brainer. Because now there’s new Norton SystemWorks'“2000, with

improved versions of all our award-winning programs.

Inside one box is everything your system needs to find and fix

glitches. Zap viruses. Free-up unused space. Wisk away unneeded files.

Guard against crashes. Even update your computer automatically.

All in one smart suite, for one sweet price.

Here’s how Norton SystemWorks 2000 protects you every

working day:

SYMANTEC.

One
Smart
Answer.

Ifyou
u ant ihv

best defense
^ against system

pnibiems.
turn to the

granddaddy ofall
utility packages,

Sorton Utilities."

Sniiirl Coni|)iiliii>!, .w

Get Off To A Faster Start
On Monday.

^ Did your computer wake up

feeling overloaded '<uid sluggish

today? Seems it can’t load your

database as hist as it used to?

Perk up its performance

with Norton Utilities’,"

America's most popular

system-optimizing and

conflict-solving program.

With just one click,

it’ll give your entire

[
machine a complete

check-up. Including your CD-ROM,

speakers, sound card, video board,

modem, even your mouse.

You don’t need to call in a com-

puter repairman when you’ve got a

doctor (the Norton Disk Doctor'")

on call 24 hours-a-day.

Vaccinate A Virus
On Tuesday.

It looked like such a friendly,

innocent little e-nvail.

But by reading it, you opened

up a Pandora’s box of corrosive

code. In the blink of an eye, it



could have wiped away a \'ear‘s worth

of work. It could have screw'ed up your

data. It could have lucked its deadly

digital infection deep inside your hard

drive. It could have, and would

have. . .but you had Norton AntiVirus'."

We’ve inoculated

more computers than

any anti-virus software

ever invented.

And our new 2000

version packs even

stronger antidotes.

It automatically scans

all incoming e-mail

attachments. It slops

ActiveX and Java code

assaults. It even updates itself without

ha\ing to restart your system. With

100,000,000 computers on the Internet,

it’s a big, contagious, wired world out

there. To keep your PC in the pink, fight

infection with Norton protection.

Clean Up The Clutter
On Wednesday.

Sure you bought the biggest, baddest

hard drive in the store.

But that was before everyone you

ever met e-mmled you.

Before whiz-bang plug-ins so you

could visit one site. . .once.

Before MP3.

Before video grabs

and digilid photos.

Before the hottest

Sim game needed 8 CDs

Isn’t it time to throw

open the window, and

toss out idl that clutter!?

Sweep away your

uiineeded files, unused

programs, and unneces-

sai7 junk. With the#l

choice for hard drive clean up. .

.

Norton CleanSweep'.“

Catch A Crash
On Thursday.

Tick... tick... tick... tick.

Like some lechnologicid timebomb,

idl computers are doomed to blow up.

Only you can’t predict when \'ours

will crsisli. Or why it will freeze. The

only thing you know for sure is that it

“0«rfirst choice

in itsfield
”

I’C Magazine, 5A)y

the imSofiuare
Product Oflhe Year!"

Vi'inclown Magazine, tw

Special Aiivcrtisinj! Sectic

StTSBasaaai

happens to even^one.

And generally it

happens when you

can leiLst afford it.

Like when you

haven’t saved your

work for over an

hour. Or just sifler

you’ve entered the

last address in a

385-persoii mailing

list. Or the final

numbers into a

tedious spreadsheet.

We think the best

defense is a stronger

offensive. Thai’s why Norton

CrashGuard'“ jumps

right into the path of

an oncoming criisli.

It protects your work

first, even creating

a SafeOriginar,“

then guides you

.step-by-step through

recoveiy
f. I

I
“Siilierh....il

(.raslics liiipiien.

just make sure you’re inoblems we did

not crushed I,y the

next one. ImumetWcck, .w

Call For An Instant
Update On Friday.

Has another week flown by already?

In this high-tech world, a thousand

things can change in only five days.

There are new software updates, system

patches, bug fixes, hardware drivers,

and virus definitions. Lucidly, you’ve got

a six-monlii subscription to Norton Web

Ser\'ices~ It’s llie most comprehensive

PC resource center on the Internet.

Like a Yellow Pages for computer

support, it’s the one place to turn for jill

current system nuiintemuice information

and downloads.

Inlemet “operatoi^” arc even suuiding

by. Our Norton support staff is there,

online, to iLssistyou

in real lime. And if

you’d like, we’ll

even notify you

about the latest

developments,

by e-mail.

Norton
Web

Services

rail ofNorton SystemWorksfrom one screen.

No relmotiiif’!

Take A Break On
Saturday With Our
Free Bonus Pack.

As if owning “llie best utility suite"

(Windows Mdgdzine. 3^) w'iisn't reward

enough, we’re sweetening the de-al.

We’ve added a spcciid Bonus Pack tiiat

includes Zip-ltl”' which shrinks juiy files

you want to archive, or makes them

faster to e-mail.

You’ll get Norton 2000'“ Bios Test &
Fix. If you want to go to sleep this New

Year’s Eve without waking up to a night-

mare on New Year's morning, check

your PC nuw\

You’ll be able to send and receive

fiixes directly from your computer with

your bonus copy of WinFax”' Basic

Edition. There’s also Smiantec Visud

Page'“ for building and managing your

own i)ersonaI Wei) page. Even encryp-

tion software to safeguard your private

files from pning Internet eyes.

Is Sunday A Day Of Rest?
...Hardly!

You can snooze as late tis you wimt,

because Norton SystemWorks is awake

and alert to any potentiid PC problems.

Our award-winning prognuiis are

protecting your computer, aiitomalicidly,

24 hours-a-day, 7 days-a-week.

So surf the Web. Play a game.

Or, don’t even touch your computer.

"Like a lifesaver bobbing on a

turbulent sea, Norton SystemWorks

will keep you afloat.’’ UntenwtWeek, 3/9))



MAGAZINE

EDITORS’

CHOICE

What’s the secret
of our success?...

Norton
Symmetry!

In May, when PC Magazine

bestowed it’s prestigious

Editors' Choice Award on

Norton SystemWorks, they

said, "...the real advantage lies

in SystemWorks’ integration.”

We think our integration

technology is so special, we’ve

given it a special name: Norton

Symmetry. It’s our exclusive

method to insure our programs

look, act, and woi1< alike.

(Okay, that might sound

simplistic to you, but our

competition is still baffled

how we accomplished it!)

In short, we’ve made a

powerful software suite

Windows Magazine 1998

“...does even more

to help Windows

users deal with die

headaches of system

crashes, missing or

corrupted files,

computer viruses,

and otlier facts of

Windows life.”

—PC Week 4/99

[PCC^putmiiji

'Mil''

“
. .

.

a seamlessly integrated suite of utility and

antivirus software . . .an exceptional value.”

—IntemetWeek 3/99

"... Otlier programs offer similar features

but fall far short of what Norton has.”
— Knight Kidder Newspapers 1/99

“It’sThe Obvious
Choice.”

-PC Magazine

“Norton SystemWorks brings together several

best-of-breed utilities for sigiificantly less

tlian you’d pay to get diem separately. For

one-stop shopping for V ICT
system utilities, it’s die

obvious choice.”

— PCMagazine, 5/99

Put new Norton
SystemWorks 2000

to work today.

,
http;//

shop.
Symantec

]

.com

To buy it online, or find

your nearest Norton
software dealer, please

visit our website.

O IWStTnaiiiiv (i)riHiraiion. .til a'scnnl. Sjiimitc, liie Sjuiaiilw: Ioro, Xoniin .tniitlnus, .Sortcin (Ji-in.S»(.v|i, Xdtum Cri'htiiurd,
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Siidiin.SiNti'ni'icirfeAiiunii'cMMLJ Itipe, SafcOii^rol. .Vonoii ttcbSooiccsand Zip-lim'lradi.'nuriv.MrfSinunti.vCuriinrition andilssib-

sidiarii^. VUndDfts is a' n'si'H.'rwl iradnuarit of .Microsoft Corporation in die I nited .'tatts and iilher counuics Odier br.uiiK and produas arc

iraduiufks of their n>pcctiie liitidcr/s.
SYMANTEC.



HAFIOWARE

Reviews
AGTIDNTEG 5GK PGI GALl WAITI^G MODEM
Requifements; Free PCI slot Price; SlOS Manufacturer: Actiontec

Contact: www.actiQntec.com

Hold the Phones

I
’ve steered people away from PCI modems in general, because most of them are

“soft" modems - little more than an excuse to sell more powerful CPUs. Actiontec has finally

shipped a modem that’s the exception to that rule. Soft or “Winmodems" use your CPU to process

most of the modem chores. They're terrible for online games, and often cause unacceptably high

lag times. More traditional modems have their own controller chip that takes the burden off the

CPU. The Actiontec PCI modem also has its own dedicated controller, so you don't get that severe

CPU hit. When playing with TRIF"‘

Q3TEST 1.08, 1 saw server ping

as low as 1 20ms, and game play was

smooth and lag-free on servers with less

than 250ms

A A pings. I was

able to connect

to a local ISP at data rates regularly above

44kbps (usually around 48kbps). The call-waiting

is handy, too, if you've got that feature on your

phone. I was able to take a call while online, tell the A}

person I'd call back, hang up, then disconnect from

the Net gracefully (you have about 7-10 seconds). I •'

wouldn't want to do this in the middle of a hot TRIBES

session, though.,.

At $105, the Actiontec is more expensive than those low-

ball Winmodems, but your gaming experience will be much

better for the extra dough. -Loyd

ABIT BE-B SLOT ONE

MDTHERBDARD
Requirements: ATX chassis, Pentium II or bet-

ter, and an UltraATA hard drive lor maximum

performance. Price: S130

Manufacturer: Abit

Contact: www.abit-usa.com

Ultra-Frustrating

Abit has developed a well*

deserved reputation for

offering motherboards that

cater to users who love to tweak

their systems and play around with

over-clocking. The new Abit BE-6

mother-

board has

an onboard

UltraATA/66 hard drive controller, which is

the latest version of the EIDE hard drive

connection standard, and is faster than

most current EIDE controllers on mother-

boards. The board uses an I-IPT366 con-

troller chip to handle the UitraATA/66

chores. There are four IDE connectors on

the motherboard, and you can have up to

eight IDE devices attached. Abit even sup-

plies an 80-conductor UltraATA cable for

more reliable performance.

Despite the thoughtful inclusion of the bet-

ter quality cable, UltraATA/66 on the 8E-6

wasn't very reliable in UltraATA/66 mode, I

attached a pair of Western Digital Expert hard

drives. The system frequently locked up dur-

ing WinBench 99 disk WinMark testing when

attached to the ATA/66 connectors.

Switching to ATA/33, the hard drives ran per-

fectly, with no problems. In the end, I had to

carefully run each lest, one

at a time, to get the final

results. During normal

use, the system did

crash several times a

day, though it was

hard to pin down

the cause.

The bottom line is that if you des-

perately need an UltraATA/66 controller, you

may be better off with another motherboard

and a PCI controller card. Even then, the

testing shows almost zero difference

between UltraATA/66 and UltraATA/33,

even on the fast Expert series hard drives.

While Abit gets come credit for trying to

push the performance envelope in general,

this time they may have pushed it a little too

hard. -Loyd Case

SAITEK P12D GAMEPAD

Requirements: Joystick port Price; $9.99

Manufacturer: Saitek Industries

Contact: www.saitekusa.com

Such a Deal

A A

Most of the news about

gamepads has been about the

herd migrating to USB. But Saitek has

focused on making a very inexpensive

gamepad that can be found for 1 0 bucks.

That's right, 10 bucks. Now, you may be

thinking that you'll get what you pay for, but

Saitek’s PI 20 gamepad is a generally com-

petent gamepad that works well for sports

titles, and is competent for driving titles.

Installation is easy enough: Connect the

Pi 20 to your joystick port (no USB con-

nectivity),

bring up the

Game
Controllers

control panel, and configure a Custom

controller with three axes and four but-

tons. A quick calibration and you're good

to go. The PI 20 has a D-pad mini-joystick

that can be stored in the body of the

gamepad when not in use. I do have a

couple of design gripes. The third axis is

controlled by two index-finger buttons, but

the buttons are essentially digital, so that

the “axis” only has three discrete positions

(center, hard-left, hard-right). This “axis"

might as well have been two extra but-

tons. Also, the four-button layout is essen-

tially a “two-row" design, rather than a cir-

cular

spin through HIGH HEAT 2000

and NEED FOR SPEED; HIGH

STAKES. In HIGH HEAT, the controller was

fine and allowed me to control all aspects

of gameplay - it could be a good substi-

tute for the Microsoft Sidewinder

gamepad, in NEED FOR SPEED, 1 config-

ured the third axis to control accelera-

tion/braking, and here the controller did

the job. But because the “third axis" is

essentially digital (on/off), it made control-

ling the car more difficult.

For ten bucks, the Pi 20 is a very solid

controller, its no-frills design gets the job s

done, though you can't daisy-chain multi-

pie controllers, or connect it via USB. But -s

if you’re an occasional gamepad user, J
then the PI 20 is worth a look. -Dai/e y

Salvator g
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- The time has come to serwe

|r pride, ^lory. And power.

’ forced in the white hot crucible of

technology, a new millennium of ^omin^ is born,

plunge deep into the most cnquislte

environments ever seen and taste the

forbidden fruits of sorcery, treachery,

unique multiplayer campaigns and

artifacts of absolute power. /

A new day is dawning.

own needs.
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"Che Kingdom. Che potueR. Che QtoRg.
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fA in one Y

Terror grips the land. The potnetful and evil Sorcerer Silver has abducted the women of

Jarrahfor his treacherous purposes. Take control as David, a simple hero on a quest to

find his beloved and to defeat the almighty Silver. But it won't be easy. In order to

succeed you’ll need to recruit allies, master swordplay, learn the art of magic, and
venture through hostile worlds teeming with Silver's corruptfollowers.

Silver Begin the quest, become the hero...

Marvel at vivid special effects, powerful
magical spells, and the mighty weaponry
that you'll acquire on yourJourney

Travel throuyh hundreds of beautiful
locations, rich in detail...and pacfced with
danyer

Your mouse is your sword. Use it in real time
combat to vanquishfoes, including demons.
dragons, and other insidious creatures



Download the Demo
www.silvergame.comAVAILABLE AT MAJOR

SOFTWARE RETAILERS
OCTOBER 1999 INFOGIIAMES



GAM

lagged Aliance 2
AGGED ALLIANCE 2 is one Of the toughest assignments a gamer will ever get. Even at the lowest level of difficulty, the sup-

posed “newbie" level, this game can kick your tail from here til Sunday. There are no quick paths to success here, no kick-ass-quick schemes.

Success requires the disciplined development of a number of sound tactical habits.

WAIT FOR IT!

for cover, leave yourself extra move-

ment points so that you can experi-

ment with various positions and pos-

tures. It may take some fulzing around

before your Merc is safe.

Once in adequate cover, the most

common tactic is to pop up to take a

shot and drop back down, Always

leave yourself enough movement

points to duck down again, or else -

that’s right - your Mercs will die,

That said, you must be very cau-

tious with the Pop Goes The Weasel

strategy. If your foes get set up in fir-

ing positions around your hiding spot,

there’s a very high likelihood that they

will get interrupt shots when you pop

back up.

And a quick note on sighting: just

because an enemy has turned black

doesn't mean you can’t hit him. If your

line-of-sight is not blocked, you have a

chance {although greatly reduced) of

hitting a foe who's “in the black.”

Sometimes these long shots are worth

the ammo if the targeted foe is threat-

ening your favorite Merc,

J
AGGED ALLIANCE 2 is such a diffi-

cult game because it requires traits

rarely rewarded in gaming - patience

and restraint. If you go into this game

guns a’blazing, your Mercs wilt

die. If you aren't willing to

spend a lot of time set-

ting up a strategy, your

Mercs will die. If you get

sloppy with your tactics,

your Mercs will die.

Yes, the games will

be long and a

little tedious,

but this is

JAGGED
ALLIANCE

2 - not so

much a

game as

a test of

character.

are

out of

the

sight of foes -

the foes turn black.

What’s not easy to

tell is whether or not a

particular rock, tree, or

wall will provide cover

from a particular foe,

which is one of the

more frustrating parts of

the game. If your Merc has

been sighted by a foe and is running

C over is everything. Cover is life. If

you try to fight toe-to-toe with

your foes without adequate cover,

your Mercs will die. Your opponents

have god-like aim, even with pistols,

even at long range. So whenever pos-

sible, approach a sector from the

angle that provides the best cover. If

you find yourself fighting a patrol in a

sector without cover, retreat - and try

to fight them on better ground.

It's easy to tel!

NOUEMSER 1999 • eg w
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GAMER’S EOGE

One way to alleviate the enemy-interrupt problem is to use the most important tactic in

JA2 - flanking. Whenever possible, try to position your Mercs so that they have firing

positions on the enemy from different angles. Ranking combined with the Pop Goes The

Weasef strategy is very effective, A Merc can pop up from one position and fire, thus

drawing the attention of your foes. Then another Merc can pop up from another angle.

Since the foes are facing in another direction, they are much less likely to get an interrupt

on the second Merc, and they must also change their facing to fire on the second Merc,

burning valuable movement points. If you alternate between Mercs, you can keep your

foes’ heads spinning.

A nother useful tactic, especially when outgunned or outnumbered on a night opera-

tion, is the hit-and-run. Creep up on an enemy, take a nice shot, and then retreat.

Have other Mercs positioned behind the first Merc so that they have a chance of inter-

rupt shots on the pursuing foe. Fire, fail back, set up more potential interrupts. Repeat.

Whenever possible, try to completely disengage from the enemy and return to real-

time mode when using the hit-and-run; the reason being that when you encounter the

enemy again and drop into turn mode, alt of your Mercs will have their full allotment of

movement points.

r i]
lime to Pump You Up

I

mproving your Mercs’ stats is both rewarding and essential. How to

improve stats is obvious in most cases, but here are some not-so*obvi-

ous - and some very cheesy - ways to pump Mercs stats.

Agility: The fastest way to improve agility is to sneak

around in stealth mode with enemies nearby, It’s a risky

operation for a clumsy Merc, but it will improve agility very

quickly.

Dexterity: The vultures that prey on dead bodies are great for target practice.

Throw knives at them to pump up your dex.

Health: One of the more difficult attributes to improve. Try marching around

Arulco with extremely heavy inventory loads and you might pick up a few health

points,

Explosives: Obviously, handling explosives will improve this stat. If you find a

land mine, pick it up, then plant it again, and dig it up again. Repeat and watch

your explosive stats soar. Fumble, and watch your Merc’s disem-

bodied head soar.

leadership: Train militia and this stat will climb through the roof.
|

Strength: Prying open crates and punching things will give you

a good workout. Use stun grenades to knock out enemies and

then pummel them with your fists. There are also a few inanimate

objects that can be used as punching bags.

When conquering

towns, there's no set

path you must take.

Here's one sugges-

tion, which roughly

orders the

towns by

difficulty.

Omerta

“here are a ton of items in Arulco that can be combined into very useful

objects. Here's just a few.

UP ON THE HOUSETOP, CLICK,
CLICK, CLICK floDfs are great for sniping and

SDOuting. Projectiles also have a great range from up high.

DIVERSIONARY TACTICS

Y our foes will run toward the sound of gunfire.

You can use this fact to set up nice ambushes.

Send your stealthy night ops Merc to one end of

the map and fire off a couple rounds. Wait until the

enemy has moved toward that Merc, then slink

away. You can then, carefully, bring the rest of your

Mercs to the side or rear of the waiting foes. They

will be facing in the direction of the gunfire, giving

you a chance to sneak up and take some nice

shots at their backs.

FIGHT AT NIRHT

N
ight ops are especially effective early in the

game when you don’t have long-range

weapons and your enemy does, as the shorter

range of view at night eliminates the enemy's

advantage. Of course, the tables are turned later in

the game when you’ve got the fire power.

A.I.M. HIGH, FIRE LRW

W hen targeting enemies, you can increase the

accuracy of your shots by clicking the right

mouse button. Do this, always, Your chances of hit-

ting increase greatly.

Most players tend to fire for heads and torsos,

thinking they are the most vulnerable areas of a

foe. But don’t forget about leg shots. Leg shots

very often can make a foe collapse. When they col-

lapse, they lose all of their current movement (mak-

ing leg shots especially valuable during interrupts)

and sometimes they wil! lose a second turn of

movement as well. At the very least, the Merc wil!

have to spend movement points to get back up.

And incapacitated foes seem to take more damage

from subsequent shots.

' String -I- Soda Can = Alarm (

j

Attach to doors as a guard against sneak attacks

I

Aluminum Rod + Spring = AP Enhancer

I

Increases a gun’s firing rate

I

Steel Pipe + Glue + Tape = Barrel Extension

I

Increases a gun's range

I

X-Ray Tube + Gum + Fumblepack = X-Ray Unit

I

Part for X-Ray Detector

I

Copper Wire * Lameboy = LCD Display

I

Part for X-Ray Detector

I

LCD Display X-Ray Unit = X-Ray Detector

I

Ah, we've given enough away, haven’t we?

PASS THE HHGKSHDT

G ot a Merc on the front line in need of a grenade? Throw it to him! Your

Mercs are quite good at tossing and catching stuff. A needed item

like a grenade or an ammo clip or a first aid kit can be tossed from the rear

to the front in a single turn, with movement points to spare. (Note: If you’re

tossing a grenade, make sure you take the grenade from the inventory. If

the grenade is in a Mercs “hand slot” when you toss it, it is live and your

Mercs will die). You can also do this with weapons. Have only one high-

powered rifle? Take two shots, pass it to a neighboring Merc and take two

more. If you plan it right, the entire squad could use the rifle in one turn.

COMPUTER GAMING UVGRID • NOVEMOEH TSaS



GAMER’S EDGE

c %0 n F3S
Hidden a Udiiyuuiut

Codes Type “iwillcheat” at any opening screen or menu. Then enter the fol-

lowing codes during gameplay.

BAHLEZONE
Unlimited Shields: Hold [Shift] and

[Control] and type; BZBODY
Unlimited Pilots and Recourses; Hold

[Shift] and [Control] and type: BZFREE

Full Map: Hold [Shift] and [Control] and

type: BZRADAR
Unlimited Ammo: Hold [Shift] and

[Control] and type; BZTNT

Code EOect

Goodhealth Full Health

Openalldoor............ Opens all doors

Showtheend Shows end movie

Gamedone Completes current mission

Gamefail Fails current mission

Resurrect Brings team back to life

Funnyhead Big-head-mode

ebugdrawwire ..... .Wire-mode

Playercoords Shows your position

Laracroft .Alternate uniforms

System Shock 2

Tip In the game hit [Shift]-t-[;], and then type

“summon_obj [item]” where items can be: medical

kit, psi amp, wrench, pistol, shotgun, assault rifle,

laser pistol, EMP Rifle, Electro Shock, Gren Launcher,

Stasis Reid Generator, Fusion Cannon, Crystal ShanI,

Viral Prolif, Worm Launcher.

Codes These other codes also work:

psLtull Fully restores psI points

. ubermensch Pumps up all of your stats and skills

psLtull Fully restores psi points

. ubermensch Pumps up all of your stats and skills

1 INTERSTATE 76
1

Use the names below to drive these

secret vehicles.

ESa-:'''' "EBSli'.'''

POCILEH

KNAT

Helicopter

Tank

HOTAIR Hot-Air Balloon

THETRUTHISHERE UFO

IWARZ0NEZ100
Press [T], type the code and hit

[ENTER].

time toggle Stops and starts

the mission timer

get off my land

show me the power

Kills all enemy

units on the map

Gives 1000 extra

whale fin

power

Gives 1000 extra

hallo mein schatz

power

Skips to next mis-

work harder

sion

Completes ail cur-

double up

rently active

research topics

All of your units

are twice as tough

kill selected Kills the presently

selected units

John kettley Toggle weather;

snow, rain, clear

biffer baker Units almost inde-

structible

sparkle green Stronger units

MECHCOMMANDER
Create a new file named “buymechcom-

mander.2” in the directory where

MECHCOMMANDER is installed. No need

to actually put anything here, just make

sure the file exists.

Then type in these codes during a

game:

lorrie replenish ammo
osmiu toggle God mode

on/off

mineeyeshaveseentheglory

reveals the map
poundofflesh more money

rockandrollpeople unlimited drop

weight

Type Lordbunny and then press b and

left click on the target to hit it with

unlimited artillery.
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“The Godfather Meets Sim® City—What more couid an
aspiring street thug ask for?”—Antaaonist/www.aol.com

1^

Extortiop h

.b6en so^

fun!”

W ildly hysterical strategy
game set in the American
underworld circa 1933.

You’re the Boss; use your street
smarts and an army of wiiiing thugs
and enforcers to take control—
slip-up and you sieep with the fishes!

®1999 Studo 3. PubSshed by Simon & Schuster Interactive, a division of Simon & Schuster, Inc.

1 230 Avenue of the Americas, New YorK NY 10020. A Viacom Company. All rights reserved.
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CSAMER'S EDC3E

Dungeon Keeper 2

Codes During gameplay, just type [ctrl+a!t+c] at any time. If you did this

right, you will hear the sound of a door opening. Then type the fallowing codes.

show me the money Gives money

now the rain has gone Shows map

feel the power Upgrades all monster’s skill to 10

this is my church Provides all rooms

fit the best Provides all rooms and traps

i believe its magic Provides all spells

do not fear the reaper .Win level

Tiotal Annihnannn: (Gngdnms

Codes
After start*

Ing a skir-

mish game
or multiplay-

er mode,

press

to

bring up the

message
box. Press

then

enter a code

and press

to

activate it.

Enter a code

again to

deactivate it

m-i'-i / ...
.I

Atm
Doubleshot

halfshot

Infrared

Nowlsee

Zipper

.-".'r,'- T®-

...Fill mana

...Weapons do double damage

...Weapons do half damage

...Fog of war on/off

...Full map

...Faster unit building

RAINBOW SIX
To activate cheats, press ['] while in the

game and then type:

TEAMGOD
AVATARGOD

STUMPY
CLODHOPPER

MEGANOGGIM
BIGNOGGIN

5FINGERDISC0UNT

NOBRAINER

DEBUGKEYS

TURNPUNCHKICK

EXPLORE

Team god-mode

Player god-mode

Stumpy-mode

Enlarges player’s

feet and hands

Mega head mode

Big head mode

Refill ammo
Turns Al off

Debug keys

enabled

Changes players

from 30 to 2D

Victory conditions

on/off

During playing hit [CTRL]+[X] to enter

cheat mode, then type:

Cavalry Invincible

Hemmit All weapons enabled

Medic Shields full strength

TEST DRIVE 5
Go to the first Options menu and type:

cup of choice Unlocks all cup

races

that takes me back Enables backwards

mode

i have the key Unlocks all cars

and tracks

i carry a badge Drive police cars

lone crusader in a dangerous world

Press horn for nitre

remote braking Press horn to

freeze opponents

Got a great
tip for your
favorite

game?

Send your tips, tricks and

strategies to

cgwJettBrs@zd.coiTi

(please put CGTIPS in the

subject line) and we’ll pub-

lish one submission each

month, if your tip is pub-

lished, we’ll send you some-

thing pulled at random from

the CGW BozoBin!
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INSIDE GAMING
by Thierry Nguyen

The Mod Squad

Deuelopers

Need to

Support

Amateur

Designers in

Order to Last

C
onsider Valve Software the Medicis of modem
action gaming. They’re serving as “patrons" to ama-

teur mod (user-made game modifications) designers by

eyeing talented people—such as the ACTION HALF-LIFE

team—and either hiring or helping them. Valve not only host-

ed the recent HALF-LIFE Mod Expo in

San

Francisco,

but they also

provide

extended and

ongoing sup-

port for mod
authors.

Harry

Teasley,

artist/designer

and mod guru

at Valve, says,

"My support role is best charac-

terized as ‘being there for mod
teams.’ Since the SDK was
released, the job of mod team

support has largely been one of

answering technical questions, or

if I can’t, funneling the questions

to someone who can. Teams may
also have artistic questions, or

marketing and legal questions

regarding their mod, and I answer

those as well."

This treatment is a contrast to times past, where mods

were handled with a more laissez-faire attitude. Jolm

Carmack would eventually release the source code for his

various engines, and let the user community do whatever it

wanted to with his work. But the

source code was unsupported, and

people had to learn from

each other, rather than

from the masters.

Justin Fisher, creator of

the Aliens-TC for DOOM (widely

considered the best user-mod ever

made for an action game), remembers the early days of mod-

making. “It was sometimes a reai grind to have to rapidly

master a huge and unending series of often incomplete,

buggy, unrelated, or incompatible software tools," he said.

"More help from id would have been a very good thing in

most respects.”

Ending the End-User Support

The problem is that this level of support for the mod com-

munity takes resources away from the developers. Not every

development team can afford to have even one person - let

alone two or more - dedicated to working with mod design-

ers. Also, from the designer’s standpoint, there is a danger of

having a creative vision hampered. Fisher is optimistic,

though, “as long as the support can be used as a platform to

help launch us in our own directions,

rather than as a guide which leads us and

narrows where we can go."

Handled carefully, official mod support

can be a way for a company to last. Valve

knows this, and so does Epic (who is

hosting an UNREAL-Mod contest with

$150,000 in prizes, and making

UNREAL TOURNAMENT
mod-

friendly):

it builds

brand loy-

alty, and

breathes

new life

into titles

which may otherwise

be considered passe

(ACTION HALF-LIFE

and GUNMAN con-

vinced the CGW edi-

tors to load up HALF-

LIFE again).

More people are

encouraged to try

their creative hand;

with official sup-

port, these new cre-

ations will get good

exposure. Carmack

and Romero had

their start as ama-

teurs working out of a garage.

The next Carmack is probably out there too, waiting for a stu-

dio to notice him or her and become their patron.

1. System Shock 2

2. Heavy Gear II

3. Dungeon Keeper II

4. Homeworld

5. Quake ill

An Alien Resurrection

tracked down Justin Fisher of ALIENS DOOM fame, and

asked him what he’s been up to lately, 'Tm currently

helping a friend set up a \Afeb-design company,” he said,

“but the longer I spend

away from making new
worlds and games, the

stronger their pull

becomes. It's been several months now and I’m reaching

the point where I'm going to put down what I’m doing and

go for a good job or offer that comes my way." (Note to any

development teams looking for designers!)

I also asked him if he had any advice for budding mod
designers out there. “Probably the biggest pitfall I fell into,

and one that many people still fall into, is making the most

important parts of the game first. You need to know

whether your plans are feasible, so you see if you can

make the core elements work. But during the project, your

tools get better, your skills improve, and you acquire new
techniques. In short, the parts that you do near the end of

the project (except for deadline rush) are going to be far

better than the earlier work. So do as much peripheral stuff

as you can at the beginning, and as much of the important

stuff when at the height of your abilities and tools,"

• COMPUTER GAMING WORLD
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ALCONS BEWARE:
ere’s a NEW bird of prey

on your tail.

FLANKER 2.0 features

stunning graphics and

streamlined playability -

without Compromising the

technical excellence of its

us predecessor!

the Su-27 Flanker

[sing a new 3D graphics

;v.t'engine and improved flight

dynamics - or take off from

if the deck of Russia’s Admiral

Kuznetzov aircraft carrier in

your new Su-SS. From the

interactive training sessions

tttthe Mltra-realistic flight

model, this premier combat

flight sim is ready to pounce!

ij'S/Uii IJD-



STRATEGY by Robert Coffey

Gaming Outside the Lines

T
he days of cut-and-dried strategy genres are num-

bered. Yes, there’s always going to be a place for pure

real-time strat in the COMMAND & CONQUER mold, an

audience for Sid Meier CiV-style grand strategy, and a home

for hardcore wargames, but they’re being whittled down by

gamers’ love of anything new, and the growing audience of

casual gamers looking for games that cast

a broader net.

StrStGyya You’d think these disparate influences
,

would work against each other, but sur-

Future ues prisingly enough, the most interesting and

enjoyable games on the horizon have

in G6nr&* something for both groups, and they’re

accomplishing it by blurring genre lines.

Blsniting Role-playmg influences are cropping up

everywhere. While this trend began with

the troop training portion of X-COM and

MYTH'S experience-gaining veteran troops, it's really coming

to the fore in games like Sir-tech's JAGGED ALLIANCE 2 and

Red Storm’s upcoming SHADOW WATCH, which charges play-

ers with developing their individual units in over 70 skills and

abilities. While this has an obvious effect on the strategic por-

tion of the game, it gives strategy gamers a

reward heretofore reserved primarily for MIGHT

& MAGIC or BALDUR’S GATE fans—that sense of

accomplishment that comes only from watching

your characters grow under your guidance. Need

more examples? What about WARLORDS:

BATTLECRY and its very traditional fantasy RPG
heroes, or METAL Fatigue's experience-gain-

ing 'mech

1. Might and Magic VH

1. High Heat Baseball 2000

3. System Shock 2

4. Jagged Alliance 2

5. Niggle, a Palm Pilot Scrabble-alike

crews?

Artion

and strate-

gy hybrids

are becoming so numer-

ous, they'd form their

own genre if they

weren't such a diverse lot. The first BATTLEZONE game proved

the two apparently incompatible genres were a natural fit, and

the sequel is taking it even farther, allowing gamers to all but

forgo the action side of the mix to focus on base-building and

unit commanding.

Games like ROGUE
All You Pretty Things

SPEAR and SWAT 3 may look like first-per-

son shooters, but their heavy emphasis on

plaiming and tactics make them stand out

from the QUAKE-alikes, and let sound

strategists succeed even if their shooting

skills aren’t the best. For the ultimate in shooter/strategy

hybridization we'll have to wait for next year’s TEAM
FORTRESS 2, where gamers will be able to play a pivotal role as

a team commander and never have to fire a shot.

Does this genre-bending harm titles? On the contrary, I

think it lies at the center of AGE OF EMPIRES' incredible suc-

cess. By giving gamers the ability to win by buUding Wonders

and not destroying their enemies, Ensemble Studios created a

game that can appeal both to grand strategists and to real-

time vets. With even more ways to win in the sequel, the AGE
OF EMPIRES franchise should only attract and addict more

fans. Appealing to different sets of gamers might be what

draws many to IMPERIUM GALACTICA H, with its blend of

grand strategy, real-time combat, and a game engine that lets

you pause the real-time combat to issue orders to your ships.

So does all this mean that more traditional titles are dead?

Not at all—Sid Meier could probably buy a private island with

what he’ll make from the upcoming CIV HI, and a new
WARCRAFT game from Blizzard is a guaranteed bestseller. But

if the genre as a whole simply stuck its head in the sand and

refused to change, it could find

itself under a headstone—right

next to the murdered-by-clones

adventure genre. £2317

Keep ‘Em Coming
Back for More

r
he only letdown with the

best games inevitably

comes at the end -

when the fun stops. That’s why we're so happy that

Bullfrog is making a commitment to providing fans of

DUNGEON KEEPER 2 with new content and upgrades.

Over the next few months, the designers intend to post

new game features, new maps, unique units, mini-cam-

paigns, and eventually even the editing tools every week

on their web site, www.dungeonkeeper.com . They hope

to do this through November, or longer if sales of the

game warrant it. With luck, this will be a huge success

and will encourage other companies to do the same.

S
tmtesy titles have been using 30 acceleration for same time now, but it's just starting to

really pay off In the eye candy department BLACK & WHITE should set a new standard

for imaginatively-rendered game environments, while DARK HEI6N 2's weapon affects,

night-and-day cycling, and daz^ing environments threaten to doom gamers to failure as they

neglect fighting and just soak up the gamewoiid. And while gamers have been oohing and

ashing over gorgeous screenshots of HOMEWORLD's space fleet battles. IMPERIUM GAUBilGA

H's 3D-accelBr3ted space wars flat-out tops them, with incredibly dynamic combat highlighted

by brilliant ship-rending lasers and beautiful, twitching lightning guns,.

But the most impressive thing we’ve seen lately in a strategy title doesn't even use hardware

acceleration: AGE OF EMPIRE It's trabucheL A paragon of unit design and animation, we've been

churning these babies out in multiplayer games just to drink in their muscular grace es they

lob their payloads at enemy walls and buildings.

uni;



HOW TO GET AN UNFAIR
GAME ADVANTAGE.

Option #1; Painful, exotic surgery.

Option #2: Game Commander.

rhis won’t hurt a bit.

lever again will you be fragged into fine chunks while you look for the right key for "deathbeam." With

iame Commander, any custom keystroke or key combination can be pre-programmed to a single voice

ommand. Scream "Die Pig!" to launch an Alpha Strike at the1 00-ton mech barreling down on you. Yell

Wingman, Break and Attack" and your computer wingman will peel off to nail that Incoming bogey hot

in your tail. All without ever unclenching your clammy fist from the joystick.

lon't believe us? Download a free demo at

vww.gamecommander.com. And get a cutting edge without using one.

r» tradenuikt of I

I ^
JOPPICI

April 30, 1999 June 1999

GAME
“Game Commander is amazing to use.

Sim jockeys may have finally found something

better than keyboard templates and even

more complex HOTAS controllers. Check it out"

— Loyd Case July 1999
Computer Gaming World

mindmaker-
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Role-Playing

Games Need to

Branch out

Beyond Tolkien

When role-playing games were a near-dead genre in the mid-

1990s, many gamers questioned why one of computer gaming’s

oldest genres suddenly became so unpopular. Almost all RPGs

featured a pseudo-medieval swords-and-sorcery gaming world full of gob-

lins, fireball spells, and giant tats. The lack of originality was so pervasive

that new gamers were led to believe that elves and swords werp RPG pre-

requisites. Strategy games with fantasy settings, such as MASTER OF

MAGIC, were erroneously classified as RPGs. The horror!

How did the genre become so stagnant? RPGs are not about Tolkien-

esque settings. RPGs are about being able to assume

a role in an open-ended, meaningful way. Through

character creation and development, or just through

choices made during the game, players individualize

their pixelated alter-egos and ultimately their experi-

ences. The setting of the virtual world is irrelevant in

characterizing a game's genre.

Ironically, although the inspiration for their comput-

er counterparts, tabletop RPGs have featured a larger

variety of settings, including science fiction (GAMMA
WORLD, TRAVELER), western

(BOOT HILL), comics (MARVEL

SUPERHEROES) and horror

(VAMPIRE, WEREWOLF). Several

of the original tabletop RPGs,

such as DUNGEONS & DRAGONS
and TUNNELS AND TROLLS,

were swords-and-sorcery

games, but there's never been a

shortage of paper RPGs set in

other environments. Yet with a

few notable exceptions, most of

which were released in the

1980s, computer RPGs have

focused exclusively on chop-

ping up ores and wielding +4

battle-axes.

With the genre in full resur-

gence, I hope it doesn't doom
itself again by producing

increasingly derivative games and ignoring

innovative settings. The immediate future stiO looks promising. Interplay’s

FALLOUT games garnered both critical and commercial success at least in

part due to their milieu’s stylish amalgamation of futuristic post-apocalyp-

tic and '50s Americana. SYSTEM SHOCK 2 is a sequel but stm seems highly

original, because it includes relatively novel science-fiction elements such

as cybernetic implants and psionic powers. Add
to the mix a development team (led by Ken

Levine) experienced in making innovative prod-

ucts, an enhanced version of the THIEF 3D

engine, and some strong first-person shooter ele-

ments, and it’s easy to see why the title gar-

nered good advance buzz.

Helmed by industry veteran Tom Hall,

ANACHRONOX's development team seeks to combine truly original sci-

ence-fiction environments and the same sort of action/RPG hybrid game-

play offered successfully by several console RPGs. DEUS EX merges ele-

ments of James Bond's adventures and the X-Ffies. With the impressive

DessloiA's Playlist

1. System Shock 2

2. Half-Life

3. Jagged Alliance 2

i Independence War
5. Wing Commander 3

RPG / ADUENTURE Desslock
dBssiock@dessslQck.CDni

Food for the Celtic GodsP

Who dares ignore the elves? For comments from the creators of OEUS EX, FALLOUT,

and SYSTEM SHOCK 2 on this column's topic, as well as daily RPG news updates,

check out Desslock’s RPG News at desslock.aame8Dot.com .

UNREAL engine, DEUS EX’s development team has

created some of the most realistic-looking, immer-

sive environments yet seen in a role-playing game.

The team is led by Warren Spector and Harvey

Smith, who helped aeate the original SYSTEM

SHOCK, ULTIMA UNDERWORLD, and other critically

acclaimed RPGs. Promising games are also in the

works based upon White Wolf's VAMPIRE and

WEREWOLF milieus, although the game based upon

the latter will emphasize action over RPG elements.

Even with the gradual expansion of computer

RPGs into science-fiction and horror settings, it stiU

seems as though developers are artificially narrow-

ing the scope of what really is gaming’s broadest

genre. How come we have yet to see computer RPGs

set during the world wars? Saving Private Ryan's

band of soldiers are a suitable model for a WWII RPG
party. The Wild West? Outlaw legends provide

ample fodder for compelling RPGs. Those intuitive

settings have been consistently ignored by develop-

ers, as have others. How about a Viking RPG featur-

ing the gods of that mythos? What about ancient

Egypt, medieval Japan, or imperial Rome? Unless

RPGs innovate and evolve into new settings, the

renaissance RPGs are enjoying will quickly end. So

many possibilities, yet such little innovation shown

to date. W.7

The Case Against Elves

C
omplex gaming worlds and compelling sto-

rylines, are features that many RPG fans

would gladly choose over the latest graphi-

cal bells and whistles. Such fans should check out

NETHERGATE, a game set in 60 A.D. Britain dur-

ing the conflict between the Roman Empire and

the Celts. Created by Jeff Vogel, author of the

acclaimed EXILE series, NETHERGATE blends his-

torical and mythological elements and allows play-

ers to create either a Roman or Celtic adventuring

party, with gameplay varying depending upon a

party’s allegiance. A portion of the game is free at

www.spidvveb.com . Next up: AVERNUM, a more

traditional fantasy RPG that will use an enhanced

version of the NETHERGATE engine.

WHEN IN ROME NETHERGATE extends Jeff

Vogel’s fine series of traditional RPGs that favor com-

plex gaming over graphical gimmickry. This one’s set

in 60 A.D. Britain.



Why stay home when you can have Pro Riot 2000 for just

$3999? Fly seven different aircraft anywhere in the US. and

Europe even Hawaii, Pro Pilot 2000 is sinffply the most

versatile aviation simulation available for all pilots, from novice

to professional aviators. With more real world aviation

features in one box tlian any other flight simulation, there is

no need to buy extra add-on packs to equal what is offered

in this one box. Whetlier you wish to relax and enjoy a scenic

flight, learn about real world aviation, or challenge your flying

experience. Pro Riot 2000 can be customized to do it all.

1996-1999 Siciiu Onlliw, liti.£) ontl/ot dcsigruls tiodcmaiks ol, 01 litenscd lo Siena On line, Inc.. Bcilcviic, WA 9800/. AD ilglih tcscivcd.



SIMULATION a SPACE

Labor Of Loue

I
t's a shame {and a crime), but almost every computer

product released these days seems to require a

patch. And while most companies will allocate some

time and resources toward a game after it ships, many
games don't achieve their full potential

Pstchiny Your even after a patch or two. Such was the

. case with two recent flight sims. The

FsUOntB rliyht companies released an intended “final"

patch, but both games still needed more

SiinS) cArl work. Fortunately for us, a grassroots

effort prevailed in both cases—a dedi-

cated handful of people were willing to produce further revi-

sions in their spare time. The newest patches should be

available by press time.

European Air War
Two people are currently hard at work on EUROPEAN AIR

WAR. EAW may be a gaming media darling, but it still has

its problems, especially in the multiplayer department.

After the version 1.1 patch shipped, Brandon Gamblin

and Chris Coon of MicroProse kept close tabs on the reac-

tion in the Internet newsgroups. Says Gamblin, “We heard

about the troubles that EAW was having on the Internet. So,

_ a few of us started working on the Internet problem in our

spare time, still devot-

ing full-time effort to

our main projects. That

was how the ‘unofficial’

patch got started.”

Hasbro/MicroProse

were supportive of the

process. “There was

never any difficulty with them," said Gamblin. "Once it

looked like we had sufficient cause and substance for a

patch, we told Hasbro/MicroProse about it and they started

giving us support for it {QA, artists, etc.). It was always

understood, however, that this was not part of our main

work. This was always an extracurricular patch.”

Although this patch focuses on multiplay, it also

adds some new features and a few more bug fixes.

In addition, an "unsupported" art kit has been

made available, allowing players to alter their own
planes and virtual cockpits, as well as the tenain. For more

information, go to suDDort.microDrose.com/eawuDdate.htm .

Screamin’ Demons
ParSoft’s Michael Harrison had to travel a different road

with SCREAMIN' DEMONS OVER EUROPE. Although version

1.5 essentially turned SDOE into an altogether different flight

sim, it still wasn't enough, especially when it came to the

flight modeling. "Unfortunately, we were only given two

weeks to work on the patch, so that naturally limited what

we were able to fix or add," explains Harrison. "Activision

didn't want to invest more time on the game, but there were

elements that needed modification. Rather than leave the

users in the lurch, I decided to take on future mods and

fixes. Given that a personal goal of mine was that we try to

build a community around OpenPlane so that we could con-

tinue to improve upon it, this struck me as the right thing to

do rather than to treat each game as an independent island."

These are admirable goals to be sure, but Activision was

hesitant to approve any additional patches. "Some people

1. Warbirds

2. Jagged Alliance 2

3. Bald^ur's Gate: TOTSC

H. European Air War (with v1.2 patch)

5. MechWarrior 3

i-

bv Gordon Berg
grDgfiafd@CDncenlfic.net

Another FALCON Patch
|

S
peaking of patches, the 1 .07 patch for

FALCON 4 has arrived. Five months in the

making, this latest effort goes a long way in

fixing various avionics, campaign, Al, multiplayer and

crash-to-desktop issues (see the patch on this

month’s demo disk). Although 1.07 is indeed a major

leap fon/vard for FALCON, this sim is still in need of

some further work - if reaction in the newsgroups is

any indication. Given FALCON 4’s immense scope,

this is hardly surprising. Nonetheless

HI/MicroProse is hoping the next patch

will be the last one, thus freeing

them up to finally work on some

add-on products.

the potential tech support

calls and confusion that

unsupported patches might

cause. After what I assume was

much debate, they decided to allow me to

produce patches unsupported by Activision."

, Harrison is primarily focusing his efforts on the

flight model, but he’s also adding new features.

"The modified aircraft won't be wholesale replace-

ments of the aircraft that shipped with the game, since

generally those aircraft were sound. There were some

changes made to them prior to shipping that made them eas-

ier to fly. I'm undoing those changes as well as tightening up

some of the center of gravity and weight distribution data."

The challenge has been in getting everyone to agree on

what the final flight model should be. "I've found that many
people have their idea of what makes a WWII aircraft," he

says, "and I’m attempting to attain a balance between realis-

tic simulation and playability. As to what will become the

'default,' that will largely depend on the users themselves,

Regardless, there’s plenty of room in the OpenPlane world

for both hard-core flight simmers as well as for those who
just want to get up into the air."

For more information on ParSoft and OpenPlane, check out

www.oDenplane.ora . £233

When not engaged in aerial maneuvers, Oordon Berg works

as a network administrator for a non-profit social services



The original, best-selling Starsiege TIUBES"' pioneered the genre of online squad warfare. While TRlBhS Kxtrenic significantly enhances that

multiplayer online experience, it also adds an entirely new single-player campaign against computer opponents, as well as iiew ''team-building"

missions that let a team of players hone tiieir squad combat skills against computer-controlled teams on Hill-scale online maps.
JQ j U S

Dynamix"
A^llRRA COMPANY (9 Sierra On-Line, Inc. * and/or dcsiginiK' irudcnuiik.-, of. or licensed ti> Sieira On t me. Iiic , Hellene. \VA ‘/mill". All riglils recerved.



SPORTS

Let’s Get it On!

I
saw the early dominance of Microsoft firsthand when

I worked at PC Week magazine, one of Computei

Gaming WorJd’s boring older brothers, Remember

WordPerfect? Or how about Lotus 1-2-3?

Six years later, having seen Microsoft Internet Explorer reel

Netscape in like a little cod, I’m wondering if EA Sports is

picking up on the fact that Miaosoft has

them square in its targeting reticle. To be

Microsoft USi sure, EA has witnessed many a competitor,

from VR Sports to Sierra Sports, trying to

EA sports move in on their turf. And to their credit,

they've repelled all challengers in practically

every major sports category with their unique blend of atti-

tude and action garaeplay.

But now Microsoft is here, using the same

tactics they've used to dominate other

markets. Tactic number one: They've

taken their time with their products. Both

NFL FEVER 2000 and NBA INSIDE DRIVE

have been in development for a long time.

Tactic number two: Not having to worry so much

about profits this time around, they’re releasing

their products at a much-lower-than-normal price:

S19.99.

Battle of the Network Stars

But the gaming market is a little different. Since Microsoft

doesn't have as many advantages in the gaming arena as they

have in the browser or productivity

arenas, a lot of this issue boils down
to one question: Who has the better

games? Here’s a breakdown.

Hockey
EA Sports has this one

so locked up that

1. lligh Heat 2000

2. Age of Empires 2 (beta)

3. Madden 2000

4. NFL Fever 2000

5. Quake 111

Life us. Computers

O ne of the high

points in my life

involves the cher-

ished autumnal ritual of

running the year's batch

of football titles through a

full-season simulation.

This year, I picked

MADDEN 2000 and NFL
FEVER 2000 as the offi-

cially-licensed prediction

makers.

Unless the two games
know something we
don't, the regular season

featured surprises in both

cases. In addition to pre-

dicting that the 49ers

wouldn't even make the

playoffs, and that the sur-

prising Tennessee Utans

would win the AFC

Central, NFL FEVER

2000 predicted that the

Vikings and the Broncos

would make the Super

Bowl with the Broncos

running away with it,

27-14.

MADDEN 2000 saw
things a little differently in

one regard. The Broncos

went out in the first round

of the playoffs in this sea-

son sim, and the Jaguars

somehow played their

way into the Super Bowl

against the Minnesota

Vikings.

Something that worried

us is that MADDEN 2000
also saw the 49ers fail to

make the playoffs. Here's

a word to the wise: If this

by George Jones

Microsoft isn’t even competing right now.

(Side note; NHL 2000, which should be

coming out soon, takes the game back to

its early, faster-paced, shoot-it-out roots.)

Advantage: EA Sports

Football is a closer contest than I originally thought, given

the MADDEN series’ noble lineage. MADDEN 2000 definitely

has the bells and whistles—like the totally unique Great

Moments mini-game, and 32-season career modes. It also has

years of development behind it, which means you'll see

unparalleled defensive play. To Microsoft’s credit, they didn’t

just reverse-engineer MADDEN; the design team really put

forth their own vision of digital football. It

shows. NFL FEVER 2000 looks and plays

more realistically, and incorporates a

layer of graphical detaU I’ve yet to see

anywhere else. If you’re into faster

action and attitude, choose MADDEN.

If you’re more into realism, it's NFL
FEVER.

Advantage: Tie

[Hoops j

NBA LIVE 2000 has better graphics,

and two of the coolest features I’ve

seen in a basketball game. You can

play with players from the NBA’s past,

including Chamberlain, Magic, and Bird,

and you can play with any of these leg-

ends—or any other NBA player—in a one-

on-one schoolyard mode. Although

Microsoft’s NBA INSIDE DRIVE does play

more like the real-life sport it simulates, the

game lacks some visual appeal—as well as

the classic players, free-agent salary nego-

tiations, and the flavor of the game.

Advantage: EA Sports

BasebaU
Nolo contendere. The competition here

isn’t even close. TRIPLE PLAY dominates

MICROSOFT BASEBALL. But TRIPLE PLAY

isn't the finest baseball game around any-

more. That title belongs to HIGH HEAT
2000 ,

Advantage; 3DO

The frightening thing about aU this for

EA Sports is that Microsoft, unlike the

VR Sports of the world, will keep plug-

ging away until they figure out the for-

mula for success. It’s up to Electronic

Arts to determine what happens—it's

their battle to lose. If EA maintains an

aggressive focus on balancing fun versus

realism, and doesn't develop conserva-

tively, Microsoft may find itself unable to

easily dominate the sports arena.

And for PC gamers, a competitive genre

is much more fun. PlayStation owners

know what I'm talking about—PSX football

games got much better when NFL
GAMEDAY came out. 033

C i— .

Could be the Vikings’ year.

actually happens, the

resulting depression here

in the Bay Area might

trigger the big Internet

stock crash everyone's

been expecting.

Once again, we will try

to convince the maga-

zine's publisher to buy us

a satellite dish so that we
can “keep track" of how
well these games model

the real NFL season, and

we’ll let you know how
the two games fare over

the course of the next

four months.

• nnMPiiTEn gaming worlh
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"At Cisco lioutcainl>

we lenriiei] iniilti-

[notocol rniili?ig.

Configuring iP was

a l>it lainiliar. But

we also iteccled to

configure IPX ami

AppleTalk, which

was completely

foreign to me.

Through a lot of

troubleshooting

ami ic’orking along

with my teammates,

we got the whole

nettvork up and

ruiwing, ”

- Mark, age 1 7,

Cisco Networking

Acadeiny student

There are 58 openings

in pro basketball.

There are 346,000 in

information technology.

You do the math.

Basketball is a great sport. But for most kids, it’s

probably not a career. Information technology on the

other hand is definitely a hot career choice. There are

more than 346,000' IT jobs open right now. You can

help your local youth prepare for these openings through

the Cisco Networking Academy program. This 280-hour

program helps high school and college students develop

computer networking skills that will carry them either

to higher education or to their first job.

Donate equipment,

fund teacher training

or offer internships in

your community. Your

donations are fully tax-

deductible to the extent

allowed by the law.

Find out more. Call

1-800-CLS-4KIDS today.

Help support the

Cisco Networking Academy Program.

Call Communities In Schools

atl-800-CIS-4KIDSor

visit www-cisco.com/edu/cgw

COMMUNITIES^ IN SCHOOLS

Cisco Svstems

IITAAI.







CHIPS&BITSmc. New Releases!
Drakan PC $39.99
Braveheart PC $29.99
Starfleet Command PC $48.99
Legacy of Kain 2 PC $29.99

GAMES: ADVENTURE

Hype: Time QUBSl 10/99

Indy Jonas InlrnlMcline 09/99

Jack Orlando 12/99

Journeyman Prolect 3 02/98

:Call

Longesi Journey 10/99

Mysl2:Fliuen 11/97

Noclutne 10/99

Omikton; Nomad Soul 02/00

Quicasi 09/99

Pharoah 10/99

PiritesI Gold 02/99

Prince ol Persia 3D 09/99

Ouesi lor Glory S 12/98

OuesI Glory S' Oxp Pk 0899

Real Neverendirrg Story 10/99

Renlal

Return 10 Krondor 12/96

Ring 07/99

Scooby-DooiMyst Fun Pk IQ/99

Sdadow Man 08/99

Siarsnip Titanic CM/98

Sir Trk: SFA SIrgcCmmd 05/99

Tender Loving Care 06/99

Tome Trouble 10/99

Traitor's Gale 09/99

Wheel 01 Time 10/99

Wild Wild West 11/99

ZorVNemesls 04/96

S38 9

5399

$12.9

S24 9

$26.9

$39.9

$48 9

$42.9

$199

12/98 $19.99 TMtDrtMS ICMO I

12fl7 $34.99 Test Drive Oil Road 3 11/99 $

03^9 $17.99 Top Gun 2 Hornets Nest 01/99 S

$38.99 WarOIrdsZ 04/99 S

11/99 $48.99 Wing Comm 5: Prpc/Gld 10/98 S

03/99 S22.99 Wings ol Destiny 01/00 S

11/99 $44.99 World W
11/99 $49.99 X-Com Interceptor

'SU-Z7: FLANKER 2.0' Russian

satellite Imagery Is used to generate

detailed, 30 world with lully tex-

ture-mapped terrain. Boasting a

dynamic mission editor, Flanker 2,0

irovides users with a leellng ol

otal immersion In a realistic theater

of operations. Players can engage

16 -player network battles via a

.AN, or 2-player head-to-head

tights over the Internet!

Vlindscape/SSliSimulation)

Release; 12/99^«f,*,*,v
PC CD

COMPUTER GAMES: HARDWARE

DONKEY KONG' He'S big.

He's bad. He's back. Eight

worlds, over 30 mini-

games & 3 new characters.

There are 109 special

moves available, & you'll

have to master them all

before you reach the end

of the adventure. Power-

ups like peanut pistols,

pineapple launchers & fruit

grenades add a frantic

shoot 'em up quality to DK

64.

Nintendo (Adventure)

-RESIDENT EVIL 3: NEME-

SIS' Caught In a town crawl-

ing with flesh eating zom-

bies. our heroine. Jill

Valentine, must rely on

brute force and cunning to

find a way to escape alive.

Features more zombies,

e terror & even more

evil

Capcom (Adventure]

Release: 11/99,
"

NG4

Ace Combat 3

Broken Sv/ord 2

Clock Tower 2

Cool Boetders 4

09/99 $46.99 Sledstorm 08/99 $39.99

10/99 $44.99 Star Wars Phantm Menca 09/99 $46.99

10/99 $39.99 SulkDdin2 09/99 $4699

11/99 $42.99 Test Drive 6 09/99 $42.99

9 $52.99 TWiaisd Metal 4

9 $44.99 Vigilante 8 2 Odense

9 $44.99 WCW Mayhem

9 $42 99 Wipeouts

9 $46 99 X-Files

9 $44 99 Xena Warrior Princess 09^9 $42 99

9 $39.99

11/99 $42.99

11/99 $42.99

09/99 $42.99

09/99 $44.99

10/99 $4099

11/99 $42 9 I
NINTENDO 64

30l>Viiodoo3 3000 AGP 04/990174.99

30liVoodoo3 3S00 09/99 $249.99

CH F16 Combatstick 11/96 589.99

CHF-ieComblsIkUSB 08/99 874.99

CH FlghtSImYka USB LE 08/99 $99.99

CHFIIghI Sim Yoke USB 10/99 $94.99

CH Gamestick 30 Jysick 10/98 $46.99

CHPtoThrollls 03/96 $84.99

Cr1«3Q BISlSvo4 32 AGP06/99 $129.99

Cnv30BlstrniVATNT2 09/99S1B9.99

Cnv3DBIslrRIVATNT2UIII409/99$214.99

Dlsmond Monslar 30 II VooDoo2 8 MB

Graphics Accelerator 04/98$129.9g

Gravis PC Gm Pd Pro USD 03/99 $21 .99

Diamond Monster MSB 03/98 $49.99

Diamond Monster MX30001/99 $89.99

Diamond Viper V550 AGPgi/99 $149.99

OmndVprV77aUllAGP D6/99 $229.99

EverGIdAIIckPdID.S 08/99 518.99

EvsrGId Mousing Pad 9' 08/99 $12.99

3 $42.99 AtmyMen:SargesHeroes09/99 $54.9i

Mad CaU Panihei 01/98 $29.

Mad Gala Panther XL 01/96 $55.

Malroi Mlllnm 0400 MAX09i99S2a9.

Mairo Mllm G200AGP8M612/98S12g.

MS Sidewinder FFWhl 10/98 $155.

MS SIdeWndr Dual Sirk 10/99 $48.

MSSIdeWndrGPadPro 10/99 $48.

MS SWndr FS1I PraPad 10/98 $85.

S3 Savaged PRO 32 04/99 $199.

Sallek Cyborg 3D Jsik 11/98 $52.

Sailek Cyborg 30 Pad 11/98 $39.

Sallek Cybrg 3D JsIk USB 12/98 $55.

Sallek P120 PC Pnd 07/99 $9.

Sallek P20DD TUI Pad 97/99 $44.

Sallek R10Q Racing WhI 07/99 $49.

Sallek R4 Racing WhI 12/98 $92.

Sallek STIIODynmcStk 07/99 $19.

Sallek USB Hub 10/99 $39.

Sallek X-36TSvslem 12/98 $69.

Sailk P75D Dgll cm Pd 07/99 $29.

Goemon's Great Adv.

08/99 $42.99 Hoi Wheels

I 10/99 $39 99 Hybrid Heaven

11/99 $4299 J:1 Force Gemini

!s 11/99 $48.99 Legend of Zelda

10« $4299 N64 Conitollet Assli

11/99 $42.99 H64 Syttem Purple

06/99 $54.99

06/99 $54.99

06/99 $52.99

ICV99 $ 54 99

11/98 $3999

CdIis10/96 $26.99

11/98 $ 99 99

DREAIVICAST j |
PCtBUHDLES

1/99 $44.99 NASCAR 2000 09/99 $64.99

!/99 $44.99 NBA Showtime NBA/NBC 11/99 $59.99

08/99 $64.09

Casllevania Resiitrcctn 11/99 $49.99

DreamcasI System 09/99S1S9.99

DreamcaslVi5ualMemo/y09/99 $29.99

House ol the Dead 2 09/99 $46.99

Mad Can Dream Biasisr 09/39 $24 99

Mortal Kombat Gobi 09/99 $49.99

Power SlOhe 09/99 $49.99

Resident Evil Code Vi/on 01/00 $49,99

ne Year

Pek 10/99 $28!

Coll 2 01/99 $37.!

02/99 $59.!

ipaceGold 08/99 $38!

01 Year Ed 07/99 $39!

rnTril 04/98 $39!

Compilation n/98 $29!

>ack 01/99 $29!

09/99 544.99 Worms Armageddon

12/99 $64.99

10/99 562.99

11/99 552.99

11/99 $5699

Sonic Adventure

Soul Calibur

Suzuki Extreme Racing

Tiickslyle Skalebrd

Virtua Fighter 3

09/99 $43.99

09/99 $48.99

10/99 $46.99

09/99 $49.99

09/39 $49 99

Quako Quad Damage 05/99 $34!

Siarcralt Sill Chest 12/96 S44.<

Starsioge Tribes Exir ii/99 $54.!

Tol Annihiltn Comm Pk 11/98 S48!

WarCratlBlIIChstPltnm 11/99 $54!

CGWII99PI



Eidos (Strategy)

Release: 9/99

PC CD

Coming Soon!
Diablo II PC $48.99
Quake 3 Arena PC $48.99
Tomb Raider 4 PC $38.99
Messiah PC $39.99

COMPUTER GAMES: STRATEGY

'AGE OF EMPIRES II: AGE OF
KINGS' Proceed from the Dark

Ages to (he Fuedal. Castle. &
Gunpowder Ages in 13 civilizations.

Create formations & garrison units,

& choose directions. Board & cap-

ture ships, & choose unit beh

dom maps, campaigns, & scenar-

ios. Separate economic & military

diplomacy.

Microsoft (Strategy)

rw . i .v Release: 10/99

PC CD

Warms ArmigMdon 06/?9 $28 99

COIVIPUTER GAMES: ROLEPLAYING i|| fa , 3i. COIVIPUTER 6AIVIES: WAR , . .1
Asheton’s Call 12/99 S48.99 RageolMagesZ

* — * —
BaldrsGaleEipPKZ 02/00 $23.99 SsplerraCore

Baklrs Gate: Tale Swrd Cstl)5/99 $19 99 Silver

BaidurGaieCliptrliZ 07/99 $12.99 Swards 4 Sorcery

Baldirr's Gale 12/95 $39.99 Swards of Heroes

Blaze 4 Blade 10/99 S25.99 The Summoner

Dark Stone 08/99 $38 99 Throne of Darkness

1/99 $45.99

•PLANESCAPE: TORMENT' The

producers ol Baldur's Gate Intro-

duce Ihe 1st computer RPG set in

the AO&D Planescape campaign

v/orld. An epic story of an immortal

character v/ho, sullering from

amnesia, searches for his past,

idenlity and desliny. Curiosity, fear,

greed, survival, self-defense and

revenge drive the character toward

an unforgettable end.

Interplay (Roleplaying)— Release: 11/99

PC CD

FREE GAME OFFER!

Hot Deals!
Thief PC $29.99
Red Baron 2 PC $ 9.99
Master of Orion 2 PC $ 9.99
Final Fantasy VII PC $19.99

www.chipsbits.com

or call 1-800-699-4263
Source Code 11188

Eidos (Roleplaying)

Release: 11/99

PC CD

•REVENANT' is a Dark Fantasy

Adventure/RPG that will tmmerse

you in a stunning environment

Interact v/lth over 40 characters as

you choose weapons, spells, armor

and magical items, and battle hand

to hand in the 3D lighting tradition.

All the realism & excitement of an

adventure with the exploration,

character development, and gaming

longevity of an RPG!

CUTTHROATS; TER-
ROR ON THE HIGH
SEAS’ Command a pirate

jShip, with a crew of

I

scurvy knaves, a handful

I

of cannon, and the whole

I

of the Caribbean to plun-

der. You'll attempt to

make your (ortune by

engaging in terror, vio-

lence, robbery and extor-

tion. Fight realistic bat-

tles with 6 types of cus-

tomizable ships. Raid

coastal towns; explore

the Caribbean: bribe,

threaten, & extort; trade,

buy supplies, fence

stolen goods: build your

fleet & expand your

army.

ROLE PLAYING BOARD GAMES

'COMMAND & CONQUER 2:

TIBERIAN SUN' New engine,

improved controls, dynamic 30 ter-

rain. & multiple levels ot warfare.

Interactive & kinetic battlefield, ion

storms. Ice fields & more Play solo

skirmishes or take on your comput-

er in full Campaign Mode. Connect

v/ith up to 8 friends over IPX or

LAN, or one-on-one over modem

Westwood (Strategy)

Release: NDW
PC CD

'PANZER GENERAL Ilf: ASSAULT'

Features a new game system and

simplified interfece In a lull 3D
wodd. Dynamic lighting, true line ol

sight, and customizable leadership.

Four major campaigns on Ihe

Western Front (including North

Africa) v/ith over 200 units and 20

special Leader abilities. Alterable

terrain (forests can burn, cities and

airfields can be destroyed).

Mindscape (War)

Release: 10/99

PC CD
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3DO Co. Army Men III 128
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Eidos Interactive Tomb Raider; The Last Revelation 48-49
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COMPUTER

Contact Account Executive Tal lie Fishburne

at 415.357.5226; tallie_fishburne@zd.com

ADULT CD-ROM • DVD • MPEG • CDI • VMS VIDEO OVER 1,000 TITLES

VISIT US AT: www.MidnightCD.com
E-MAIL: Sales@MidnlghtCD.com

PHONE « FAX « E-MAIL FOR FREE DETAILED BROCHURE
• CD-ROM INTERACTIVES / GAMES - - DVD INTERACTIVES / GAMES -

ACE IN THE HOLE S39 SAMURAI P'RVERT 2 DVD S39
B-TTBOVZ BLACKJACK (GAY) S39 VIRTUAL S'X WITH JENNA DVD S39
CYBERSTRIP BLACKJACK S39 - OVD MOVIES
CYBERSTRIP POKER S39 AWESOME ASIANS DVD S19
DIVA X: KAROU S39 BLUE MOVIE; WICKED JENNA DVD S29
DIVA X; TAYLOR S39 COLLEGE GIRLS DVD S19
DREAM MACHINE 2 S39 CONQUEST DVD S29
HOT & BOTTLED (3 DISK SET) S39 FRESHMAN FANTASIES 1 DVD S24
POKER PARTY S39 ROCKl ROADS WT DREAMS DVD $24
REFORMATORY (GAY) $37 • CD-ROM STILLS / IMAGE DISCS
ULTRA VIXEN 2 $39 ACTRESSES UNCOVERED $29
VIRTUAL S'X WITH ASIA CARRERA $39 ADULT IMAGE LIBRARY 2 (2 DISCS) $25
VIRTUAL S'X WITH JENNA JAMESON ..S39 ASIAN APPETITE 3 $19
VIRTUAL S'X WITH ROCKl ROADS $39 PRIVATE GIRLS SCHOOL $22

VISA • MASTERCARD • AMERICAN EXPRESS • CHECKS • M/O's

OUDKR TOLL FREE AT: 8 0 0 5 I 1 - 1 1 2 3
or 323-468-9460 or FAX: 323-468-9464

MIDNIGHT CD, 7336 SANTA MONICA BLVD. - PMB 734
LOS ANGELES, CA 90046 - U.S.A.

FREE SHIPPING WITHIN U.S.A. ON ANYTHING IN THIS ADlii

CDAccess.com 1-800-959-5260^ 1-408-366-6700 V

1.408-366-9066 F

You Want Games?

http://www.cdaccess.com

Imagine an IT job where

you get world-class training

and your department is never

under-staffed. ^

Or go to ^

^

dice.com and c )

actually find one.

^tUee£om
High tech jobs online

110,000 high tech jobs, including your next one.

AN EARTHWEB SERVtCE

WHOIESALE S0F1WARE DISTRIBUTORS
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by Jeff Green

Johnnv Levels Up
The King is Gone, but He’s not Forgotten

Things fall apart; the centre cannot hold

-William Butler Yeats, "The Second Coming" (1921)

H ow do you begin a column about Johnny Wilson?

With a joke, perhaps, to pay tribute to his unre-

pentantly raunchy sense of humor? With a memo-
rable anecdote from times past, to acknowledge his 15-

plus years at Computer Gaming World? Or how about

with some kind of erudite, literary quote to set the tone

and establish a conceptual framework - the kind of

thing Johnny always did in these pages?

The problem, unfortunately, is that whichever way
you choose to begin, you're almost certainly doomed to

failure. Because nothing you could write in one page

could possibly do justice to a man who has been so

closely identified with, and done so much for, this mag-

azine. So you might as well go for the literary one. It’ll

make you look smart for the chicks - and Johnny could

always appreciate that, too.

As it turns out, this Yeats guy knew what he was talk-

ing about. The center cannot hold forever, even at a

computer gaming magazine. Johnny Wilson, CGWs long-

time editor-in-chief and patron saint, has moved on. And
why should you care? Because you wouldn't be holding

this magazine in your hands right now were it not for

his extraordinary, near two-decade long career here.

Way back in 1982, when Johnny first started working

for CGW, gaming was still a young, humble, hobbyist's

medium; a subculture of a subculture, Gaming was far

from mainstream entertainment - it was the arcane,

funky new refuge of chess club and Dungeons

and Dragons veterans. Guys like Richard

Garriott and John Romero were not yet

celebrity superstars, just geeky programming
guys writing code late into the night.

The early CGW reflected this: amateurish,

pamphlet-sized, with ugly black-and-white

artwork. Johnny's first review was for a game
called HORSE RACING CLASSIC for the Apple,

which he called “a darn good party game."

From such humble beginnings, Johnny ascended the

ladder from writer to Associate Editor to Editor, and

eventually to Editor-in-Chief. Along the way, he helped

shepherd the magazine from an underground geekfest

to a mainstream international publication with hundreds

of thousands of readers. He saw the industry grow and

mutate into something radically different from what it

was, and he took CGW through this same process -

heroically struggling to straddle the line between satis-

fying older readers, while giving newer readers some-

thing they could relate to. Maybe he didn't succeed all

the time, but he damn sure never stopped trying.

What is important about Johnny Wilson is this: He
taught the entire industry that though computer games

may be, in the grand scheme of things, a rather frivo-

lous business, that doesn’t mean we can't think about

them and write about them with intelligence, and pas-

sion, and a strong sense of integrity.

It was Johnny Wilson who insisted that all reviewers

finish a game completely before writing a review. To him,

anything less was half-assed and irresponsible - the

equivalent of writing a movie review after walking out

halfway through. It was Johnny who for years refused to

preview a game unless we had playable code. Long after

CGW's competition began escalating the war to grab

"exclusive" previews, Johnny stuck to his guns - over

the protests of his own staff and superiors - not wanting

to participate in what he saw as empty cheerleading for

games that might ultimately suck.

Johnny Wilson obsessed over every page of every

issue that he ever worked on. I've never met anyone

who took his job more seriously. He could not bear to

see us print something that was incorrect. He'd fret in

his office for days, with the door closed, if he perceived

that we had blown it somehow. It was sometimes

painful to watch.

Market realities forced CGW to evolve over the years,

but Johnny always fought to ensure that that evolution

never took place at the expense of the magazine’s

integrity. He was a warrior and a visionary. He worked

ceaselessly. He never gave up. even when he wanted to.

He also did the best Elmer Fudd I've ever heard.

Johnny Wilson is alive and well. Actually, with a new
wife, home, and job, he’s probably more alive and more

well than he's been in at least five years. So don't feel

sorry for him. Feel sorry for his new bosses instead,

because, unless he’s undergone a radical personality

change, he's going to start giving them all hell before

they know what hit them.

Don’t feel sorry for Computer Gaming World, either.

Because the thing is, Johnny Wilson hasn’t really left at

all. His heart and soul are infused on every page of this

magazine. He taught us all everything we know. He
was, and is. The Man.
Thanks, Johnny.

What Jeff does realize is that if it iveren 't for Johnny, he'd

still be reviewing networking cards for Macintosh magazines.

Jeff thanks Johnny for that, too. Send email to

jefCgreeniS’zd.com.

..you wouldn’t be holding this

magazine in your hands right now were

it not for Johnny Wiison’s extraordinary,

near two-decade iong career...0
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Your stereo hos reason for concern. Because we can customize your Dell "Dimension'^ PC into a true music monster.

The pre-tested and foctory-installed jukebox software lets you download MP3 files off the net and convert your CD

collection. The 512 Voice audio card, combined with the jukebox software provides near CD quality playback. And

you can store your entire CD collection on o roomy hard drive and create play lists; no more fumbling for ihot

CD you just knew you had yesterday. It's one more benefit of the Dell^me total ownership experience. A
complete resource for products and services that make it easy for you to get the most out of technology.

DELL4me
II

YOUR THOUGHTS EXACTLY.

NEW DELL^ DIMENSION^ xpsb600‘
The Audiophile’s Nirvana

Inter Pentium' III Processor at SOOBMHz 64MB PC700 RDRAM at 356MHz 512KB Integrated L2 Cache

13.6GB‘ Ultra ATA Hard Drive (7200 RPM) 17- (te.G" viewable. .26dp) M7a0 Monitor

NEW32MB NVIDIA TNT2 M64 4X AGP Graphics NEW ASX Max’ Variable CD-ROM Drive

FREE Upgrade to NEW SB Livel Value Digital with MusicMatch Jukebox Enhanced software offer

• A/£W Harman Kardon HK-595 Surround Sound Speakers with Subwoofer (Not Shown)

3Com’ USRobotics v.90 PCI Telephony WinModem"
A/EWI-Year Dellnef Internet Access’* with 20MB of Online Backup”

3-Year Limited Warranty’ 1-Year At-Home Services’

^ too $66/Mo..48 Month Purchase Plan”
aBE*VALUECOD£;89333-501021s

Upgrade your ears:

20.4G8‘ Ultra ATA Hard Drive (7200 RPM). add S84 Sony 4x/2x/24x

CD-RW Drive, add S199 RIO 500 Portable Digital Audio Player, add S269

WWIV.DELL.COM/DELL4ME 1.8 0 0.5 3 1.275 2

BE DIRECT™

OeLL
www.dell.com

Pentium®///

*Please contact your sales representative for more information as estimated ship dates will exceed 30 days.

”48-Mo. Purchase Plan offered through Dell Financial Services LP., 14050 Summit Dr., Austin, TX 78728, to qual-

ified consumers. Only available in the 50 U.S. states and District of Columbia, except AR & MN. Availability

may be limited or offer may vary in some states. Advertised payments are based on sales prices depicted for

48-mo. term at 18.99% APR, with approved credit. Excludes taxes & shipping charges which vary (For example,

based on sales price of S2199 for a desktop system, the total of sales taxes and shipping charges via 3- to 5-

day ground to Hartford City, IN would be S204.95 [includes sales taxes of S109.95 and shipping charges of

S95.00].). Taxes and shipping charges due with 1st payment unless included in the amount financed, in which
case your monthly payment will be higher.



BRINGING GRE4T V/ALUES HO/ME

NEW DELL* INSPIRON'-^ TsooNotebook

Mobile Desktop

Intel* Pentium* II Processor at 400MHz
15" SXGA+ Active Matrix Display

64MB SDRAM lOGB' Ultra ATA Hard Drive

Removable Combo 24X Max' Variable CD-ROM and

Floppy Drive

2X AGP 8MB ATI RAGE Mobility’"-? 3D Video

3D Positional Sound with Wavetablo

Internal PCI 56K Capable" v.90 Fax Modem
NSW 1-Year 0611061“ Internet Access'* with 20MB of

Online Backup"

4 O Q 70 S89/Mo., 48 Month Purchase Plan”

^ ^ V/ V aB£-VAi.UcCODE:89334-801029f

Dell Recommended Upgrade;

Removable Combo 6X" Max Variable DVD-ROM add S169

Removable Iomega ZIP 100MB Drive for MegaBay, add S139

Port Replicator, add S159

USE THE POWER OF THE E-VALUE’' CODE.
Match our latest technology with our latest prices.

Enter the e-VALue code online or give it to your sales

rep over the phone, www.dell.co m/e value

NEW DELL* INSPIRON"' 7500 Notebook

Mobile Desktop

Intel* Celeron’" Processor at 466MHz
15" XGA Active Matrix Display

96MB SDRAM
6.4GB‘ Ultra ATA Hard Drive

Removable Combo 24X Max’ Variable CD-ROM and Floppy Drive

2X AGP 8MB ATI RAGE Mobililv'"-P 30 Video

3D Positional Sound with Wavetable

Internal PCI 56K Capable" v.90 Fax Modem

^^COO '>r‘ S78/M0..48 Month Purchase Plan"^ E-VALUE CODE: 8S334-801025

Dell Recommended Upgrade:

128MB SDRAM, add $99

NEW 1-Year Dellnet" Internet Access" with 20MB of Online Backup,'* add S129

Deluxe Nylon Carrying Case, add S39

NEW DELL* INSPIRON'^ 3700 Notebook

Lightweight, Light Price

Intel* Pentium’ II Processor at 400MHz
14.1“ XGA Active Matrix Display

64MB SDRAM 4.8GB‘ Ultra ATA Hard Drive

Modular 24X Max' Variable CD-ROM
2X AGP SMB ATI RAGE Mobility’"-Ml 3D Video

3D Positional Sound with Wavetable

56K Capable" v.90 WinModem PC Card with XJACK
NEW 1-Year Dellnet" Internet Access" with 20MB of Online Backup”

Custom leather case

<t SBVMo., 48 Month Purchasa Plan"^ZOYY ‘SKE-VALUECODE:B9334-B01026q

Dell Recommended Upgrade:

Upgrade to 6.4G6‘ Hard Drive, add S99

Hasbro Interactive Family Gaming Bundle,” add $79

HP* DeskJet* 895. add $299

NEW DELL* INSPIRON'^ 3700 Notebook

Lightweight, Light Price

Intel* Celeron'" Processor at 433MHz
14.1" XGA Active Matrix Display

32MB SDRAM
4,8GB‘ Ultra ATA Hard Drive

Modular 24X Max’ Variable CD-ROM
2X AGP SMB ATI RAGE Mobilitv''-M1 3D Video

3D Positional Sound with Wavetable

^ IOOO Seo/Mo.. 48 Month Purchase Plan"
^1 YYY ao E-VALUE CODE: 89334-801019

Dell Recommended Upgrade:

56K Capable" v.90 WinModem PC Card with XJACK
64MB SDRAM

Add S189 E-VALUe CODE: 89334-801021c

Pentium®///

All Inspiron Notebooks include: MS Works Suite 99 Software

McAfee VirusScan 4.02 MS Windows* 98 SE

Lithium Ion Battery Inspiron Set-up Video

3-Year Limited Warranty*

”48-Mo. Purchase Plan offered through Dell Financial Services L.P., 14050 Summit Dr., Austin, TX 78728, to

qualified consumers. Only available in the 50 U.S. states and District of Columbia, except AR & MN. Availability

may be limited or offer may vary in some states. Advertised payments are based on sales prices depicted for

48-mo. term at IS.SS'Vo APR, with approved credit. Excludes taxes & shipping charges which vary (For example,

based on sales price of S2199 for a desktop system, the total of sales taxes and shipping charges via 3- to 5-day

ground to Hartford City, IN would be S204.95 [includes sales taxes of SI 09.95 and shipping charges of S95.D0].).

Taxes and shipping charges due with 1st payment unless included in the amount financed, in which case your

monthly payment will be higher.



NBW DELL' DIMENSION^ xpseeoo*

Cutting Edge Performance

Intel* Pentium* III Processor at SOOBMHz 512KB Inlogratod L2 Cache

64MB PCSOO RDRAM at 400MH2 13.6GB' Ultra ATA Hard Drive (7200 RPM)

17" (16.0' viewable, .26dp) M780 Monitor

/V£kV32MB NVIDIA TNT2 M64 4X AGP Graphics

AfEl^SX Max" Variable DVD-ROM Drive

FREE Upgrade to NEW SB LIvel Value Digital with MusicMatch Jukebox

Enhanced software offer

harman/kardon HK-195 Speakers

3Com* USRobotics v,90 PCI Telephony WinModem'’

NEW 1-Year Dellnet'" Internet Access’* with 20MB of Online Backup'*

(t ^ IOO ses.rMo., 48 Month Purchase Plan”
bB ‘•VALUECOOE; 89334.501021a

Dell Recommended Upgrade:

NEW Microsoft Natural Keyboard Pro, Doll Edition

Sony 4x/2w24x CD-RW Drive Altec Lansing ACS-340 Speakers with Subwoofer

Add S299 E-VALUE CODE: 89334-501024u

The DelUme total ownership experience;

0 complete resource for products and

services that make it easy for you to get

the most out of technology.

DELL4me

SOFTWARE'. Dell offers a variety of software multipacks designed for work, education or

play. Fast Track Game S-Pack, featuring Star Wars Rogue Squadron, S99 Quicken Power

3-Pack, S79 Choose from one of four Education Packs, S79

PRINTERS'. Dell simplifies your life and ensures compatibility by pre-installing printer drivers”

on your new Dell PC. HP 895 Printer, S299 Other brands and models available, starting at S129

CAMERAS AND SCANNERS: Dell offers you the tools you need to take pictures and

archive images on your hard drive instead of in a shoebox. Send pictures and video to friends

and family via e-mail. HP 4200 Cse ScanJet, S199 Logitech* Digital QuIckCam* Home Video

Camera, S99 Fuji MX1200, S299

SERVICE AND SUPPORT: Dell offers you the help you need when you need it, via phone

or online. 24x7 phone and online tech support Premier 3-Year At-Home Service', add S99

Support.deli.com for innovative online support tools

INTERNET ACCESS AND SERVICES: Dell offers you access to the Internet as well as

online services and resources designed to help you make the most of your PC. Dollnet”'' Internet

access’* with 20MB Online Backup” Simple drag and drop website creation tool with 12MB
storage Over S100 worth of special offers for Dell customers with popular online retailers.

PAYMENT SOLUTIONS: Dell offers several payment options designed to fit a wide

range of customer needs. Dell Platinum Visa* 48-Month Purchase Plan" E-Check (automatic

checking withdrawal)

NEW DELL* DIMENSION* xps b533‘

Cutting Edge Performance

Intel' Pentium* III Processor at 533BMH2

64MB PC700 RDRAM at 356MHz
512KB Integrated L2 Cache

13.6GB‘ Ultra ATA Hard Drive (7200 RPM)
17" (16.0" viewable, .26dp) M780 Monitor

WEW32MB NVIDIA TNT2 M64 4X AGP Graphics

NEWiSX Max” Variable CD-ROM Drive

FREE Upgrade to IVEWSB Livel Value Digital with

MusicMatch Jukebox Enhanced software offer

harman/kardon HK-195 Speakers

3Com* USRobotics v.90 PCI Telephony WinModem”
NEW 1-Year Dellnet*' Internet Access'* with 20MB of

Online Backup'*

^ I O SB4/Mo„48 Month Purchase Plan”
/ y 7 So E-VALUE CODE; 89334-501017

Dell Recommended Upgrade:

/V£W32MB Diamond Viper V770D NVIDIA "Ultra"

4X AGP Graphics Card

NEW8X Max’ Variable DVD ROM Drive

100MB Zip Drive with One Disk

Add S279 E-VALUE CODE: 89334-501020u

DELL* DIMENSION* xpst450
High Performance, Great Value

Intel* Pentium* Ml Processor at 450MH2
64MB 100MH2 SDRAM 512KB Integrated L2 Cache

6.4GB' Ultra ATA Hard Drive

17" (16.0" viewable, .26dp) M780 Monitor

16MB 3DFX Voodoo3 3000D AGP Graphics Card

40X Max' Variable CD-ROM Drive

Yamaha XG 64V Wavetable Sound

harman/kardon HK-195 Speakers

v.90 PCI DataFax Modem”
NEW 1-Year Dellnef Internet Access'* with 20MB of

Online Backup”

$1299 -a
539/Mo.. 48 Month Purchase Plan”

E-VALUE CODE: 89334-501012

Dell Recommended Upgrade:

• 32MB Diamond Viper 770D NVIDIA AGP Graphics

Turtle Beach Montego II ASD"" 320V Sound Card

NEW Harman Kardon HK-595 Surround Sound

Speakers with Subwoofer

Add S219 E-VALUE CODE: 89334-501015u

DELL* DIMENSION* L4ooc

Affordable Desktop Solution

Intel* CQleron"" Processor at 400MH2

32MB 100MHz SDRAM 128KB Integrated L2 Cache

• 4.3GB‘ Ultra ATA Hard Drive

NEW 15" (13,8" viewable) M570 Monitor

Intel 3D AGP Graphics

40X Max' Variable CD-ROM Drive

SoundBlaster 64V PCI Sound Card

harman/kardon HK-195 Speakers

v.90 PCI DataFax Modem"
NEW 1-Year Dellnef" Internet Access'* with 20MB of

Online Backup”

O O O S27/Ma..48 Month Purchase Plan"

^ O Y Y VB E-VALUECODE: 89334-501008

Dell Recommended Upgrade:

64MB lOOMHz SDRAM
6.4GB‘ Ultra ATA Hard Drive

17" (16.0' viewable, .26dp) M780 Monitor

Add $159 E-VALUE CODE: 89334-501010u

All Dimension systems include:

Keyboard MS Works Suite 99 Software

Mouse McAfee VirusScan 4.02

3.5" Floppy MS Windows* 98 SE

3-Year Limited Warranty'

l-Year At-Home Service’

‘Ple3se coniact your sales representative for more information as estimated ship dates will exceed 30 deys.

Pricing not discountable. Prices end specifications valid in U.S. only and subject to change without notice. 'For a complete copy of Guarantees or limited

Warranties, write Dell USA LR, Attn: Warranties, One Dell Way, Round Rock, TX 78682. 'At-home or on-site service provided via service contract between cus-

tomer and third-party provider, and is not available in certain remote areas. Technician dispatched if necessary pursuant to phone-based troubleshooting with

technical support personnel. 'For hard drives, GB means I billion bytes: total accessible capacity varies depending on pparabng enyironmenL '17X Min. 'IQX

Min. '20X Win. "2.5X Min. "Download speeds limited to 53Kbps. Upload speeds are less |in the 30Kbps rangel and vary by modem manufacturer. Speeds also

vaiy depending on line conditions. Analog phone line and compatible server equipment required. "Includes 150 hours Internet access per month, with Si .50 per

hcurcharge foreacb hour (or fraction thereofl over ISOhours. Remote subscribers subject to additional charge of S4.83 for each hourof Dellnet service. Excludes

applicable taxes and local/long distance telephone access fees or charges. Additional Sl.OtVhour surcharge for Dellnet service in HI and AK. "Online backup

services are providedby a third party, and such services are provided subject to terms and conditions between such third penyandthecusiomar, Limited to

20MB online storage: aciditional storage space available at additional charge. Dell disclaims any responsibility for lost customer data. "Software, packaging and

documentatfon differ from retail versions. "For select Hewlett Packard printers. Intel, the Intel Insiae logo and Pentium are registered trademarks and Celeron

is a trademark of Intel Corporation. MS, Microsoft, InlelliMouse and Windows are registered trademarks of Microsoft Corporabon. 3Com is a registered trade-

mark of 3Com Corporation. HP and DeskJet are registered trademarks of Hewlett Packard Corporaton. ©1399 Dell Computer Corporation. All rights reserved.
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S I TT I N G IN 01
MY COMPUTER SHOULD
QUALIFY AS AN
EXTREME SPORT.

Your heart beats like an overbeafed jackhommer. Sweat Forms on your forehead. Your diloled left eye twitches. It's just

onolher normal afternoon sitting in front of your Dimension’ XPS B Series Desktop. It's normal because the new motherboard

on this system, combined with RDRAM, offers up to a 166% performonce gain over earlier systems. The result: stunningly

impressive streaming multimedio and awesome 3D graphics. And when you log on, you'll find that everything is faster,

smoother, more incredible and more intense, This latest technology is one more benefit of the DelUme total ownership expe-

rience. A complete resource for products and services that moke it easy for you to get the most out of technology.

DELL4me^ YOUR THOUGHTS EXACTLY.

NEW DELL'* DIMENSION^' XPSB533*
The Multi-Media Workout

Intel* Pentium* III Processor at 533BMH2 64MB PC700 RDRAM at 356MHz • 5t2KB Integrated L2 Cache

13.6GB‘ Ultra ATA Hard Drive (7200 RPM) 17* (16,0' viewable. .26dp) M780 Monitor

WeW32MB'fjVIDIATNT2 M64 4X AGP Graphics • W£IV48X Max* Variable CD-ROM Drive

Crystal 128V Integrated Audio Accelerator

• harman/kardon HK-195 Speakers 3Com’ USRobotics v.90 PCI Telephony WinModem"
NSW 1-Year Dellnef" Internet Access" with 20MB of Online Backup'*

Take a virtual tour of this system online at www.dell.conVblour

3-Year Limited Warranty’ 1-Year At-Home Service'

/ TOO ^ S54;Mo., 48 Month Purchase Plan"

^1/ 7 7 »£-VALUECODE:83332-501017m

Free Upgrade from" Crystal 128V Integrated Audio Sound to New SB Live!

Value Digital Sound Card See www.dell.com for additional promotional offers

W WIV. D E L L.COA1/DELL4ME 1.800.531.2752

BE DIRECT™

www.dell.com

Pentium"///

*Please contact your sales representative for more information es estimated ship dates will exceed 30 days.

”48-Mo. Purchase Plan offered through Dell Financial Services L.P., 14050 Summit Dr., Austin, TX 78728, to qualified

consumers. Only available in the 50 U.S. states and District of Columbia, except AR & MN. Availability may be limited

or offer may vary in some states. Advertised payments are based on sales prices depicted for 48-mo. term at 18.99%

APR, with approved credit. Excludes taxes & shipping charges which vary (For example, based on sales price of S1799

for a desktop system, the total of sales taxes and shipping charges via 3- to 5-day ground to Hartford City, IN would be

$184.95 [includes sales taxes of $89.95 and shipping charges of $95.00].). Taxes and shipping charges due with 1st pay-

ment unless included in the amount financed, in which case your monthly payment will be higher.

"Otter valid for Dell Home System Co. purchases only. Limit one per customer. Not valid wllli any other promotional offer. Offer valid 9/27/99-10/29/99.


