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Operales.
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Hold two quarters TOGETHER

and insert in stot-

- TURN^HANDLE TO RIGHT

to receive pa(*age.
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How DOES A PUDGY^ Messiah with only a
DIAPER FOR DEFENSE

BAIN ACCESS THROUGH A
LOCKED SECURITY DOOR? .

POSSESS A HOST...
HMM, THE WORKER
can't leave the
AREA EITHER.

THEN HE CAN
POSSESS THE
MEDIC SENT IN
TO AID THE
CRUSHED
WORKER, WHO

BUT HE CAN LOWER A 5 TON
TANK ON A NEARBY WORKER
AND CAUSE A BIB

''i

1 ^



The end of the millennium is upon us. The two thousandth year after

Christ. Who better to celebrate it with than "Bob", God's favorite cherub?

Where is the biggest new years celebration every year? New York

City, Times Square. Shiny, Interplay and Messiah want to send one

lucky winner, and friend, to the biggest party on Earth. Witness, first

hand, the apocalypse. If it is the end, you might as well be partying

when it happens!

Visit www.messiah.com/contest.htm to register for your chance to

win! Or send a self addressed stamped envelope to:

Messiah: End of the World Sweepstakes, P. 0. Box 36,

Ojai, California 93024-0036.

The only thing that people^vl^

be talking about next year is

how nothingicompares to

Messiah!-^ game Pro

jWhat will revolutionize the

gaming world... is Messiah's

^nique style and more than

ajlinle disturbing gameplay."

MPC Accelerator

"it's this act (possession) of not just taking on a body,

but an actual character that makes the game so unique.

- Core Magazine

Messiah ©1999 Shiny Entertainment, Inc. All rights reserveii. Messiah is

.

trademark of Interplay Productions. All rights reserved. All other trademarks_

copyrights are property of their respective owner^^^^^^
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QilOT

IN IH£ fell clutch
OF CIKCUMSTXNCe

WWW.INTERPIAY.COM/INV1CTU5

HXVe NOT WiNCtD
NOP^ CP^KD XLOUD,

VyNDePvTHF
BLUDCFONINCS
OF CHXNCe

MY HFXD IS BLOODY,
BUT UNBOWFD.

nvklus; In the Shadow of Olympus 01999 Interplay Priiduclions. Invictus, 14 Degrees East, the 14 Degrees East logo, Inicrphy. the Interplay logo, and "Hy Gamers, For Gamers-" ate trademarks of Interplay I'rodueliniis, Quicksilver and the

icksilver logo arc trademarks of Quicbilver Software Inc, Windows 95/9S are trademarks of Microsoft Corp. All other trademarks and copyrights are the property of their respective rmners. All righu resened.



^ Bring the whip

up in a fluid motion,

so the hand is well

above the shoulder.

Try to avoid hitting

your face on the

upstroke. It hurts.

ADVANCED TECHNIQUES
A Arthropod mondgement.^ Emergency levitation.Full-eontact snake charming.

He takes on snokes, traps, demons and commies. With

CLgcagfilm.Ug. 4TMiA«-fiflhls reseived. Used ijncler. authorization.



weighifrom the right foot to the left

Focus on whatever you’re trying to

fSW?!^%Wp gets one wicked wo^ouh lnSy’s back.

^ Relic snatching. Cornmie,vyeqpons extraction.
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For Windows 95/98
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Age of Empires II:

Age of Kings
What a difference an age makes„.Ensemble

Studio’s AGE OF EMPIRES II is set in the Dark Ages,

hut looks and plays like the Renaissance. Stunning

graphics and a finely-honed play balance put this

one at the top of our strategy game list. Co-design-

er Bruce Shelley adds some strategic no
punch to our feature review.

INDUCTIONS

FEATURES

C/Fli/ Hall of Fame 104

Time to build a new wing onto the hallowed halls of CGWs

Gaming Hall of Fame. We add four new games to the list, plus

our first-ever human inductee.

PREVIEWS

WARGRAFT 3

You knew it was coming. But you didn’t know just how different it would

be. Blizzard is making some bold new moves with their WARCRAFT

franchise - check it out 58

POOL OF RADIANCE

SILENT HUNTER 11 ao

CLOSE COMBAT IV 89

10 DECEMBER 1999 • cgw.gamespot.com • COMPUTER GAMINC WORLD





READ.ME 30

Two CDs packed with gobs of

gaming for your piaying pieasure!

Ultima IX: Ascension

Prince of Persia 3D

Delta Force 2

Mob Rule

Battlezone 2

Expert Pool

• Microsoft’s hush-hush gaming consoie, Sierra’s

hoo-hoo “restructuring,” and those Jocko Homos
of Deuo.

Plus News; The Good, the Bad, & the Ugly; and Mr. Sneaky strikes again.

REVIEWS
ROGUE SPEAR 117

COMMAND & CONQUER: TIBERIAN SUN 120

PRINCE OF PERSIA 3D 124

BRAVEHEART 130

DARKSTONE 135

MAODEN 2000 138

NFL FEVER... 142

SINISTAR 148

FLY! 152

NBA INSlOE DRIVE 154

Quick Hits 158

INDEPENDENCE WAR DELUXE • DISCIPLES: SACRED UNDS • SKYDIVE •

CIVILIZATION II: TEST OF TIME • CORSAIRS • MOB RULE • TIGER WOODS GOLF

FOR THE PALM PILOT

HARDWARE 166
The Ultimate Game Machine: Ten machines enter

the ring, only one walks away. In our annual

quest for the ultimate in gaming hardware, we
put ten pixel-pushing powerhouses into the ring.

And the survivor is....?

Loyd Case Upgrading your computer in the Y2K 184

Killer Rigs 188

Tech Medics 190

Hardware Reviews

Microsoft Intellimouse Explorer 194

Microsoft Dual Strike Controller 194
ActionTec USB Networking Kit ... 1 94
Entrega Ethernet USB Hub 195

Creative Labs 3D Blaster TNT2 Ultra 195

CAMER’S ED6E
SYSTEM SHOCK 2 198

DUNGEON KEEPER Designer Strategics 200

Gamer’s Edge Tips and Cheats . 206

Tips for NEED FOR SPEED: HIGH STAKES, OUTCAST, DRAKAN, WARCRAFT 2,

BRAVEHEART, AGE OF EMPIRES, E-MAIL X-COM, NEED FOR SPEED III.

214
Strategy Robert Coffey

Simulations Gordon Berg

Action Thierry Nguyen 218

Sports George Jones 220

Adventure/RPG Desslock 222

DEPARTMENTS
George Jones Where have ail the classics gone? 21

Letters [ am gamer. Hear me roar.... 24

Advertiser Index .. 229

Greenspeak More stupid editor tricks 230
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See what you inissecf on the internet

while you were surfing fer^ um^ stuff.

The best ef the Het Shew awl a whole buech more.

While you were in some dark corner of the internet, you missed a really good time. YOU DON’T KNOW JACK®-

The Net Show is the award-winning online version of the irreverent quiz show party game. We’ve

taken 800 of the best questions from the Net Show and combined them with 200

more to create YOU DON’T KNOW )ACK Offline". It features the same nuclear-

powered attitude as always, but with new gags, new graphics and a whole

new category of question— the Pissed About A Question Question. JACK

fans tell us how we screwed up, and we use their letters to ridicule them

in classic JACK style. As usual, nothing is sacred. So the next time you’re

looking for fun, forget the rubber gloves. Get YOU DON’T KNOW JACK Offline.

ilERR/\
-'attractions**

BERKELEY

Soliwara, screen graphics and pacMBiifl ©1999 Berkeley Systems, Inc. All Hlohts Beserved. Berkeley and Berkeley Systems are trademarks and the Berkeley Systems logo is a

registered trademark ol Berkeley Systems, Inc. All text and sound 01997-1999 Jellyvislon. Inc. All Rights Reserved. Ollline Is a Irademark and YOU DON'T KNOW JACK
,
Jellyvislon

and ihe Jellyvislon logo ate regisleied trademarks ol Jeliyvision, Inc. © Sierra On-Line, Inc Sierra and the Sierra Attractions logo ate trademarks ol Sierra On-Line. Inc. Artwork &

Photography ©1999 Warner Bros. 'See YOU DON'T KNOW JACK Offline or Maiiix VMS packages lor details. Video package and design ©1999 Warner Home Viita.
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Introducing the Aureal Vortex SQ Series.

Remaining feithful 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. SUinning 3D graphics. Advanced 3D audio.

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

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



The only sound cards worthy of a prince.

Who did Red Orb Entertainment turn to when they

wanted the best possible audio experience for their

smash title, "Prince of Persia 3D?"

Aureal.

Aureal blazed the path for 3D

audio on the PC with its A3D

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.

(ay;

3D
Aureal
HEAR THE FUTURE

WWW. aureal.com

www.a3d.com

POIIVERED

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

Prince of Persia* is a registered trademark and Red Orb Entertainment is a trademark of Learning Company Properties Inc. All other trademarks are properties of tfieir respective owners.



D eath comes for everyone. But it will be
DIFFERENT WHEN IT COMES FOR YOU. BECAUSE

IN THIS WORLD, YOU DOn't STOP LIVING WHEN
YOU DIE SOMEONE ELSE DDES.

They call this place Omikrdn. You arrived as
NOMAD SOUL. USING SOMEONE ELSe's BODY, LIVING
SOMEONE ELSe's LIFE. BUT WHEN THEY DIE, YOUR LIFE
CONTINUES IN THE BODY OF THE NEXT
PERSON WHO TOUCHES YOU.

Assume the role of up to
4.D DIFFERENT CHARACTERS
THROUGH "virtual
REINCARNATION."

EXPLORE A VAST 3D
WORLD, RICH WITH
CINEMATIC REALITY.

Fight in full 3D,
WITH OVER 4D
MOTION CAPTURED
COMBINATIONS AND
UNIOUE POWER
MOVES.

COMBINE PUZZLE-SOLVING,
ACTION, SHOOTING, COMBAT AND
ROLE-PLAYING TO WORK THROUGH
A DEEPLY ENGROSSING STORYLINE

Original
BY DAVID

VIRTUAL
REEVES

N/rjiJ

'SO. TO A.

^OvJA.O
-Iracieffiark of auantic Dream S.A.© 1 999 Quamic Dream SA ElOOS, EiqoS INTEfWCTIVE arnfe
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TALONSOFT'S

'Marines land in the Central Pacific

Ambush on the road to Rangoon

WHEN DYING AN HONOR...
In 1941, Japan unveiled plans

to bring the western Pacific

under its control. Suddenly, the

nations of the western Pacific

faced the most dangerous
enemy ever...men who
considered it an honor to die

in service of the Empire of the

I

Rising Sun!

Raise the flag at Iwo Jima with

I

TalonSoft’s Rising Sun’"!

Platoon-level ground war
in the Pacific ^

30+ Scenarios. 3

"Linked" campaigns

Detailed terrainjj^

includes, rice

paddies, coral reefs

and dense jungles <

Available January 2000. Check it out at your local retailer,

www.talon5oft.com or call 1-800-211-6504

Copyright© 1999 by TalonSoft Inc. Ail rights reserved.

TalonSoft^'^ is a registered trademark of TaionSott Inc.

TalonSoft is a subsidiary of Take-Two Interactive Software Inc.

n^p-
• ao -fill <3 ww

G.I.'s wade ashore on Wadke Island



EDITORIAL

What’S Going On?

No one ever sang more beautifully or with more
passion about the world going to hell than
Marvin Gaye. If you've heard What's Going On

(Motown, 1971), you know what I mean. In fact, I may have

just lost you to the daydreaming, introspective state of

mind that album can put you in. Marvin's passion regarding

the inner city, war, and even the environment creates not

just a good listen, but a transcendent experience. Why?
Because he meant every word he sang. Few albums are

capable of making you feel as much as this beautiful,

haunting epic did.

Four or five times a year, computer games are

capable of the same sort of transcendence. And
without fail, the games that glue us to our mon-
itors for hours at a time have one thing in com-

mon with What's Going On: They have creators

who truly believed in what they were doing.

It’s so tangible an aspect of a great game that

you can literally feel it, and in far more obvious

ways than music. When HALF-LIFE made you

The games that glue us to our

monitors have one thing in common -

creators who truly helieved in what

they were doing. |1

jump out of your seat in fear. When CIVILIZATION kept you

in front of your computer for 14 hours straight. When you

beat DIABLO and couldn't stop bragging about it for days.

And then there's the even more obvious proof: tired morn-

ings, bleary eyes, weary backs, and angry spouses.

But here's the problem. You can go out and buy any of

Marvin Gaye's music on compact disc right now. You can

buy several different best-of compilations. Or his box set.

But you cannot buy and play classic games like M.U.L.E.,

and unless things are different in ten years, you won’t be

able to buy and play HALF-LIFE. You can read all about

Computei Gaming World's latest inductees into the only

existent gaming HaU of Fame. But it requires a Herculean

effort to actually experience these legendary games.

We need to figure this one out—with every year that

goes by. we're losing more of our history. Like my man
Marvin would say, '“Mercy, mercy me.

"

COMPUTER GAMING WOHID • c g w .game ip d I
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Free internet multiplayer support allows

you to race against your friends

1024x768 Glide or D3D graphics bring
the racing action into sharp detail

3D positional sound allows you to hear

your opponent attempting to pass

All 28 tracks have been updated to

reflect the 1999 NASCAR^ season

drive bener
than the prOSp

Prove it.

More real tracks,

cars, and drivers.
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LETTERS
Don’t Hate Them Because They’re Beautiful

LOYD CASE = Y0DA CELS

Hey—what’s up with Loyd Case's photo in the Under

the Hood column? I mean, I know the guy's a genius

and all but why the hell does he look so smug? Every

time I look at his picture I have an overwhelming urge

to bend, fold, or mutilate someone or something. I am
usually a very calm guy, but Case’s photo definitely puts

me into a Manahurian Candidate rage.. .please help.

Anonymous via the Internet

Let appearances fool you not, What you call "smug" is actu-

ally the deep spiritual repose that comes from being connect-

ed to all silicon beings in the universe, great and small. Your

anger is a sign of your own imbalance and lack of technical

savvy. Master your anger or it will master you.

I

Separated at Birth?

I’ve been readiirg Greenspeak for a long time now and

I just noticed that Mr. Jeff Green looks a whole lot like

the late Phil Hartman. I was wondering, does he look

this way in real life or is it just that picture?

Ryan Telles

"Via Internet

It's definitely just the picture. In real life, he looks more like

this:

• r- • - -

When Readers Attack

One of the regular articles in your magazine that I

enjoy reading is the Pipeline. I am always curious

about what is coming up soon for purchase, and find it

helpful. But it's frustrating that most games seem to be

released about the same time. Why must all game compa-

nies release their products around Christmas?

In an effort to express this frustration I have a better

way for you to list the Pipeline release dates than Ql, Q2,

Q3, Q4.

Ql = We just missed Christmas, Dang!

Q2 = Boy, did we miss Christmas!

Q3 = What we reaUy mean IS Christmas!

Q4 = I hope we can release by Christmas!

Wouldn't you agree that these sayings are more descrip-

tive of what the software industry release dates are really

like?

Chuck Watson
Visalia, California

I Want My Top 100!

I
would first like to say that your magazine is great,

and I have enjoyed it for years now. 1 would like to

ask what happened to the top 100 games list where you

could see what other readers played and liked most. I

would commonly use your reviews of the game and the top

100 for deciding my purchases. Thanks, and keep up the

good work.

Charlie Reed
We received numerous letters regarding the absence of the Top

1 00 in the last two issues. You’ll be happy to know that starling

this month, it's back, in a brand new format and a new location,

the READ.ME news section.

We also received lots of letters regarding the CGW Hall of

Fame. We didn't kill it, either. Instead, we decided to give it a bit

more special treatment. We will now be inducting games (and

game designers!) into the Hall of Fame twice a year, in an extrava-

gant celebration marked by fireworks and interpretive dance rou-

tines performed exclusively for you by the CGW editors. This

month marks our first set of induclees-check it out on page 1 04.

Which 30 Card Should I Buy?

I
'm building a new computer. I have everything

picked out except the video card, and I can't make up
my mind. I love all games from NASCAR Revolution to

Descent 3. What card should I go with? My boss has the

exact same system and a Voodoo 3 AGP and it looks awe-
some. But from what I've read the TNT 2 seems to be the

24 'ECEMBER 1999 igw.g. • COMPUTER EAMIN6 WORLD
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LETTERS

way to go. So what should I get? Any insight would be

much appreciated.

Jason Love

You 're in lucir, Jason—every issue, in our Hardware sec-

tion, we address this question. Check out our answer on

page 189.

Thanks for the Memories

I
highly enjoyed your article about the 10 games
that need to be remade (October, '99). Your article

truly took me back to the glorious days of the Commodore

64, Spectrum ZX 81. Amstrad, and Atari computers. Thank

you very much for making such an effort and bringing

those beautiful memories back. I do wish, however, that

you had mentioned the following games as well (Eleven

games deleted for space/ -Ed.j:

Elite: Being the first, most detailed simulation/trade

style game, this opened up a path for countless other

games to follow.

Bruce Lee: One of the classic early arcade platform

games, and one of the first games ever to present the con-

cept of multiplayer gameplay on a single screen. Calling it

awesome would be unfair, because it is way beyond that.

Spy vs Spy: Very simple graphics, very simple game-
play, but Spy vs. Spy created tons of sleepless nights for

me and my friends. This one was one of the first great

multiplayer action/strategy games.
Impossible Mission: I can’t recall how many times I’ve

been all the way through this game, solving those damn
rectangles by collecting the puzzle pieces and running

away from robots. I've played many successful games on

the PC and other platforms which have similar concepts,

but none have come close to the excellence of

Impossible Mission.

Gunhan Kaytaz

Department of Corrections
tn last month’s cover story, we incorrectly identified

the ship date for Microsoft’s FREELANCER. The game’s
official release date is late 2000, not 2001.

in our October review of WEST FRONT BATTLE PACK 1,

we listed the publisher as 0.0.0. in fact, the publisher is

TaionSoft.

And finaily, in our October REAO.ME section, we men-
tioned WIZARDRY 8 as a game that had fallen victim to

the COW Cover Curse, Implying that the game had been
cancelled. Sir-tech Canada rang us up to inform us that

the game is only very, very late, but development contin-

ues. They even sent us a screenshot as proof:

The Star Treatment

When 1 received my October issue of
Computer Gaming World, I went right to

the cover story to get the low-down on
COMMAND & CONQUER: TIBERIAN SUN. I

assumed I was going to get a review of the

game—especially after seeing the cover, which
stated "Is TIBERIAN SUN Worth The Wait? We’ll

Tell You." But after reading the entire article, I

asked myself "So how many stars did it get?"

That was a review I just read, wasn't it? Look
at the article—you stated that you locked your-
selves into a room for days “to play the hell out
of TIBERIAN SUN." You said that after playing
the game, you felt it would live up to the hype.
You went through all the new features. You
even went into concerns about play balance.
That sounds like a review to me—so where are

the stars?

Of course there is a technicahty here—you
have stated that it is your policy not to review
games that are not finished yet. For all purposes
though, this game was finished, based on the
fact that you were playing a version that was
just days away from being finished. Maybe that

is why there are no stars here. But you DID
review this game, so why did you essentially
break your own policy AND the trust of your
subscribers?

Bill Richardson

The October cover story on TIBERIAN SUN ivas not

a review, although we originally intended it to be. At

press time, however, the game still hadn’t gone “gold”

and was in the very late beta development stages.

Since, as you correctly stated, we only review finished

products, editors Robert Coffey and Tom Price

weren't able to officially evaluate the game. We still

feel like we still answered the fundamental question,

however: Is it worth your money?
In the future, we'll be more diligent about explaining

what's going on in cases like this. And for the official

word on TIBERIAN SUN, turn to page 120.

I
n the October issue you guys did an article
on TIBERIAN SUN. In it, I noticed that you

said that the game didn’t have rally points. I

recently got the game and I found that there is

a way to rally units. When you have the
Barracks or Factory selected, press CTRL and
ALT, then point to a spot and there you have
your rally point. You can also group rally points

by selecting multiple buildings.
Tom Swift

Contact the editors at cgwietters(Szd.com.

For subscription service questions, address changes,
or ordering information, call (303) 565-B930 within the U.S. and Canada or

write cgw@neodala.coni. All other countries call (303) 604-7445 or write to Compuler Gaming

World, P.O. Box 57167, Boulder, CO B0322-7167.
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PlayStation

I f^ A Jedi Knight must

ain focu^d. tVC'-,

^

Mastery of the FoteeN

requires that one i

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

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

www.lucasarts.com/products/phantommenace

www.starwars.com

Lucasfilm I.td £» TM. All rights reserved. Used under authorization. PlayStation and the PlayStation logos are registered

trademarks of Sony Computer Entertainment Inc. 3D accelerator hardware required for PC version.

^AR.WARSr
EPISODE I

THE PHANTOM MENACE
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Next-generation shooters

like Soldier of Fortune”

demand next-generation

accuracy. Introducing the

Razer Boomslang":

• More Kills - Up to three

times the accuracy of a

normal mouse (1000 dpi and

2000 dpi available)

• Faster Gameplay - Lightning

quick, five-button control

• Deadly Precision - On-the-fly

adjustable sensitivity

Raze your gaming performance

with the Razer Boomslang...

and get ready to raze the

body count.

z e/R
boomJ'lang"

The niBUBB uiiTh insxincTS".



Read.Me
The Latest News From All Around The Computer Gaming World

X marks the Box
Microsoft Secretly Developing a PC Gaming Console

T
he push is on, and the battleground is your living

room. The combatants? Sony, Sega, Nintendo, and

now, Microsoft. Several attempts at the "Living Room
PC" have been made, but the units’ hefty price tags—cou-
pled with their not being very game-friendly—has kept the

PC in the study for the most part. But with Sony touting its

PlayStation 2 (PSX2) as a "computer entertainment sys-

tem, " a lot of people in the PC industry, including

Microsoft, are feeling very threatened. The response?

Microsoft has been developing "X-Box,” the code name for

their PC in the shape of a game console.

Microsoft has flatly denied even the existence of X-Box,

despite reports of game developers being briefed in the UK
about it. Apparently, the iron curtain of secrecy has

descended with strict orders not to talk, as evidenced dur-

ing a recent trip to Redmond, where Microsoft officials

could be seen rising in their chairs as their butt-cheeks

stressfully clenched when they denied the "rumors” of X-

Box's development. But we stOl got the goods on X-Box

from anonymous industry

sources close to the project.

Ramming Speed

The PC and the home enter-

tainment system have been on a

collision course for some years

now. Even though X-Box seems
like a logical extension of the PC, it

still opens up a huge can of questions

about the future of PC gaming. Are we
all going to be gaming in our living

rooms next holiday season? What about

upgradability? What about poor graphics

quality because the TV is used as a monitor? All good
questions, but the answers aren't clear at this point.

To some degree, the line between PC gamers and con-

sole gamers has always been a little blurry, with CGW edi-

tors and readers alike dabbling in the world of console

Playstation 2 Announced
While Microsoft Heats Up the Console Wars, Sony Announces Its Next Box

I

n 1995, few in the gaming industry

thought that consumer electronics giant

Sony would have much success with

their entry into the 32-bit videogame

console market, The PlayStation went

on to be one of the most successful

gaming platforms ever, selling over

60 million units worldwide. With Sony's

official announcement of the

PlaystationQ's Japanese launch on March 4,

2000, and North American and European launches in

the fall of 2000, few in the gaming industry are doubting that

the PS2 will be anything less than blockbuster,

Built around the 128-bit “Emotion Engine" CPU co-devel-

oped with Toshiba, the PS2 will be able to produce 66 million

polygons-per-second at peak performance. Those numbers are

ludicrously high and reflect a level of performance not seen

even in the most powerful PCs currently available. The PS2
demo of GRAN TURtSMO 2000 gameplay at E3 this year

looked amazing, almost like pre-rendered cut scenes.

The Playstation2 will be much more than a powerful next-gen-

eration videogaming machine, however. The new 24X CD-ROM
drive will not only be capable of playing PS2 and original PSX
discs (backwards compatibility is a feature that Playstation fans

with huge game libraries begged for), but will also be capable

of playing DVD-ROM and DVD movie

discs. So for about $350 (MSRP for

the launch in Japan; may be lower for

American launch) you can have a set-

top box that plays your old PSX
games, amazing-looking new PS2

games, and DVD movies. It's hard to say

at this point what kind of effect that’s

going to have on the video game industry

- much less the consumer electronics indus-

try overall - but it could be huge.

Of course, most gamers want to know about the games, and
GRAN TURISMO 2000 is the only officially-announced launch

title so far; but quite a few are already in development, includ-

ing ARMORED CORE 2, TEKKEN TAG TOURNAMENT, and

ODDWORLD: MUNCH’S ODDYSEE,
Even though it's a year away, and the Sega Dreamcast is

here now, many gamers are waiting for the PS2's arrival before

investing in a next-generation console. The DVD capablities and

backwards compatibility are pretty attractive features, but the

PS2 will still have to compete against the Dreamcast, which

should have a full head of steam by then, and the new Nintendo

and Microsoft boxes, both of which are shrouded in secrecy.

Still, the wild success of the original Playstation should give

Sony a serious boost at launch time,
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games. But with the arrival of X-Box

in the 2000 holiday season, the line

will gel even fuzzier, since you'll be

able to play just about any new PC
game in your living room.

And what about that hefty PC
price tag? Try about $300 on for size.

By now you’ve heard the

"PlayStation 2 will blow the PC
away” rants, and the PSX2 is cer-

tainly a tiger, on paper anyway. But

it’s more than a year out, and a year

in this industry is a mighty long

time. X-Box will be equipped with

an AMD Athlon CPU and nVidia's

new GeForce 256 graphics chip, and should move 3D games along pretty handily.

Couple that with a version of Windows 9X (not CE as has been rumored else-

where) that's supposed to boot in under 10 seconds, DVD movie playback, and

Web browsing abilities, and X-Box starts looking like a contender.

So, Are We Really Living Room Bound?

This question is less about hardware and more about people and their gaming

habits. The simple follow-up question is this: Do you want to play your PC games

in your living room? X-Box won't ship with a keyboard and mouse out of the box,

though you’ll be able to connect them via a USB port.

But if you want to have an inexpensive living room "computing appliance” that

will be able to play PC games and DVD movies, then X-box will make that possi-

ble. PC makers are constantly looking to drive prices down into the range of

home AV components, and X-Box—on paper anyway—appears to be one of the

better attempts to do just that.

But, does X-Box make the PC go away as we know it? Well that, fellow gamers

(and rabid technology consumers), is up to you. -Dave Salvator

INSIDE THE X-BOX

1 AMD Athlon CPU

i 64MB RAM

B nVidia GeForce 256 graphics chip

m DVD-ROM

B 56K modem

B 6GB hard drive

B Front-mounted USB ports

Sega Dreamcast Launched
Sega Rolls Out New Console Machine—
Should PC Gamers Care?

S
ega launched the opening

salvo in the next genera-

tion console wars on

9/9/99 with the release of the

Dreamcast, the first 128-bit

video gaming machine. By doing

so, they beat competitors Sony

and Nintendo in getting a next-

generation console to market by

over a year, and have Christmas

all to themselves. So far, the

Dreamcast has outperformed the

expectations of most industry

analysts by selling over 500,000

units in the first two weeks, and

earning $95 million dollars on

the first day atone. By compari-

son, the Sony Playstation took four months to reach the 500,000 mark when it was ini-

tially released in 1 995, and the Nintendo 64 hit that mark two months after its release

in 1996.

Nicely priced at $199 (that includes the unit and one controller), the Dreamcast has

a lot to offer in the way of gaming muscle. Under the hood lies the Hitachi SH-4 CPU,

coupled with a PowerVR graphics chip capable of producing three million polygons in

Coniinued on page 34

Bleem!
Is Here
PSX Games on
the PC?
Too Good To Be
True? Maybe.

B
leem! is a

PlayStation

emulator

for the PC that

allows you to

pop your

favorite PSX 4^^;
discs into

the CD drive of your

computer, and enjoy your

games in 3D-accelerated glory.

What does this mean for comput-

er gamers? Will the lines

between PSX and PC be blurred?

Don't expect too many miracles

out of Bleem!. It may be a great

concept, but the software code

it’s built on needs a bit more
development. The business

model that Bleem LLC has devel-

oped to distribute Bleem! is quite

ingenious, allowing for constant

improvement and updating of the

code. You download the software

itself over the Internet for free,

but then buy a CD key to unlock

the program at $29.95 a pop. This

allows the company to continual-

ly tweak the software to work

better with more games.

And tweaking is definitely

needed. Bleem! does work, for

the most part, but it doesn’t pro-

vide the most satisfying gaming.

Using D3D drivers. GRAN
TURISMO looks great, but sound

quality and muddy interfaces

keep it from being the sublime

title it is on the PSX. Still, the

opportunity to introduce your PC
friends to METAL GEAR SOLID or

PARAPPA THE RAPPER might

make the compromises worth it.

—Tom Price

For the latest news on the next

generation of videogame con-

soles and the games that are cur-

rently in development, visit our

friends over at

WWW.Videogam es.com.
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Yes, folks, it's back, and it’s here to stay. Our ever*popular

poll of your current favorite games has returned, all

spruced up for the end of the millennium. The most notable

change is that our polling now takes place online through

our Web site, whldi will give us more immedi-

ate feedback. See below for information on

how to vote.

1 Half-Life Havas Interactive

5 stars

2 Starcraft Havas Interactive 5

3 Starcraft: Braad War Havas Interactive 5

4 Baldur’s Gate Interplay 4

5 C&C: Tiberian Sun EA 4

B Quake II Activisian 4.5

7 Final Fantasy Ull Eidos 4.5

B Grim Fandango LucasArts 4.5

9 Heroes of Might & Magic Hi 3D0 4.5

10 Faliout 2 Interplay 4

11 Thief: The Darit Project Eidos 4.5

12 Unreal GT Interactive 4

13 Dungeon Keeper II Electronic Arts 4,5

14 FIFA 39 EA Sports- 4.5

15 Age of Empires: Rise of Rome Microsoft 4

16 SlmCrty 3000 Electronic Arts 4

17 MechWanior 3 Hasbro Interactive 3

IB Rollercoaster Tycoon Hasbro Interactive 4

19 Need for Speed; High Stakes Electronic Arts 5

20 Frcespace Silent Threat I il> nil iv 3

21 EverQuest Sony 4

22 Wing Commander; Prophecy Gold Electronic Arts 4

23 Worms 2 Microproso 4

24 Rainbow Six: Eagle Watch Red Storm 4.5

25 Battlezone Activision 5

26 Total Annihilation; Core Contingency C ‘V'to
j

4 5

27 Caesar III Havas Interactive _,4.5

28 Heavy Gear 11 Activision 4.5

29 Baldur's Gate: Tales of Uic Sword Coast liiicriilay 4

30 Falcon 4.0 Hasbro Interactive 3.5

31 Aliens vs. Predator Fox Interactive 3

32 Myth II Bungle 4.5

33 Jagged Alliance 2 TalonSoft 4.5

34 Star Wars Episode 1 : Racer LucasArts 4

35 Might and Magic VI 3D0 _ 45

36 Railroad Tycoon II Gatbering Of Developers 4.5

37 Might and Magic VII 3D0 .4.5

38 Starsiege: Tribes Dynamix 4

39 Kingpin liilerplay 4

40 Shogo; Mobile Armor Division Monolitb 3.5

Game/ Publisher CGW Rating

Game/ Publisher CGW Rating

I IKd Action Games I

1 Half-Life Havas Interactive 5

2 Quake II Activision 4.5

3 Thief; The Dark Project Eidos 4.5

4 Unreal GT Interactive 4

5 Rainbow Six: Eagle Watch Red Storm 4.5

Top Aduenture/Role-Playing.Games '

1 Baldur’s Gate Interplay 4.5

2 Final Fantasy VII Eidos 4.5

3 Grim Fandango LucasArts 4.5

4 Fallout 2 Interplay 4

5 Ever1}uest Sony 4

1 Bd Simulation Games i

1 MechWarrior 3 Hasbro interactive 3

2 Frcespace; Silent Threat Interplay 3

3 Wing Commander: Prophecy Gold Electronic Arts 4

4 Heavy Gear II Activision 4.5

5 Falcon 4.0 Hasbro Interactive 3.5

Top Sports/Racina Games
1 FIFA 99 EA Sports 4.5

2 Need For Speed; High Stakes Electronic Arts 5

3 NHL 99 EA Sports 5

4 Midtown Madness Microsoft 4

5 High Heat 2090 3DO 4.5

Top Strategy/War Games
1 Starcraft Havas Interactive 5

2 Starcraft: Brood War Havas Interactive 5

3 Command & Conquer; Tiberian Sun Electronic Arts 4

4 Heroes Of Might And Magic III 3DO 4.5

5 Dungeon Keeper 11 Electronic Arts 4.5

How To Vote
Want to be heard? Think this list sucks? Do 1

something about it by iogging on to

www.gamespot.com and registering your vote

or iink to the poii from our CD. Remember, only

YOU can get BEATDOWN on this iist.

vote at www.gamespot.com
|
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More Trouble at Sierra
Dynamix Closed, Games Cancelled as

Company Reorganizes Again

T
he press release arrived guietly and without warning in late

September, and if you were a novice at reading marketing

doublespeak, you might not think there was any bad news at

all. But Sierra On-Line’s announcement of a “reorganization and
enhanced focus on market success” was nothing less than a devas-

tating piece of news for many gamers.

First of aD, it meant the cancellation of a number of titles, includ-

ing the highly-anticipated (and almost completed) BABYLON 5; two
flight sims in development at Dynamix—DESERT FIGHTERS and PRO

PILOT PARADISE; and Berkeley Systems'

Tolkien game, ORCS: REVENGE OF THE
ANCIENT. Also on ice, apparently, is MIDDLE
EARTH, the massively multiplayer Tolkien RPG
announced with great fanfare and enthusiasm

just one year ago.

Sierra's reorganization involves splitting its

products up into tliree business imits: Core

Games, Casual Entertainment, and

Home/Productivity, Core Games will include

the popular studios who survived the cut

—

including Valve (HALF-LIFE), Impressions

Games (CAESAR III), Papyrus (NASCAR), Relic

(HOMEWORLD), Troika Games (led by Tim

Cain, designer of Interplay's FALLOUT), and Massive Entertainment

(GROUND CONTROL).

Not on this list, most significantly, is Dynamix—the Eugene,

Oregon-based company that was essentially the heart and soul of

Sierra in its heyday. Most employees will lose their jobs, and

Dynamix will cease to exist as a separate entity. Dynamix’s TRIBES

team will continue on as part of Sierra's Core Games group. It's a

sad end to a studio which at one time made some of the best games

ever, including three CGW Hall of Fame games; BETRAYAL AT
KRONDOR, FRONT PAGE SPORTS FOOTBALL PRO, and RED BARON.

As an interesting epilogue to this story, Pat Cook, the sports

designer extraordinaire responsible for FPS FOOTBALL, recently

signed up with Microsoft to head their sports division. During a

recent visit to Microsoft, the CGW editors were going to meet with

Cook, only to be told that he was in Eugene, Oregon—looking for

job recruits. —Jeff Green

Reality Check
While opinions varied on quite a few games, we evil media minions all questioned the point behind SKYDIVE!

while simultaneously praising the uber-sequel SYSTEM SHOCK 2. 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 scor-

ing system.

CGW

(out of five)

PC Gainer

(out of 100%)

CGM

(out of five)

PC Accelerator

(out ol 10)

Bamespot

(out of to)

Gamecenler

(out of ID)

1 Civilization INTest ofTime 4 65% 3 5 4.2

Darkstone 3.5 90% 4 6 8.6 8

Kinooin 4 53% 2.5 7 7.3 8

Outcast 4.5 90% 3 7 8.6 9

PGA Champ. Golf 1999 3 90% 3.5 7 8.4 7

ReWolt 4 88% 4 •
6.5 9

Rites of War 4 75% 2.5
•

5.9 8

Shadowman 3 74% 4.5 8 5.0 8

SkvDivel 2 5% •
1 1.8 2

System Shock 2 4.5 95% 5 9 8.5 9

CRASH LANDING BABYLON S is

one of the casualties of Sierra's latest

''reorganirafion.”

Bead.Me

The GOOD...

HOMEWORLD
SHIPS Itwasa

longtime in coming,

but it's finally here-

and it delivers the

kick in the panls the

^ ' RTS genre needed.

> Our review is coming

next month, but here's

an early kudos to

designer Alex Garden,

one ol the humbler,

hardest-working guys in the business and well-

deserving of a hil Fear not, Alex—you delivered a

good one.

the BAD...
REDNECK
RAMPAGE
MOVIE Interplay's

announcement that

there will be a

REDNECK RAMPAGE

movie inspired no

hoots and hollers over

at Ihe CGW office.

Look, the game itself

was basically one joke

that stopped being

funny after half an

hour. Now we have to

sit through a two-hour

movie? The fact that the director of The Brady

Bunch Movie and Dr. Doolittle is helming this pro-

ject doesn't make it any more appealing to us. Y'all

don't come back now, y'hear?

and the UGLY...

SIERRA
DUMPS
DYNAMIX
The bottom con-

tinues to drop out

of Sierra On-Line.

The cancellation

of BABYLON S,

their flight sims,

and their Tolkien

games is bad

enough, but the dismantling of Dynamix—one

of the titans of computer gaming's early

years—hits hard. Here's hoping all those fine

people who were laid off land on their feet. As

for Sierra, thank goodness they still have

HALF-LIFE, HOMEWORLD, and TRIBES propping

up their reputation—because there's not gonna

be a Hall Of Fame spot reserved for

PROFESSIONAL BULL RIDER.
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5, ID, 15 Years Ago in CBW
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ContinuBd from Page 31

24-bit color at peak performance. Many

games, like Sega Sports' NFL 2K and

NBA 2K run at a super-smooth 60

frames-per-second. The 12X CD-ROM
drive runs discs capable of holding up

to one gigabyte of data, so expect a

depth of gameplay and graphics

unheard of on consoles.

The cherry on top of this big triple

sundae is an upgradable 56K modem.

When Sega launches their online gam-

ing network early next year, thousands of

console-only gamers will be introduced

to the brave new world of multiplayer

competition over the net. Until then,

Dreamcast users can use the unit to

browse the net, a la WebTV.

One big question remains: What

about the games? We've only played a

few, but so far we like what we see.

Sega Sport's football title NFL 2000, is

the best football game available right

now, on PC or console, period. The

smooth, motion-captured graphics are

the closest thing we've ever seen to

watching a real football game on TV,

plus the underlying gameplay (including

the elegant drafting system) is quite

deep for a console game.

Sega has always been known as a

great platform for fighting games, and

two of our favorite arcade titles,

VIRTUA FIGHTER 3 and SOUL
CALIBER are perfectly ported to the

DC: SOUL CALIBER is actually

improved upon. We're really looking

forward to some of the PC crossovers

to the DC, including RAINBOW SIX,

Slave zero, and MDK 2. in our view,

there’s no denying that the Dreamcast

is definitely going to change some atti-

tudes about console gaming.

Origin Announces

Uitima Online 2
New Massively Multiplayer World To Be 3D

A S we went to press. Origin

Systems announced that it

was currently developing

ULTIMA ONLINE 2, a sequel to their

extremely popular massively-multi-

player RPG, to arrive in stores late

next year. While the original ULTIMA
ONLINE—still as strong as ever—will

go on as is, U02 will be a brand new
game, a separate world, that will not

overlap with the UOl world.

Characters will not be transferable

from the original game.

As Jeff Anderson, U02's executive

producer, said in an interview, "I

have a great deal of respect for the

UO community and how much work
they put into their characters, but if

you allow people to transfer those

characters, you instantly populate

the new world with too much stuff.

It's our objective in U02 to broaden

the audience for this kind of game."

As part of that effort, ULTIMA
ONLINE 2 will feature a brand-new
3D engine (it will not feature the

Ultima Ascension engine, as we had
reported last month). Anderson said

that they had not yet nailed down
whether the game would use a first-

or third-person perspective, or both.

(Also misreported by our own gossip

maven Mr. Sneaky was the possibili-

ty of gamers being able to engage in

online sex within U02. This is not

true, and Mr. Sneaky was spanked—
not in the good way—as a result).

While it's still far too early for

Origin to divulge any real details

about the game, they did announce
one intriguing feature: the involve-

ment of Todd McFarlane, zillionaire

creator of Spawn, who will help con-

ceptualize monsters and characters

and help develop action figures

based on the game.

When asked if there was room for

another multiplayer RPG in the face

of ULTIMA ONLINE, EVERQUEST, and
ASHERON'S CALL, Anderson
remained extremely confident.

“I think we’ve just scratched the

surface of this audience," he said.

"A lot of the gamers are still waiting

for an experience that is more acces-

sible and fun. There’s stUl enormous
potential to grow this marketplace.

With ULTIMA ONLINE 2, we’re dri-

ving towards a higher-quality, more
immersive community experience,

which incorporates everything we
learned from the first game."
Look in these pages soon for more

on what's likely to be the RPG event

of the coming year.—Jef/ Green

15
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Ill-conceived and

pooriy executed

attempts to cap-

italize on fads

have a long and glorious tradition

among game publishers. Today's

"extreme sports" games were yester-

day's BREAKDANCE, an atrocious

arcade game based on the 80s street-

dance craze.The only thing worse

than the game was the CGtV editor's

lame attempt to be funny and hip by

using the lingo of the day in his

review - another hella nasty practice

with a long tradition.

^-compOteb" GAMmO WORLD

December

1989

And if you think -

the wave of deer

hunting and

bass fishing games-aka "Bubba

games"— is a new phenomenon, have

a look at CGW in 1989. Among the

games reviewed were AUSSIE GAMES,

an arcade game featuring such events

as belly whacking, bottle shooting,

and maritn fishing.Then there was

APBA PRO BOWLING, a text-only bowl-

ing game, if you can imagine. And

finally, there was BAR GAMES, which

boasted such high-culture affairs as

Pick-up Artist, Beer Sliding, and yes,

of course, the Wet T-shirt contest.

December

1994

We just couldn't

say the word

enough, "Pentium." Pentium, Pentium,

Pentium. Intel's new chip was the

centerpiece of our very first Ultimate

Game Machine article. Our winning

system that year: the ^Icon

NorthwestVR sporting a 90 MHz
Pentium, 16 megs of RAM, a 4x CD
drive, a Diamond Stealth graphics

card with 2 megs of video RAM, and a

one gig hard drive. Price: $3,600.
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"The granddaddy of real-Ume

strategy games is back."

- Enlertainmont Weekly

"You can't go wrong picking up

Tiberian Sun."
- Adrenaline Vault

"JJberian Sun delivers

pftenomenof gameplay."
- IGN PC

'The best C&C game to date."

- Next Generation Online

JOIN OVER 1.5 MILLION CAMERS
IN WORLOWlOE WARFARE.
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jou are Locke D'Averam, a once proud warrior-prince

executed for failing to perform a ritual sacrifice, lo.ooo years

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

warlord to rescue his kidnapped daughter.

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

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

the problem-solving ability necessary to unlock forgotten skills.

And though there may be the whole island of Ahkuilon to

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

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

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

'f/ 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

'f. Extensive NPC interaction enables you to discover who you

once were

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

and weapon

'y. Thousands of 3D animations bring the inhabitants of Ahkuilon,

as well as breathtaking combat moves, to life

Choose from 4 character classes in multi-play mode



Coming back from the dead doesn't

MEAN Ti)UlEiiGiiaNG BETTER.

y Includes

all the tools

you need to

make your
j

, own custom /



In ancient Egypt, it was

common practice to have your

internal organs removed

and your brain pulled out

through your nose.

Of course ancient Egyptians were

lucky enough to be dead first.



Gou|d Ihemext tomb Lara Croft

enKrs be her own? Find put in

Tomb Raider;The Last Revelation,

her latest Adventure. With

seamlessly iritegrated gameplay and

FMV sequerices^new skin

and 3-D texture mapping, diabolical

new puzzles and a totally new

inventory control system this is a

totally new Tomb Raider.



EXCLUSIVE COLLECTORS’ EDITION
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& siience the enemy



Discoverwhy tkousands of gamers worldwide are silently sneaking through the

darkness, fonmey through night, as Garrett, a master thief, cloaked in the

darkness of a sinister medieval realm where shadows are your only ally, trust is

not an option, and confrontation can hring very grim results. Thief Gold takes

you beyond the smash stealth hit. Thief: The Dark Project. With three treacherous

new missions and fine-tuned gameplay. Thief Gold delivers breathtakingnew
levels of stalking, stealing and survival!

Thief Gold IS Looking Glass Studios 1999. Thiel and the Looking Glass logo are trademarks ol Looking

Glass Studios. Eldos Interactive Is a registered trademark of Eldos, Pic. ® 1999 Eldos. The ratings Icon Is a

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

property of their respective owners.

www.eidos.com
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'The Critics have Spoken on the

Action /Adventure Qame of the Year!"

''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

"Soul Reaver is a deep game
possessed with a myriad of

impressive little touches^ 9/1

0

- VideoQames.com jgm

"Soul Reaver's environment's

are jaw dropping."

- Qaming-Age.com

"98%"

- PS Extreme Magazine





50 enemies. 33 levels. 25 weapons. 4 time-warped worlds. 2 deadly sidekicks. Everythingto feed an appetite -for destruction and

So don't^et too used to your weapon, your enemy or even your notion oftime. Once you do, you're bound to awake in a whole,

Ion Slonri, Dalkelana, HIro Miyamoto, Superlly Johnson, and MlWko Eblharo ara trademaks ol Ion Storm, L.P. (c) 1997-1999 Ion Storm, LP. Eldos Inleracliva Is a registered Irademark ol Eldos, PLC (R) 1999 Eldos. 3df« Interactive and



evoke sheer terror among a -few ill-fated network friends.Just remember, this is a place stalked not only by creatures but by charge

new world filled with horrors even more unimaginable than in the one before. WWW.DAIKATANA.COM

llx Inieracllvo logo are iradomarks a1 3(llx Interacllve, Inc. in the USA and other select countries. The ratings Icon is a Irademartt of Ihe Interactlvo Digital SoltwareAssoclatlon. Ml rights reserved.

Suspect everyone.

Trust no one.
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Darkness falls over the city. Not the kind of darkness that comes with

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

prepare to naively celebrate the new millennium, a small mysterious ,

cult, known as "The Fallen", prepares to fulfill the dark promise of i

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

8k ones is a rookie cop and a disillusioned ex-cop.

One woman. . .one man. , .one goal. . .survlvali^^v

i ! I

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

the youthfui, hand-to-hand comhat super-sieuth,

Otficer D Arci, or disgruntied, street-smart

weapons expert, Roper McIntyre.

Explore and interact with anything and

everything, as you carry out your objectives

across 27 mission-based levels, witbin a

200 X 200 block cityscape.



Brutal street fighting awaits on the Union City streets,

with intense hand-to-hand martial arts comhat,

vehicle chases and drive hy shootings, and desperate

automatic gun shoolouts in dark alleys.

CHAOS
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Are We not

Vigilantes?
Activision’s INTERSTATE '82

Features Unreleased Devo Tunes

A ctivision's INTERSTATE 76, one of the best games of

1997, achieved over-the-top greatness for one specif-

ic reason; its fantastic '70s-oriented funk soundtrack.

Now, Activision hopes do it again in INTERSTATE '82, enlist-

ing none other than Devo, the quintessential ‘80s new-wave
band, to provide music for the sequel's soundtrack.

Most notably, the soundtrack will feature three previously

unreleased Devo songs actually recorded in 1982 (around

the time of the New Tiaditionalists album): “Modern Life,"

"Dne numb Thina" and “Faster and Faster." I

recently had the privilege

of being the first game
journalist to sample these

songs, though (no kid-

ding) I had to listen to

them over the telephone.

Given the less-than-stellar

audio environment, I can

still confidently testify—as

a longtime Devo groupie

—

that the songs are, in fact.

totally Devo, and will be

A' tvJK \ n^ust-haves for any Devo completist.

Il ' \ Along with the tliree unreleased

'Q g \ songs, the rest of the soundtrack was
1, \ scored by Devo co-founder Mark

Molhersbaugh's Mutato Muzika.

Mothersbaugh, as some fans may
know, has been doing soundtrack work for years,

including the recent fUms Mystery Men and JIugrats: The
Movie. The INTERSTATE '82 soundtrack will include

“homages" to popular ‘80s artists that those old-enough-to-

remember will be pleased to hear again.

During a phone interview with the band (which got off to

a bad start when they called me “Greg" and I called them
“The Cars"), Mothersbaugh and co-founder Gerry Casale

talked to this unabashed fanboy longer than necessary

about all things Devo, including the release next year of a

multi-disc compilation set by Rhino Records, as well as

Casale's possible interest in designing a Devo 3D computer

game sometime down the line.

Casale and Mothersbaugh said the band is constantly

recording new material, and couldn't rule out the possibili-

ty of a future Devo album. "Sometimes you're driving the

big rig truck,” said Mothersbaugh, “and sometimes you're

sitting in the rocking chair on the porch." Hey, you figure

it out.

When asked if they would go back to the ‘80s—their
heyday—if they could, the answer was a resounding yes.

Said Mothersbaugh, "In the ‘80s, girls would run up to

Gerry begging him to have sex with them. Now, they

come up to him and say, ‘I’d bet you'd like to have sex

with me, wouldn’t you?”’

Some game journalists know exactly how you feel, Gerry.

—Jeff Green
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Crimson Skies
FASA, Microsoft Team Up for

Alternate-World Air Combat Game

S
et in an alternate

history that does

not include a nuclear holo-

caust, evil corporations, or

machines that have inexplicably

gained sentience and a strong

dislike for mankind, CRIMSON
SKIES is one of the freshest

game ideas we’ve seen in some
time. Get this

—

it takes place in

the past.

While the game is centered on

1930's-era aircraft, this is no
propeller-driven flight sim.

The CRIMSON SKIES team (a

little outfit called the FASA
Corporation, responsible for the

whole MECHWARRIOR and
BATTLETECH series) is building

the game with an emphasis on
daredevil fun. Think Evil

Kneivel meets Waldo Pepper.

The garaeworld is based upon
a 1930’s America fractured by

F»IF>ELINE Send updates to: cgwpipeline (a zd.com

1 an economic holocaust that has

created approximately a dozen
new countries, including the

Age of Wonders
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The fiction behind the game
permeates every aspect of

gameplay, and should be inte-

gral to what FASA hopes will be
Flight Simulator 2000
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g4 93

g4 99
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a giddy sense of fun.

Whether stealing Howard
Hughes’ Spruce Goose or gun-

Freelancer Digital

Giants: Cltlian

Amil/HeiosoH

Kabuto Interpby

Q4D0
g4 99

Star Trek; Armada ActMsioti Q4 99

04 99
Good S Evil

Grand That! Auto 2

Ground Control

Hall-life: Opposing Force

Halo

Harpoon 4

Cavedog/GT

Rodslar Games

Siena Studas

Sierra Stixkas

Guagle

SSI

ga 00

g499
gi 00

g4 99

g4 00

ga 00

Star TTak Voyager: Elite force

SWAT 3: Close Quarters

Tadiyon: The fringe

Acdvision

Siena Studios

Hdialogic

Q1 00

Q4 89

04 99

ning down Zeppelins with your

fancifully designed aircraft,

CRIMSON SKIES may be the shot

in the arm the wheezing sim

genre needs—a light crossover

hit that appeals to flight wonks
and the broader gaming audi-
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ence alike.

Look for more on CRIMSON
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Skies in our exclusive preview
next month. —Robert Coffey
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"In ouf tests, PC performance increased

by an average of 42% when moving

from 32MB to 96MB of RAM."

2DIag. the ZD Testing and Analysis Gioup
,

©1999 Council on Computing Power
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The latest Heaping Pile of Rumors, Innuendo, and Gossip

By Senor Sneaky

Is Eidos going French?

F hile everyone at CGW was playing AGE OF KINGS, His

Royal Sneakiness was playing the much more difficult

Age of Rumors. You want the inside? Let’s start with the

hottest selling game right now, COMMAND AND CONQUER 2:

TIBERIAN SUN. Rumor is that Westwood is working on an add-

on, but reports of James Earl Jones filming scenes are false - for

now. Westwood is also considering a worldwide C&C 2 tournament.

One of the surefire hits of this holiday season will be a surefire hit

next year instead. With testing for DIABLO 2 slipping until

late October, Blizzard is already conceding internally

that the game won’t be done until February 2000. By the

way, what happened to that 3D sci-fi action game they were working on? Is it dead, Jim?

We may never know for sure, but BABYLON 5 may have been only a month or two from

completion and might have been spared the axe if the BABYLON team hadn’t been pulled off

the project for nearly six months to work on RED BARON 2. What were they doing? Adding in

the multiplayer component that Dynamix (R.I.P)

never included.

Lots of X-COM stuff. First, the unannounced X-

COM GENESIS looks like it will be a real-time game

now. Next, Hasbro is really looking to pump life

into the series as a multigenre, multimedia product.

Expect an “interesting launch” in the near

future as I was told that "Fans of the

series may have reason to rejoice."

Hasbro is also looking at doing comput-

er game conversions of some of the hal-

lowed Avalon-Hill boardgames.

ADVANCED SQUAD LEADER and

PANZER Blitz will be two of the first.

GT Interactive has some prob-

lems. They’ve been sued for allegedly pirat-

ing a bowling game of all things, and now

they're staring at an ugly 7-10 split as id,

3D Realms, and Epic are all interest-

ed in auditing GTI. What are they looking for?

Any “missing” royalties they are due. Id threatened

to audit six months ago and GTi coughed up $1.5

million in royalties that had been “lost in the system.”

Latest Eidos rumor is that Havas is looking

at buying them. Hey, at this point, the French could

install Jerry Lewis as CEO of Ion Storm - he

couldn't do any worse. I do want to squelch one

rumor - there is absolutely no truth to the story

that John Romero is writing The Complete

Dummies Guide to Game Development.

Sheesh, ( hate rumormongers!

Verant Interactive, the hot develop-

ment company behind EVERQUEST, is in seri-

ous discussions with a publisher to do a FPS

team-oriented game set in a persistent online

world. And why was Verant in Austin visiting

Origin just before U02 was announced?

Even Mr. Sneaky doesn't know the answer to

that one.

Got a hot tip to share? Tell it to Mr.

Sneaky at sneaky@zd.com. He's always

there for you.

Own. WISm, Dalend. Attaok.

. This is 1 barren asteroid.

4 giant corporations. And 999,999

other employees for you to gouge,

blast and climb over on your way to

the top of the corporate ladder.



Faca the front lines in first-person, calling in

airstrikes and commanding futuristic cus-

tomizable vehicles, including tanks, walkers

and hoverbikes, via a powerful interface.

Take on morphing 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.

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.

Battlezone™ Critical Acclaim
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PREVIEW
Blizzard Unveils

the Answer to

Gamers’ Prayers

by Elliott Chin

GENRE: Straleny RELEASE DATE; Q4 2DDD

PUBLISHER: Havas lrileracHvE

DEVELOPER: Blizzard

CONTACT: www, blizzard,com

C
GW has a secret to tell. Two years ago, we saw sketches for

WARCRAFT III. And a year ago, we knew Blizzard was working on a
powerful 3D engine for the game. We were sworn to secrecy then; but

today, we can happily reveal to you the game that Blizzard itself has been
dying to unveil. Yes, WARCRAFT III is under development—and has been for

over six months.
At this year's ECTS trade show in London, we sat down at a hands-on demo

and really got to see what kind of a game WARCRAFT III will be. What we saw
proved that Blizzard isn't settling for a tried-and-true sequel. Instead, they're

hoping to create something new that will infuse an increasingly staid genre with

creativity and personality. WARCRAFT III is not a real-time strategy game in the

traditional sense. It’s not a mission-based game where you start each scenario

gathering resources, erecting buildings, and cranking out hordes of units. No,

WARCRAFT III is narrowing its focus, injecting many role-playing elements, and is

being touted by Blizzard as a "30 role-playing strategy game.”

What’s a 3D RPS?

Blizzard defines the 30 RPS as “a strategy game set heavily within a role-play-

ing environment. WARCRAFT III will combine the focused combat and dynamics

of a RPG and apply them in a competitive, strategic environment.” It's a definite

departure from WARCRAFT n, with six races instead of two. a 30 engine, a more
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organic storyline, and numerous role-

playing elements-

The new 3D engine looks very

good, with incredibly fluid and lifelike

animation. Both the terrain and the

units will be 3D, and the units will be

rendered with a skeletal and skinning

animation. Unit animation is so exag-

gerated and full of character that no

one should worry that this game will

lack the personality of its predeces-

sor. In fact. Rob Pardo, producer on

WARCRAFT in, says Blizzard will be

able to do an even better job due to

the move to 3D.

Despite concerns, WARCRAFT III

won’t be a MYTH clone. For one,

there will be unit recruitment, town
management, and the many RPG ele-

ments. Secondly, the camera won't be

freeform; you won’t have to deal with

it at all. Blizzard says the camera will

be fixed and lower to the ground,

showing more of the horizon and giv-

ing you a wider view of what's

ahead. Although you wDl be able to

move the camera slightly, it will only

be within a very limited range; basi-

cally, Blizzard doesn’t think you

should ever have to fiddle with it,

since it would only distract you.

Campaigns and Interactive Worlds

The campaign will play like an

RPG-style storyline. Instead of mis-

sion briefings, you'll begin the game
at your keep with your one hero;

from there, you’ll probably never

leave gameplay again. NPCs will give

you missions, moving the campaign

along seamlessly. For example, when
you leave your town to explore the

map, you might suddenly meet a troll

hunter loitering by the gate. When
you greet him, he tells you that a

human camp is nearby and you

should attack it. He’ll join you and

suddenly, you have your first mission.

While Blizzard hasn't said how
many campaigns there will be, they

did say you will get to play all six

races in the open-ended campaign

—

Six-Way Race

W ith four new races, the

total of sides in

WARCRAFT III jumps to

six. So far, Blizzard has

announced three of them-
humans, ores, and demons.

The humans are the same as

they were In WARCRAFT 11, com-

prised of humans, elves, and

dwarves. However, they are no

longer the noble and good

defenders of Azeroth. Instead,

they have fallen to infighting,

and only the arrival of the evil

demons has rallied them

together. Units on the human
side include the dwarven rifle*

man, the human knight, and the

human footman.

The ores have returned to

their shamanistic roots, carving

out a new life for themselves on

Azeroth as they still fight the

humans for respect However,

now that the demons have

come to Azeroth, the ores have

no choice but to fight their for-

mer masters to save their new
homeland. The ore side is com-

posed of ores, trolls, and mino-

taurs. The goblins and ogres -

such endearing members of the

Horde in WARCRAFT II > have

switched allegiances.

The last race we know of are

the demons of the Burning

Legion. The only unit currently

revealed is the infernal, a being

composed entirely of flame and

barely held in place by plates of

armor. Infernals fall from the

sky in comets, rising from the

craters like creatures from hell.

The Burning Legion once ruled

the hearts of Orcish, but now
that the

DARK TIMES AHEAD This is the spider temple,

where the ores must battle spiders and skeletons to save a blade-

master hero.

BATTLE ROYALE This conllicl between an ambushing ore

party and some encamped humans really shows oil the 3D models and

lighting ellects.

ores have

overthrown

the Burning

Legion’s

demonic

influence,

the Burning

Legion has

seen fit to

conquer

Azeroth on
its own.
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The Sorceress.

Warlock, anrf

Shaman will be the

spell-casting units

for the Humans,

Demons, and Ores

respectively.

Still a Strategy Game
Despite the heavy role-playmg influence, though, WARCRAFT III will indeed be

a strategy game. Rob Pardo takes pains to emphasize that there will still be lots

of tactical combat, a tech tree, troop recruiting and upgrading, and even the

building of structures. However, he says that in real-time strategy games, “you

spend about 70% of your time doing town management and about 30% actually

out in the environment [in] tactical combat. We’re looking to

reverse that trend, so you’ll spend 30% of your time [on town
management and] 70% of the time you’ll be dealing with tactical

combat, questing, and interacting with the environment."

In WARCRAFT III, you’ll start in a keep, where you’ll have all

your basic unit-producing buildings and your hero. Says Pardo,

"The home keep for a player will operate in a very similar man-
ner to a WARCRAFT II town. There will be unit-producing build-

ings, a tech-tree [to research], and some base defenses. The
only real difference is that we want to make it easier to man-
age, by taking out the need to build a huge sprawling base.

Instead of building 30 structures to enable the tech-tree, the

player will only need to upgrade his/her existing structures.”

So, strategy fans of the CRAFT series will stUl have to decide

which troops to upgrade and when, and when and how to

upgrade buildings to enable better troops. While you'll still

research new troops, spells, and skills, these options will be

open earlier and may also be dependent on more map explo-

ration and questing. You'll still manage multiple squads,

exploring the map and fighting the enemy.

As for resources, the one confirmed resource is gold that

will buy troops, upgrades, and building upgrades. You'll have

just enough to create a small party in the beginning of the

game, gaining more as you adventure and kill neutral

monsters. Later, you’U be able to build special structures-

like farms, lumber mills, and towers—that will produce con-

tinuous, additional gold for you.

One key feature of Blizzard strategy games has been supply limit. In

WARCRAFT 11 you had to build farms to support troops; in STARCRAFT it was
pylons, overlords, and supply depots.

Since the game is hero-based, you’ll have to attach units to heroes to

which is stOl focused on the story of the ores and humans.
Another big change is a more interactive general world with lots of neutral

locations and wandering monsters and mercenaries. You’ll find towns to

explore and temples and ruins guarded by hostile monsters. Inside each will be
treasures and information. You might find townspeople to talk to, heroes to

recruit, or mercenaries to hire in the town, while the ruins and temples might

yield gold or imprisoned heroes. In the ECTS demo, we stumbled upon a human
camp, a destroyed bridge, a spider temple populated by skeletons and spiders, a

sage’s mountain retreat, and a valley protected by a great dragon statue.

Details will make the world even more alive. In the human camp, you’ll see

them sitting around a campfire and joking loudly when one might say, "Shh...do

you hear something?” just before you attack. Additionally, music will be much
more integral to the game and will change to suit onscreen action: quiet and soft

during conversations, loud and fast during combat.
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[5 THIIMGS

Five Ores That

Will Give Any

Human Pause

! ri. Ore Grunt

The basic ore unit wields an axe in com*

bat. The grunt's special ability is to go

beraerk.

,

; 2! Thill Hunter

The Horde’s only ranged unit hurls

spears at opponents. Its special ability

allows it to see heat signatures on the

ground for tracking other creatures.

3. Ore Wolf Rider

Back from WARCAAFT I, this very fast

unit is best at hit-and-run tactics, as it

is weak in melee. Its special ability is to

ensnare and slow opponents with nets.

!l 4. Mlndteur

This punishing melee attacker carries a

la^e ball and chain. Its special ability

is the opponent-stunning bull rush.

|l 5. Ore Shaman
Tlie shaman can call on the forces of

nature to fight its enemies, hurling balls

of lightning and summoning lightning

storms that ravage all creatures in the

area.

MUCH BIGGER THAN
LIFE WARCRAFT ill should contin-

ue the series' over-the-top sensibility

- just check out this steroid-loaded

Pardo has

little comment
on the multi-

player sup-

port, saying

only that

Blizzard will

support more
players per

game than

WARCRAFT
II's eight.

Team play and questing will be support-

ed, but there won't be persistent charac-

ters in multiplayer games. Blizzard feels

it’s important that the winner of the

game be the most skilled player, not the

person with the highest-level hero.

At its core, WARCRAFT III is a deep
strategy game, with upgrades, tech

trees, and unit recruitment. But Blizzard

is charting a new path for

FTS titles by injecting role-

playing elements, shifting

focus more to tactical action

rather than to strategic

building, while centering

gameplay around heroes

and quests. Every indica-

tion is that this newest
chapter in the WARCRAFT
saga will sustain the

immersive gameplay of the

original, while giving us a

fresh look at the world of

WARCRAFT itself.

command them, with a hero's leadership rating deter-

mining how many troops you can field in battle (a rat-

ing of 2 gets you two troops to command, etc.). Since

the maximum number of heroes you’ll be able to com-

mand will probably be around six, battles will be

more tactical and rely on fewer—but more effective-

units. Fewer units means you’ll be able to spend

more time on them during combat, and you’ll want

to—because each will have a special ability. Ore

grunts, for example, can go berserk, while wolf riders

can throw nets.

Heroes of Myth and Magic
ore important and rarer than normal units, heroes will

have special skills, gain levels, and use magic items.

Most importantly, you won’t be able to control any units

unless you attach them to a hero, so heroes become the central

building blocks of tactical combat, much as In the turn-based

HEROES OF MIGHT AND MAGIC series. However, these heroes

can fight, and they’ll learn vital new skills as they advance that

could Include better leadership ratings, combat skills, or skills

that enhance the performance of troops under them. You'll

acquire heroes throughout the game, recruiting them at forts,

gaining them through quests, or hiring them at neutral buildings.

So far, we know of five heroes that will be in the game: the ore

warlord, ore blademaster, human archmage, human paladin, and

dwarf giantsiayer. There will definitely be many more. Each of

the game’s six sides will have about six heroes to command,

although not all will be unique. You might, for instance, be able

to control two blade masters at once.

With the game so heavily focused on heroes, Blizzard has

decided not to penalize you too mud) should you lose one.

Instead of holding your heroes back for fear of losing them for-

ever (as in STARCRAR), you can throw them into battle knowing

that they’ll be resurrected in your keep should they die. The only

drawback is that your troops will be left alone, and In WARCRAR
III, that means they're as good as dead.
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Everybody Wants to Rule the World

by Mark Asher

Sovereign
J

ohn Smedley, CEO of Verant Interactive, wants me
to understand. "This is an RTS game," he says,

gesturing with both hands as if he’s holding tight

to an idea about to wriggle free. “It just takes RTS gaming
to the next level."

Smedley is understandably concerned with labels when
describing the massively multiplayer game SOVEREIGN.

Verant's follow

im-mt I

up to their
' huge online hit

EVERQUEST IS

both a game
played in real-

time, and a

game that

promises the kind of depth we see in turn-based games
like CIVILIZATION and IMPERIALISM. Toss in the X-factor of

multiplayer games with anywhere from 4 to 500 players in

size, and we've never seen a game quite like this.

GENRE: Multiplayer Strategy RELEASE DATE: Q4 2000

PUBLISHER: Sony Online Entertainirient

DEVELOPER: Verant Interactive

www.statian.sony.com/50VBreign

Size Does Matter

SOVEREIGN is, first and foremost, big. Big in scale and

big in ambition, the game is set in a world much like our

own and employs current military technology. Just about

any military unit you can think of is included—AWACs,
subs with cruise missiles, VTOL transports, tanks—you
name it, it's there. At the start of each game, the gorgeous

3D world is randomly generated and scaled in size to the

number of players.

SOVEREIGN is an empire builder at heart. At the outset,

each player gets to place a city which can generate two of

the eight to ten resources in the game. One resource will

always be money. The second resource is based on the ter-

rain you build upon.

To get additional resources players build new cities,

trade with one another, or buy them in the game’s world

market.

Players can win by several different methods. For exam-

ple, a game might have as a victory condition amassing a

certain amount of money, or controlling a certain number of

cities (either by conquering them or through alliances), or

by cornering the market and controlling a certain percent-

age of two or more resources.

Games with 500 players might take as long as a month
to play. Such long games require interesting options, and
Verant is building in a host of sophisticated rules normally

seen in turn-based games only, such as morale for armies

and citizens, tanks and planes that run out of fuel and
need to be resupplied, complex research trees, and more.

And yes, the battles are fought in real-time, but the

sheer scale of the game, the realistic movement rates, and
the cost of mounting and sustaining an attack will go a

long way toward reducing the chances that SOVEREIGN
will become a clickfest. To further discourage rushing.
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troops and military units garrisoned in a city have their

defensive and offensive capabilities doubled.

SOVEREIGN’S Strong role-playing element will let players

develop characters that will accrue experience and gain

new skills that carry over from game to game.

Each of the six character classes comes with advan-

tages; for example, Economists can borrow from the world

market, Diplomats get a bonus in all treaties with other

players, Scientists get a research bonus, and Theologians

convert citizens into soldiers to send on crusades.

As players develop their characters, they can customize

them by picking from a vast number of available skills. To
rise in levels, players get experience from successfully per-

forming a variety of activities, including attacking and

defending, spying, and budding cities.

Players can also lose experience, but it wOl be common
to lose a game and still gain experience points.

There’s an abundance of diplomatic and espionage tac-

tics avaUable with players able to declare war, sue for

peace, spy on enemies, engage in terrorism, and more.

Players establish land, air, and sea trade, and other players

can prey upon these routes as well.

There’s even a dash of card coDecting in SOVEREIGN
with its digital

trading cards

(DTC). A DTC
might raise the

morale of your

cities, or be a

"blackout” card

that blanks a

region of the

map from spy

satellites. Verant

will distribute

new cards to

players every

week. Players

win be able to

THIS LAND IS MY LAND Butit'i

not your [anti. Players can expect to battle over

prime patches of real estate, since they'll deter-

mine what resources a city generates and can

provide natural defenses, like this mountain

SKYLINE Cities like this are the foundation for your budding empire.

They produce your units, generate resources, and make pretty appealing tar-

gets for your enemies.

trade DTCs in the game lobby.

The big question is, how will a player’s cities survive

when the player is logged off? "We’re giving players three

options,” says Smedley. "Players can lock dovra their

cities, and all friendly units will automatically head to the

nearest city and garrison themselves. Players can just log

off, and units with orders [guard, etc.) will continue to

move while the rest will head back to cities. Finally, play-

ers can let another player run all or part of their empire."

SOVEREIGN is an extremely ambitious game. Unlike

EVERQUEST, which is essentially non-competitive,

SOVEREIGN is a cuttlnoat game that will pit players

against one another, with backstabbing encouraged. There

really hasn't been a game like this before, and if Verant

can deliver, particularly in balancing the game properly, it

promises to be one fascinating experience. KriiV

5 THIIXIGS

5 Cool Things To Do in SOVEREIGN

1. Torture captured spies to find out what they’ve discovered

about you before sending them back with misinformation.

2. Use your spy as a terrorist to blow up enemy structures.

3. Have your spy assassinate a rival city leader to lower

morale.

4. invite a player into a secure chat room to discuss tactics,

and allow another player to eavesdrop. Chat can also be

encrypted and you can hand out keys to allow other players to

break the code.

5. Have SOVEREIGN email or even page you when your cities

are attacked and you aren’t currentiy playing.
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Pool of Radiance
SSI Returns to the Pool to Launch Another Edition of

By P. Stefan “Desslock” Janicki

When TSR launched the Advanced Dungeons &
Dragons' Second Edition rules, SSI released the

very first computer game adaptation of AD&D,
POOL OF RADIANCE, and began the popular "gold box"

series. After releasing nine similar AD&D gold box games
(and a few spin-offs) with diminishing success, SSI forfeit-

ed the AD&D license to Interplay Productions, much to the

chanrin of role-

|J||ll|lHi^l|i|l;llm| l|||||| III I III 1
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playing game
GENRE: Role Playing * RELEASE DATE: Q4 2000

PlBLISHEfl: SSI SSI has now
DEVELOPER: Stormlront Sfiidios regained the

right to produce

at least one more Dungeons & Dragons game and aptly

commissioned Stormfront Studios—the developer of the

original POOL OF RADIANCE—to create a sequel to that

classic title. POOL OF RADIANCE: RUINS OF MYTH
DRANNOR is scheduled, appropriately, to be released

around the same time as the Third Edition D&D rules.

BALDUR’S Influence

The commercial and critical success of BioWare Corp.’s

BALDUR’S GATE brought D&D back to forefront of the RPG
genre, so it’s not surprising that RUINS OF MYTH DRANNOR
is similar in a number of ways to BioWare's game. Both

games are party-based RPGs that use an isometric per-

spective and individually crafted pre-rendered back-

grounds. But unlike BioWare’s title, RUINS OF MYTH
DRANNOR uses 3D polygonal models to sharply depict its

characters and monsters.

Backgrounds won’t be fiat, since a 3D-texture map will

provide depth rendering so that characters appear at differ-

ent heights. Characters won’t be able to levitate or climb

walls, but will

scale furniture

and other

objects to gain a

tactical height

advantage in

combat. The
development

team is promis-

ing to make
interactive envi-

ronments to

allow your party

to, for example,

push tables

around to block

doors and bar

advancing ene-

mies. Only select

objects will be

interactive, so

don't expect a

comprehensive

world-sim like

ULTIMA VII: but
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PUSH FOR EXCELLENCE RUINS OF MVTH ORANNOR’s 3D

environment will include a number of interactive items. Here, a character

pushes a table just because he can.
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the availability of even a few interactive items will add an

interesting dimension lacking in the static gaming worlds

of BALDUE'S GATE and DIABLO.

RUINS OF MYTH DRANNOR's plot ties into the original

POOL OF RADIANCE and its three sequels. The story starts

out in the Forgotten Realms city of New Phlan, where the

mystical Pool of Radiance was originally unearthed.

Legendary mage Elminster recruits your neophyte party

and a more seasoned group of adventurers to investigate a

new Pool that has appeared near the mythical elven city of

Myth Drarmor.

When the veteran party meets an untimely fate, your

party is mandated to acquire the skills to complete

Elminster's task and avoid succumbing to the unknown
forces that dispatched your allied group of heroes.

Tabletop D&D has meticulously detailed Myth Drannor and
its surrounding area, and the development team intends to

incorporate existing maps and other source material

—

which should please tabletop D&D veterans.

It’s My Party

You’ll create four inexperienced characters and be able

to round out your party by asking two non-player charac-

ters to join your group. You’ll retain complete control over

party member NPCs and be able to direct their actions in

combat and determine when they leave your party. Priests,

sorcerers, fighters, rangers, rogues {the Third Edition name
for thieves), and barbarians will all be available character

classes. Excluded are paladins, tradi-

tional and specialty mages,

druids, and monks,

which is some-

what surprising

since they all—

except perhaps

those tree-hug-

ging druids—are
relatively popular

classes.

You'll also be

able to create a

multiclassed char-

acter in accor-

dance with the

Third Edition

rules. Humans,
elves, half-elves,

dwarves,

halflings and half-

ores are all avail-

able character

races. Characters

will be able to

advance up to

experience

level 13 and
access over

100 spells,

including

6th level

priest

and sor-

cerer

spells.

D&D has always placed an emphasis on combat, and the

developers of RUINS OF MYTH DRANNOR hope to deliver in

that department by implementing a phased combat sys-

tem—essentially a turned-based system that limits the

amount of time available to each character. Console RPG
fans will be familiar with phased combat systems, which
seek both the excitement of a real-time system and the tac-

tical nature of turn-based combat.

Some monsters will tower over your characters, envelop-

ing a good third of the screen with their gigantic mass,

and the early 3D models demonstrated to us featured

impressive animated effects. The game will require a 3D
video card at least as powerful as a 12MB Voodoo 2 card,

which will also be used to create some spiffy colored light-

ing and particle effects for spells. Multiplayer support will

be provided for six players, and a matching service like

battle.net is being considered, as is support for voice com-

munication between players over standard modems.

Dungeon Heaven

The developers of POOL OF RADIANCE: RUINS OF MYTH
DRANNOR seem to be aiming to improve upon every aspect

of BALDUR'S GATE, in addition to bringing back aspects of

the popular gold box series. Interestingly, the game may
well arrive on retail shelves around the same time as the

inevitable sequel to BALDUR’S GATE, which should make
late-2000 a pretty exciting time for RPG fans.
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Ground Control

RTS Multiplayer Action That

Hits the Ground Running

by Robert Coffey

Everyone in the Pool

GROUND CONTROL dispenses with all

that time-consuming resource gathering

and base buUding to throw gamers

directly into the action. Units are divid-

ed up into easy-to-manage platoons of

infantry, air units, assault vehicles, and
escort vehicles like artillery and anti-air-

craft guns. Your forces will be dropped

at an insertion point of your choosing,

and then it will be up to you to guide

them to your mission goal.

Free-moving camera, waypoints,

beautiful 3D graphics, unit facing, a

variety of terrain including jungles and
swamps, 15 single-player missions for

each side—odds are you've heard all

this stuff before about other games. But here’s what you

haven't heard, and this is what promises to break

GROUND CONTROL out of the RTS pack—you'll be able to

join multiplayer games in progress. Yep, just like your

favorite online shooter, you’ll be
able to locate a server and jump
right into the action. The game
will assess the current game situ-

ation and supply you with forces

on par with the combatants

already slugging it out. By com-
bining fast, brutal action with a

ready availability generally not

seen in multiplayer strategy

games, GROUND CONTROL promis-

es to bring the simple visceral

thrills of the shooter to a more
strategy-centric audience.

GROUND CONTROL’S scripting

system allows the designers to go
beyond run-of-the-mill game types like Deathmatch and
Capture the Flag (though they'll certainly be part of the

package). Instead, map designers can script additional vic-

tory conditions into a "drop-in" game; for example, a game
could end once a specific building is destroyed, or if a play-

er seizes control of a predetermined number of zones. With

the map editor’s ability to combine game types or to invent

new ones. Sierra is hoping to establish a diehard GROUND
CONTROL community by making the editor available to

gamers, either on the game CD or the Web.

The trap here is developing a game that quickly degen-

erates into little more than throwing hordes of troops at

each other over and over, ad nauseam. To keep that from

happening, the game will have friendly fire damage in the

hope that if your troops are as susceptible to your own dis-

tant artillery barrage, then you'll be less inclined to rush.

Cloaking fields, and deployable structures like sentry guns

and radar arrays, will be available to liven up the action.

Finally, each of the four basic unit types will be able to

upgrade to an enhanced unit that can use a special

weapon (marines will get mortars to use against tanks, for

instance), albeit with a very limited supply of ammo.
GROUND CONTROL'S eventual success is directly tied to

its ambitious multiplayer plans—as snazzy as the solo

game is, it's not so terribly different from about a gazillion

other titles.

T
ell me this hasn’t happened to you: You're sitting

at your desk, dutifully slogging through some
brain-numhing spreadsheet, all because The Man

told you to and if you don’t, The Man won’t pay you
and you'll have to start sleeping behind the Wal-Mart

again. And your

GENRE; Strategy • RELEASE DATE: Q1 20D0

PUBLISHER: Sierra Studios

DEVELOPER: Massive Entertainment

CONTACT: www.siBfrastudios.com

ears start

- twitching, your

scalp starts

burning, and

like a volcano of

proletarian rage

you’re seized with the need to exert a little online authori-

ty over some helpless schmuck, but you don’t have time to

gather resources and build an army, because The Man will

be back from his company-paid lunch in 20 minutes. Well,

my friend—keep it together a little longer and you'll have

GROUND CONTROL as a suitable venting option.
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Silent Hunter I
T

ired of sinking helpless Japanese merchantmen
at the drop of a hat? Ever wonder what it would be
like to lay in wait for a cargo-laden convoy bound for

England in the frigid North Atlantic waters? Well, mein
kapitan, it looks like you'll get your chance: SILENT

HUNTER II is preparing to set sail from the SSI sub pen.

Like its predecessor. SILENT HUNTER II incorporates a

stunning array of visual effects and cinematic soundtracks

to dramatize each type of submarine engagement. Every

ship and aircraft type will be fully modeled and accurately

portrayed in many types of maritime conditions, ranging

from fog and overcast skies to calm and heavy seas.

Likewise, all of the important stations on the submarine

will be modeled in exquisite detail, from the sonar room
and bridge to the deck gun and periscope.

The game will contain an interactive tour of a submarine,

which not only will explain all of the important aspects of a

standard U-Boat, but will also describe how each type of

boat was used

in combat. It

GENRE: Stratefly/Wargame • RELEASE DATE: Q4 ‘99 includes a full-

PUBLISHER: SSI featured mission

DEVELOPER: Aeon Electronic Entertainment recorder, which

lets you record,

save, and replay any of your missions at a later date. In

addition, the game will include a dynamic campaign gener-

ator for more varied encounters, and an advanced scenario

Here Comes That Sinking Feeling

Again
I by Marc Dultz

and patrol editor to let you create your own missions any-

where in the North Atlantic.

When Silent Hunter was first being developed, SSI went
to great lengths to ensure that the game accurately depict-

ed life aboard a US submarine in the vast Pacific Theatre of

Operations during WWII. For SILENT HUNTER II, SSI

tracked down Erich Topp, former U-Boat commander and
Admiral of the German Navy's post-war Bundesmarine.

Topp not only serves as the technical advisor on the

sequel, but also relates some of his chilling experiences in

Der Unterseebootwaffe, including the sinking of several

Allied ships. His experiences are sure to help SILENT

HUNTER II track down and nail its target.2^
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Will a Comic Book Feel and Stripped-Down Gameplay Make This the

New X-COM? by Robert Coffey

I
f every game designer who felt inspired by X-COM
would just send Bruce Willis a nickel, then Planet

Hollywood wouldn't be filing for bankruptcy. It's a

testament to how great that game was that so many devel-

opers want to snatch its tactical squad combat crown for

Shadow Watch
themselves. Now, you can add Red Storm to that list. The
company that set the standard for first-person squad com-

bat with RAINBOW SIX is look-

ing to nab new fans with a

game that stresses realism less

and action and character development more. And this time

it's turn-based.

EXCLUSIVE

the demolitions guy carries only grenades.

While you won’t have to worry about how to equip your

squad, you will provision them with new skills as they

gain experience. This skill system lets players jack up their

squad's effectiveness as each member gains new abilities

specific to him or her. For example, Archer, the

group's leader, can gain new recon skills and
morale bonuses that impact the rest of the

group. Each character has nine skill upgrades,

but will only be able to earn seven of those in a

game; further, no character will be able to gain

that precious seventh level until all his com-

rades have reached level six.

The hope is that the trade-offs in skill selection players

make in the course of a campaign will encourage them to

replay the game using different approaches. Also adding to

SHADOW WATCH’S longevity will be a campaign that

branches out based on gamers' decisions; while every

NEED THE INFO In between missions, you’ll get briefings from a

variety of characters, including this sleazy bar owner.

A FriBndlier Kill Zone

SHADOW WATCH is designed to be much more accessible

than Red Storm’s signature franchise; indeed, it should be

more accessible than other games in this genre, games like

JAGGED ALLIANCE 2. The muted color palette and art style

are done in a very deliberate, comic book way and some-

how work, evoking a brooding, noir environment without

trivializing it.

While the graphic novel art style should help ease the

entry of players

who might be
intimidated by a

more realistic

approach, the chief

design simplifica-

tion is found in the

squaddies that

make up your elite

strike force.

There's only six of

them, they carry

only one type of

weapon, and they

have unlimited

ammo. To X-COM

iimi I hiii^
GENRE: Strategy • RELEASE DATE: Ql 2000

PUBLISHER: fled Storm Entertainmenl

DEVELOPER: Red Storm Enfetiainment

CONTACT: www.redstorm.com

vets, it almost smacks of heresy.

SHADOW WATCH does retain some of the pre-

mission strategizing found in most tactical

games, A wide variety of mission types and dif-

ferent specialized skills for each of the six characters

require that you to pick and choose the right commeindos

for the job.

Odds are, you’ll take the stealthy martial artist and

sniper on bug-planting missions, saving the bruising

demolitions expert and shotgun-toting strongman for the

tasks requiring less delicacy. Each character totes one,

ability-appropriate weapon: The sniper packs a rifle while

campaign will end with

a simOar showdown,
the chief villain will

change and the path-

way to the ending will

be different almost

every time through.

It all sounds pretty

good, but there are a

couple of things Red
Storm should be taking

a long hard look at. For

one thing, even though

there are three enemy
types for each of the six

enemy factions, except

for the unique third-level villain for each faction, the lower-

level enemies are interchangeable. Fighting the same
grunts in different costumes could get boring fast. And
whether the game designers like it or not, a big part of X-

COM's appeal was the larger strategy game, especially the

research. The combat certainly looks fun. but whether an

X-COM clone that emphasizes combat above all else can

thrive remains to be seen. E33
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IF YOUR HEART ISN’T RACING BY
CHECK TO SEE IF IT’S BEATING

The Concorde.

It flies at Mach 2 .

It levels out at 50,000 feet.

It’s 350,000 pounds.

It’s yours to pilot.

Experience visually rich 3-D scenery Download Land in 20,000 airports worldwide

Ben Helicopter
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Fast-paced, dynamic world

True line of sight system :

lOO's of spell combinations

Summon and control creatures

Create your own traps, ambush victims

Defeat Hecubah, Queen of the Undead

What's YOUR strategy for action?

® 1999 Electronic Arts. Westwood Studios and Nox are trademarks or registered trademarks of Electronic Arts
in the U.S. and/or other countries. All rights reserved. Westwood Studios is an Electronic Arts^*^ company.

www.westwood.com
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PREVIEW

The Battle of the Bulge Never Looked This Good

by Marc Dultz

Close Combat IV
NEW VIEW With the new strategic view, players

can monitor the progress of the entire battle.Although Microsoft and
Atomic Games have
gone their separate

ways, that doesn't seem to be
putting a damper on the CLOSE
COMBAT wargame series. In

fact, now that they're working

with the folks over at SSI, Atomic
may be getting ready to unleash

their best effort yet.

CLOSE COMBAT IV: THE
BATTLE OF THE BULGE is based

on the Germans desperate

attempt to smash the Allied armies in the west dur-

ing the winter of 1944. Players will take command of

either German or American forces arrayed along the

supposedly "quiet" Ardennes sector in central

Belgium. In addition to the usual complement of

infantry and armored units, German forces will

include spies as well as “Operation Grief" comman-
dos, whose mission will be to disrupt American

GENRE: Wargame

RELEASE DATE: Q4 ‘99

DEVELOPER: Atomic Games

CONTACT: www.closecQmbat.cQiTi

communications and wreak as much havoc as pos-

sible behind enemy lines.

The biggest change to the system will be an

added strategic layer.

At the start of a cam-

paign, players wDl

deploy their forces in

sectors located along

the front. As the battle

wears on, players

must monitor the cam-

paign, going so far as

to redirect units where
they're needed the

most. Look for CLOSE
COMBAT IV to storm

through the Ardennes
sometime this

November, K'iVJ

YOU ARE HERE
,Sb are 099,999

other heavily

armed thugs.

Have fun.

Own. Mns. Defend. Attack.

»*-7 .

1 million players, 1 asteroid

1 rule: survive. Welcome to 10^"^.

The only massive multi-player

ActioriiStrategy game online.

Grab iioiir piece of the Rock.

.

Only at

w w w . 1 0 s i X . C 0 ID



Afarvel at vivid speciol ejffects, poweiful
magical spells, and the mighty weaponry
that you'll acquire on yourJourney

Travel through hundreds of beautiful
locations, rich in detail...and pacfced with
danyer

Vour mouse is your sword. Vse it in real time
combat to oanguisft/oes. including demons,
droyons. and other insidious creatures

1A in one Y 4.

K^labl
Terror grips the land. The poteerful 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...

I'
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Ensemble Studios

Takes Their Time With

AGE OF EMPIRES II and

Crafts a Strategy

Masterpiece

1^1



A&e OP EIWIPIRES i

D arius, the Persian warlord and king, climbed a hill to watch
his men cross the Hellespont on their way to a disastrous

encounter with the Greeks. History has it that Darius, look-

ing down on his ant-sized men, was overcome with the thought
of how brief and cruel was the human life, and he wept. Having

played AGE OF EMPIRES II and watched from my bird’s-eye view thou-

sands upon thousands of my men fail before the vicious computer
opponents, I think I understand ol’ Darius. For AGE OF EMPIRES II is as

difficult as it is beautiful.

AGE OF EMPIRES II: THE AGE OF KINGS (AGE II) is the sequel to the

popular AGE OF EMPIRES, a base-building and conquest strategy game
that, thanks to a strong design, a historically-inspired setting,

and the almighty Microsoft label, sold and sold and sold - to

the final tune of about two million copies. AGE n comes
almost three years after the first game, and a year after its

originally scheduled release. Developers Ensemble Studios decided to

delay the AGE II release in order to create the RISE OF ROME expansion

pack, and to take their sweet time with the sequel and get it right. And
did they ever.

what a difference an age makes
Fundamentally, AGE 2 is the same game as the original.

Your task is still to gather resources in order to build a

base, develop technologies, and outfit an army capable of

defeating your enemies. The game's challenge is still to

strike the difficult balance between economic development
and warfare. You can still win through conquest in battle,

wonder-building, or the hoarding of artifacts (now called

“relics," which can only be transported by monks). And,
again, there are 13 different civilizations to choose from -

although since we’ve gone from the "Age of Empires" to

the “Age of Kings," the Assyrians, Phoenicians, and
Yamato have evolved into Persians, Byzantines, and
Japanese, and the technologies have advanced a few hun-

dred years. So, at a gross level, we've got the same game;
but at the level of fine details - and AGE II is all about fine

details - we’ve got a vastly improved experience.

CBW RATED

Meticulously crafted graphics, sound, and inteHace;

near-perfect play balance; challenging and charming

single-player campaigns; varied multiplayer games and

win conditions; loads of extras, including

campaign/scenario editor and historical guide.

CONS

Minor annoyances with peasant behavioi^ typical RTS

oddities in computer opponent tactics; extremely diffi-

cult on anything but the easiest levels.

reviewed by

Chris Lombardi

Requirements: Pentium 166Mflz. 32 MB RAM, 200MB hard drive space. 30 Support: None. Multiplayer Support: Up to eight players via Internet or LAN.

Publisher: Microsoft • Developer: Ensembles Studios • $45 * www.mlcro8ofLcam > ESHB Rating: Teen; animated violence
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army.

THE WAR
MACHINE’S ON
HIGH A computer opponent

assembles a ferocious combined-

arms siege force. Notice how units

behind structures are outlined so

that they don't get lost within the

lush graphics.

BURNING

AGE n comes just prior to

the first wave of 3D real-time

games scheduled for this holi-

day season, and so its 2D-

graphics engine narrowly

avoids being officially behind

the times. There are no

advanced lighting and shad-

owing effects here, no

deformable terrain or line-of-

sight system. But in AGE H,

Ensemble demonstrates the

lesson that LucasArts has

been teaching for years -

masterful artistry will beat technical gee-

whizardry any day of the week. The Ensemble

artists have heaped lavish volumes of detail

onto the graphics and the sound, lending the

game the sensory impact of a big-budget

Hollywood period-piece. Every civilization in

AGE n has a distinctive visual and audio style,

and the level of detail here is astonishing. Even

after dozens of hours of play. I'm still finding

graphic flourishes that I’m forced to pause and

admire: the Asian motif in a wrought iron gate;

the animation of a dying battle elephant crash-

ing majestically to the ground; the way water

dances around the hooves of horses as they ford

a river. And the trebuchet, oh the trebuchet...

BARRAGE Carnage piles

before the Briton’s walls. Longbowmen, the Briton's

unique unit, have tremendous range and fearsome

power in large groups.

THE MOUSE IS ONCE
AGAIN YOUR

WONDERS AS I WANDER
The army of Saladin assembles before a

couple Egyptian brick piles before making

an assault on Cairo. History (and geography)

is used loosely as a flavoring additive

throughout the five single-player campaigns.

The list of improvements to the AGE interface

is as long as the laundry list for the Chinese

army. All of the interface conveniences we’ve

seen in the latest round of real-time games have

been added, plus a few extras. My favorites

include a command that will identify idle peas-

ants; jumping to the last sound cue with the

third mouse button; selecting all units of a type

by double-clicking on one unit of that type; and
a simple, right-click waypoint system.

You can assign four battle formations to

groups of units. Range units will automatically

take rear positions behind melee units, and
troops can be assigned to sur-

round and protect fragile siege

engines. It works beautifully.

You can also assign combat
stances - Aggressive, Defensive,

Stand Ground, and No Attack.

The Defensive stance is a huge
boon to command and control, as

the units will only fight within a certain radius

of their position, and then return to their origi-

nal position when the fighting is over. And the

No Attack stance is crucial for catapults, which
invariably do more damage to friendlies than to

foes if left to their own devices.

Add to these improvements an online technol-

ogy tree that tracks your advancements, vastly



Jj seems

to geeatly

imptooe upon

t^e eomputee's

atiifity to

assemble

eomblneD aems

attaeks . .. to

eountee your

peoDuetlon

patterns.

ORDER OF BATTLE
The new combat formations at

work: cavalry in front, men-at-arms

behind, archer in the third row, and

priests and siege units in tow.

mids on the road to Cairo. You'll wander
through the streets of a recreated Jerusalem in

order to destroy a battlement next to the Dome
of the Rock. The Mongols will capture Chinese

siege engines to actually take on the Great Wall.

As a whole, the campaigns are varied and clev-

erly designed, drawing on the entire range of

strategic possibilities: land and sea battles,

multi-front wars, siege warfare, religious war-

fare. economic challenges...

In addition to the campaigns, there are two
head-to-head game styles against the computer,

the standard open-ended competition and a new
Regicide game, which starts each player with a

castle and a king who must be protected at all

costs. The opponent AI is extraordinarily good.

Like most self-respecting gamers, I usually

won’t play a game on any level below "moder-

ate” difficulty, but AGE 2 forced me to swallow

my pride and play on the easier settings; unless

you're some kind of RTS ubermensch, or you
like to reload saved games over and over, you

will too.

AGE n seems to greatly improve upon the

computer’s abUity to assemble combined arms

attacks, and alter its unit production to counter

your production patterns. Computer opponents

also make capable allies now. When allied, the

computer wUl ask you for resources it needs,

give you resources you request (using a set of

prerecorded multiplayer taunts and messages -

very cool), and tell you when it's about to launch

an attack against another player. Yes, the com-

puter will still do things that make sense only to

its own strange sUicon logic, and at times it has

trouble coordinating its attacks for maximum
effectiveness. But you know, that’s the state of

real-time AI, and that's okay; the computer is

damn good at production, and the volume of its

unit output can well make up for its minor tacti-

cal weaknesses.

The original AGE OF EMPIRES emphasized

multiplayer games and random single-player

scenarios over elaborate campaigns. AGE n
retains this emphasis, but the developers have

put a great deal more effort into five campaigns,

each of which follows the career of a medieval

military legend. The stories of William Wallace,

Joan of Arc, Genghis Khan, Frederick

Barbarossa, and Saladin are told with simple but

beautiful pencil and charcoal sketches and qual-

ity voice-overs. Initially imderwhelmed by the

subdued production values and a few early sce-

narios involving "foozle” hunts, I was eventually

charmed. The designers use the game engine to

re-create ancient geography and form mini,

quasi-historical pageants. Units will march up to

your little Joan of Arc character and swear their

improved unit path-finding intel-

ligence, a mini-map that dis-

plays both economic and mili-

tary information, a great tutorial

campaign, advanced information displays that

show your peasants’ activities and your array

composition - and on and on I could go - and

it's quite evident that the developers have made
every effort for the game to be as easy to play

as possible.

Okay, maybe not every effort. I have a few
peeves that I wish had been addressed.

Managing your farms is still a major headache.

Off you go on a raid, only to return to find all of

your farms lying fallow and your peasants

whistling Dixie. Farm management was neither

fun nor interesting in the first game, and it still

isn't - probably never will be. In a similar vein, I

wish the peasants, after budding a mining camp
right next to a pile of gold, would actually start

mining rather than staring at their navels.

Combat units also have quirks; if given a choice

as to which enemy building to attack, they'll

always pick the least important target. They
have a strange obsession with mining camps,

and will attack them with extreme prejudice,

even when more important targets lie nearby.

AQE Of;' PIVIPIRES

i9De to the

E
dward I of England

refused the surren-

der of Stirling

: Castle in Scotland just so

he could watch his newly

! acquired trebuchet, a pow-

; erful slinging catapult,

I

destroy the castle walls. A
. cruel and gratuitous act, to

> be sure. But if his tre*

I

buchet was anything like

' the beautiful, graceful, and

deadly machine in AGE OF
EMPIRES II, then you’ve

! got to cut Ed some slack.

GOOD TREE, GOOD
FRUIT The complete technology tree

is a click away. The tree tracks your

development, so you always know what

your next research step should be.

THE MIDDLE AGES’

onisMxiiia
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THE RACES ARE ALIGNING.

THE ARMIES ARE GATHERING.

TH E APOCAL\^SEi^|Rl’PROACH ING.

AND PEM:E is. curled up in the fetal POSITIJa5h W-H4MPERlNG.

“IT LOOKS LIKETURN-BA5ED STRATEGY GAMING IS ABOUTTO GETA SHOT IN THE ARM.. .IT WILL HELP SOLIDIFY
AND STRENGTHEN THE GENRE.” - IGNPCCOM

INCREDIBLY DETAILED GRAPHICS
MAKE THIS THE MOST tIKELY CONTENDERTO THE EANTASTTURN-BASED CROWN.” - PC ACCELERATOR

Chdice ufuulumuUc (fast combat) or turn-

hased tucticul cumbaL Conjure over

100 spells spread over 7 spheres of magic.

Attempt to forge slrulegiiLulliancGS with 12

dinerent races, including humami. elves,

frustJings, ores, dwarves and the undeud.

Over lUU din'erent Oghling units unci

more than 50 unique heroes
that grow in experience and power.
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rnyw-GonciAMiscoM

I'hc wise ones have.seen an omen ofdoom in the form of a star in the night sky. The age of peace has otilciaily been bludgeoned to death. The elfin

court lies in ruin, and two factions have emei^cd. Battle flags have been raised, and silence has enveloped the land. This is the calm before the storm.

You cannot choose to avoid the apocalyptic battle that looms on the horizon. Hatred and the need for revenge have a very long shelf life.

Mukc ciilJcat ciccisians involving siege units,

heroes, captured towns,
mugic spelts. Immunities, and stealth.

Battle your way through vast open areas,

breach the outer wail in

city sieges and explore dark dungeons. wsrw.agcofwQndcrs.coni



T he following strategy

tips have heen excerpt-

ed from the Age of
Empires II: Age ofKings
Player's Guide by Bruce
Shelley. The complete
Player's Guide will be avail-

able through a special offer

at Electronics Boutique
stores, and will be printed in

full in our strategy booklet,

available on newsstands
December 7th.

BY CO-DESIGNER

BRUCE SHELLEY

CULTURE CLASH
The original AGE

earned a special CGW
award for its multiplay-

defenseless peasants. The Mongudai

are a nearly unstoppable hit-and-run

force, great for disrupting an oppo-

nent’s production.

er game, and has only gotten better in the sequel. As in

the original, each Civ has a unique technology tree

along with production bonuses. These differences have

been enhanced, making the decision as to which Civ to

play in which circumstance a very interesting one. Also,

each Civ has a unique special unit that can be produced

by its Castles, and there are some sweet units in the

mix. The English longbowmen are a favorite, with their

incredible range and power in large numbers. The
Mongol Mongudai, a fast and fierce horse archer, are a

devastating hit-and-run force. The variations in the

Civs, as well as among the individual units, are finely

balanced; there are no Civs that are clearly supreme in

all circumstances, and there is no unit for which there

isn't an effective counter.

The wonder-building dynamic in multiplay is still deli-

cious. Do you start building a wonder first and become
the target of all other players? Or do you wait and build

second, counting on the others to destroy the first? Or

do you go all-out on the offensive and count on your

aggression to crush all the wonder-wussies? There's

nothing similar to this chess-like dynamic in any other

RTS game.

A THOUSAND YEAR REIGN?
When all of the improvements and additions in AGE II

are computed to a final sum, AGE II stands out as one of

the high points in gaming this year. The word '‘crafts-

manship” is a word rarely seen in discussions of soft-

ware, but it's totally appropriate for the level of excel-

lence achieved by the AGE II team. The multitude of

artistic and design details, and the remarkable rock-scis-

sors-paper balance of the military units, testify to the

devotion the designers have heaped upon this game. I,

and I suspect many other gamers, will be playing this

one for a long, long time to come - perhaps even as long

as the next age. SSJ

E’s notljing similar to tljis (Ijrss-iikr

lait in any otijcrM^ game.

THE FIRST

G
oals for the first 1

5

minutes are to build

up a robust econo-

my, explore the map, and

advance to the Feudal Age

(second age). You begin

with three Villagers and a

Scout Cavalry unit. When the game starts, immediately

spend any food you have to build new Villagers. Then

begin construction of one to three houses so that new

people can be produced. Scout the map near your

Town Center (using waypoints) to find Sheep, forage

bushes, wild game, gold, stone, shore fishing sites,

relics, coastlines, choke points, etc. Put one Villager

on culling a tree close to your Town Center. Put new

Villagers on food (either Sheep, shore fishing, Wild

Boars, or forage bushes). Harvesting one tree com-

pletely adds enough wood to the 200 pieces that you

start with to allow you to build three houses, a Mill,

and a Lumber Camp. Place the Mill next to forage

bushes and the Lumber Camp next to the woods.

After you have six Villagers on food, put the next six

on wood. Put six more on food, and then put some on

Slone and gold. If fish are nearby, put more people on

wood and build three to five Fishing Boats. Set gather-

ing points on trees, gold, stone, fishing grounds, etc.,

to send new Villagers and Fishing Boats directly to a

resource gathering site. Expand the map search with

your Scout and get into the corners of the map to find

enemies. Hit the period key occasionally to locate any

idle Villagers, and put them to work.

After 15 minutes you should have built at least one

Mill, one Lumber Camp, a Barracks, a Mining Camp
gathering stone, a Mining Camp gathering gold, and

possibly a Dock supporting Fishing Boats. The best

Ensemble Studio players have 25 to 35

Villagers/Fishing Boats at this point. Their economy is

gathering resources quickly. When the nearby fast

food sources are exhausted (Sheep, shore fishing.

Wild Boars, forage bushes), players turn to hunting

deer or building Farms. Note that you can build Farms

in the Dark Age, but wood is usually at a premium.

When you convert over to Farms for producing food,

build 1 0 to 1 5 of them adjacent to Mills and Town

Centers.
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ADVANCIIMG
THROUGH THE AGES I

f your ecor^omy has gotten off to a good start, you should be able to advance quickly through the Feudal

Age and into the Castle Age, Food will be available when you need it. When you enter the Castle Age,

you want to have 650 stones available to build a Castle. Gold will be needed for many technology

upgrades, and for building better fighting units. It may be useful to overload stone mining until you have the

stone you need for a Castle, and then switch some of your miners to gold. Some players use Castles offensively, building one near an enemy.

You must build at least two of the following buildings to move past the Feudal Age: Blacksmith, Market, Archery Range, or Stable. The first two are

musts. The Blacksmith is where you upgrade the armor and fighting ability of your military units. Research Cartography at the Market to share line-of-sight

with allies. At the Market, buy and sell commodities as needed to raise gold or get needed resources. The best players at Ensemble Studios don’t wait for

the extra few hundred stone or gold they need to be mined; they buy or sell resources to advance quickly. From the Market, you can also build Trade Carts

that can be useful for bringing in gold from trade in a multi-player game. Archers are particularly useful on defense when placed inside Towers. Stable units

are primarily offensive units but can be useful for defending against foot units attacking the town.

To move past the Castle Age. you need a Castle or two of these; University,

Monastery, or Siege Workshop. Castles produce your unique unit and the Trebuchet.

Castles are also strong buildings with fighting power. At the University, you can

research technology upgrades important for defense, plus technologies that improve

your missile weapons. Chemistry allows Gunpowder units. Some players skip the

Monastery. Monks built at the Monastery can quickly heal units that are within range

and without orders. Monks can also pick up Relics and garrison them inside a

Monastery, creating a modest flow of gold into your treasury. You can win the stan-

dard game by collecting and holding all relics in the game.

One interesting economic decision is when to upgrade woodcutting, mining,

Wllager productivity, and Farm productivity. These upgrades improve production of

commodities in the long run, but may temporarily delay progress through the Ages.

Whether to upgrade early (Feudal Age) depends on what is most important. If you

need extra wood because of fishing and other boat building, the wood cutting

upgrade is particularly desirable. The stone-mining upgrade might be needed because

you plan to build multiple Castles. If little fishing food is coming and you have convert-

ed to Farms early, consider the Farm upgrade.

Players in a particularly safe map position may attempt to “boom." They build 30 to

40 Wlagers and progress through the ages quickly. Boomers may feed resources to

others who are taking the fight to the enemy or who are acting as a shield.

In the middle and late stages of a game, delete Villagers and Fishing Boats that are

no longer needed. Once you have progressed to the Imperial Age, fielding a larger

army is more important than keeping the economy humming. During prolonged fight-

ing, resources may build up to unusable quantities. Be the first to sell these commodi-

ties at the market for the best price.

Use CNTRL # groups to help control battles.

Make one group of fast units for hilling Monks.

Another group might be infanby for killing build-

ings. Another might be ranged units ttiat you can

target quickly to take out a particular enemy

unit

Food is gathered most quickly from Sheep, shore

fishing, and Wild Boars. Boars fight back, how-

ever. Hunt them with five or more Villagers to

avoid having a Villager hilled during the hunt.

If an incomplete building Is going to be

destroyed, delete it yourself to get back at least

some of the resources invested. Select the

building, and press the DELETE key. This is espe-

cially true for Castles.

If your Scout discovers Sheep far from home, It

is unlikely they will walk to your town on their

own without being captured by another player.

One tacUc is to select the Sheep together with

your Scout and send the group home. The Scout

will prevent the Sheep from being stolen without

a fight, although the group will move at the

speed of the Sheep.

n TMIf Rust.
SS Walling off and for-

H
lilying your base is

_ an essential

defense against the

inevitable early rush

by multiple computer

opponents. And don't

forget a gate, like I did

’ here. The best defense

^

against those battering

rams is a cavalry rush,

but the cav need a

way outi

If you plan to send Villagers bite no-man’s land,

send multiple Viltagers or upgrade their hit

points with Loom technology to better withstand

attack by wolves. Your Scout or other military

units can also support Villagers.

If an enemy is using Monks against you, or you

are fighting with expensive high-quality units

such as Persian War Elephants, consider

researching Faith at the Monastery to make it

harder for enemy Monks to convert your units.

Rollover text can be activated or turned off as

you wish. It provides mformation on every unit,

building, and technology in the game.

tJOWTROi, For better conUol

in messy battles, group tike units

together so they cen be accessed

using the number keys. Grouping is

eapeoially useful with range units,

who are very effective when their fire

is directed at a single foe.
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Live as a vampire, feeding on human prey while

struggling to maintain your humanity.

Survive over 800 years — from medieval Prague to a

modern-day gothic New York.

Gain experience through quests or slayings to upgrade Build your own thrilling online adventure with a unique

your abilities or learn dark powers involving combat, storytelling system. Choose a clan from the vampiric

stealth and manipulation. bloodlines and join in the nevei— ending war of darkness.



HALU OF FAIVIE

1 p u e T r o s
Welcome to the Cooperstouun of Computer Games

Crusader:
No Remorse

Diablo

Myth

T
he phrase “Here today, gone tomorrow"

may apply to Corvette Stingrays, any-

thing acid-washed, and Ricky Martin. But

not to computer games. Not if we can help it. For

more than 10 years now, the COW editors have

haggled, argued, and stabbed each other (repeat-

edly, in some instances) over the hallowed list of

games you see before you. This last-of-the-milleni-

um induction features two changes to the Hall of

Fame: a semi-annual format, and the addition of

live, flesh-and-blood people.

liWmiiTO*1

Origin, 1995

Never has a world of pain hurt so good. Released in late 1995,

CRUSADER: NO REMORSE bucked the trend of DOOM-alikes with

an isometric, tlhrd-person perspective that let you watch your

onscreen avatar wreak the game's spectacular and original brand of

mayhem. Clad in crimson combat armor, the Crusader—looking for

all the world like a man-sized bullet dipped in blood—strode

tlirough the evil corporate offices, warehouses, and military com-

plexes of the evil WEC conglomerate. The bmtal action offered

more than the “run and gun” shooters of the day, forcing you to

creep, duck-walk, and tumble as you took out security cameras,

automated defense turrets, and waves of soldiers. And laying waste

The Complete CGW Hall of Fame

Alone in the Dark

{l-Molbn, 1992)

The Bard’s Tale (EA, 1965)

Battle Chess
(Interplay, 1 988)

Battleground series

(Talonsoft, 1995-present)

Betrayal at Krondor

(Dynamix,! 993)

Chessmaster
(Software Toolworks, 1986)

Civilization

(MicroProse, 1991)

Command & Conquer
(Virgin/Westwood Studios,

1995)

Day of the Tentacle

(LucasArts, 1 993)

DOOM (id Software, 1993)

Dungeon Master

(FTL Software, 1 987)

Earl Weaver Baseball

(EA, 1986)

Empire

(Interstel, 1978)

F'1 9 Stealth Fighter

(MicroProse, 1988)

Falcon 3.0

(Spectrum HoloByte, 1991)

Front Page Sports

Football Pro

(Dynamix, 1 993)

Gettysburg: The Turning

Point (SSI, 1986)

Gunship
(MicroProse, 1986)
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MALI- OF FAME

was never more satisfying—torch an enemy with a

flamethrower and you’d be treated to the spectacle of

a shrieking, burning man running in circles before

crumbling into a pUe of ash. Use a microwave gun on

a victim, and you’d see their flesh goo and dribble

away from their frame.

While CRUSADER laid the foundation for later iso-

metric standouts like DIABLO, it was the richness and

interactivity of the gameworld that made it so incred-

ibly addicting. Groundbreaking SVGA graphics creat-

ed realistic futuristic environments where the glass

bricks dividing office cubicles could be blasted to

shards. Railings, walls, desks, chairs, and more were

fully destructible, allowing you to leave a wholly

unholy path of carnage in your wake. Further, objects

in the world could be manipulated to allow you to

seize control of turrets or surprise your enemies with

lethal jets of scalding steam. It's a level of interactivi-

ty that we’ve come to demand in our action games.

For that, and a giddily violent sense of fun,

CRUSADER: NO REMORSE is a most deserving Hall of

Fame title.

Blizzard, 1937

I Cn oie-playing games are dead." That was the

Ji*conventional wisdom in the gaming communi-
ty in 1996. The great computer RPG troika—ULTIMA,

MIGHT & MAGIC, and WIZARDRY—were played out.

Everything else was just feeble, third-rate swords-

and-sorcery knockoffs, woefully out-of-date compared
to the hot strategy and action titles of the day.

And then came DIABLO.

Blizzard Entertainment, riding high on the massive

success of WARCRAFT II, decided to cavalierly ignore

conventional wisdom for its next title, in a bold, con-

scious effort to bring the RPG back from the dead.

And not only did they succeed better than anyone
could have possibly dreamed, but, in the process,

they made a computer gaming classic.

DIABLO boiled the role-playing game down to its

simplest, most visceral elements; hack-and-slash

combat in an increasingly difficult series of dun-

geons. At first, some people complained that it was-

and you're sure to see the cold, alien evil that lies underneath

that quiet, unassuming, Tickle-Me-Elmo visage.

We mean no disrespect to Sid and his race. We have been

bested, and must admit defeat. When they come to take us

away to our

deaths, we will

go with the

memories of all

the enraptured

hours spent pri-

vateering on the

Spanish Main,

laying railroads

across conti-

nents, and con-

quering worlds,

ours and others.

Yes, we will go

with a smile. We
will go with Sid.

So it Is with

the humblest of

bows that we
induct Sid Meier,

game design

master and alien

stooge, into the

CGW Hall of

Fame, the first

“human" to

receive this

honor. Thanks,

Sid, We'll be

your happy meal

any day.

Sid Meier’s Gameography
Just look at this listi 15 years, 25 games,

five Hall of Fame titles, and an incredible

range of topics and gamepiay styles,

1984 SOLO FLIGHT

1984 HELLCAT ACE
1984 FLOYD OF THE JUNGLE
1985 SILENT SERVICE
1985 NATO DIVISION COMMANDER
1985 CONFLICT IN VIETNAM
1985 CONFLICT IN EUROPE
1985 CRUSADE IN EUROPE
1985 DECISION IN THE DESERT
1986 SILENT SERVICE II

1986 F-1 5 STRIKE EAGLE
1987 PIRATES!

'

1987 RED STORM RISING

1988 F-1 9 STEALTH FIGHTER
1989 GUNSHIP
1989 F-1 5 STRIKE EAGLE 11

1990 RAILROAD TYCOON
1991 CIVILIZATION

1991 COVERT ACTION
1993 CPU BACH
1994 Sid Meier’s COLONIZATION
1995 Sid Meier’s CIVNET
1996 Sid Meier's CIVILIZATION II

1997 Sid Meier's GETTYSBURG!
1999 Sid Meier's ALPHA CENTAURI

Harpoon

(360 Pacific, 1989)

Kampfgruppe (SSI, 1985)

King's Quest V
(Sierra On-Line, 1990)

Lemmings
(Psygnosis, 1991)

Links 386 Pro

(Access Software, 1992)

M-1 Tank Platoon

(MicroProse, 1989}

Master of Magic

(MicroProse, 1 994)

Master of Orion

(MicroProse, 1 993)

Mech Brigade (SSI, 1985)

MechWarrior 2

(Activision, 1 995)

Might & Magic (New World

Computing, 1986)

M.U.L.E.

(EA, 1983)

Panzer General

(SSI, 1994)

Pirates!

(MicroProse, 1987)

Quake (id, 1996)

Railroad Tycoon

(MicroProse, 1 990)

Red Baron (Dynamtx, 1990)

The Secret of Monkey
Island (LucasArts. 1990)

SimCity (Maxis, 1987)

Starflight (EA, 1986)

Tetris (Spectrum

Holobyte,1 988)
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HALL OF FAME

n’t an RPG at all. It was too action-oriented, and the story-

line, dialog, and character development were minimal. But

to regard DIABLO this way was to completely miss the point

of the game. By stripping the genre bare, what Blizzard

accomplished—briUiantly—was to restore the one ingredi-

ent missing from RPGs for years; addictive, fun gameplay.

Once you got into it, this was an impossible game to stop

playing. Combat was fast, furious, and often, scary as hell.

Every single element—the interface, sounds, graphics,

weaponry, spellcasting, music—was calculated to create a

tense, moody atmosphere that gripped you from the

moment you launched the game. The game was accessible

to newbies—introducing them to RPG concepts like leveling

up and point distribution—yet kept hardcore gamers riveted

for months.

DIABLO revived a genre, was one of the scariest and most
addictive games ever, and helped launch the online revolu-

tion. For all of these reasons, it easOy earns a prominent

place in CGWs Hall Of Fame.

HEROES OF MIGHT AND MAGIC II

New World Computing,19S7

The definitive “just one more turn" strategy game,

HEROES OF MIGHT AND MAGIC 11 was SO incredibly

addictive you practically needed a methadone program to

stop playing. At its core, it seemed like so many other turn-

based strategy titles, asking players to collect resources,

build units, and obliterate enemies. The genius of the game
was in the execution, in the heart of the game's design,

which forever dangled carrots in front of the slack-jawed

faces of mesmerized gamers. There was always another

mine, another new unit, another spell, another enemy castle

to storm—and they were all always just one more tantaliz-

ing turn away.

HEROES II's embrace of its role-playing roots (in the

MIGHT AND MAGIC RPG universe) added a layer of strategy

missing in other titles: developing characters. The heroes

leading your armies gained experience with each battle

won. forcing you to choose between new or improved abili-

ties with each level they gained. The decisions were simple

either/or situations—do you increase your magic or defense

skill, upgrade your movement or attack ability—but they

gave gamers new strategic elements to consider, letting

them shape their alter egos to suit their strategy.

HEROES II proves that fantasy has a place on the strategy

gaming battlefield, and it certainly deserves a spot in the

Hall of Fame.

Bungle, 1997

While the rest of the industry was focused on how
to milk the Real-Time Strategy (RTS) genre, Bungle

went ahead and did something new: They added anoth-

er dimension. This third dimension wasn’t just for eye-

candy, though; either you remembered how important hills

are in a battle, or you died horribly. Some of the other RTS
games may have had elements of 3D terrain, but none were
quite so visceral or effective as the 3D-accelerated land-

scape in MYTH. Moments such as marching your archers in

a rainy swamp, or blanketing a mob of zombies with dwar-

ven explosives, fulfilled the visual-titilation requirement that

gamers want nowadays.

MYTH didn't just rely on one gimmick, though. Wrapped
around the beautiful 3D-engine was an intensely gritty cam-

paign that echoed the other famous phrase: "War is hell.”

Not only was the campaign well-written, it also required

tactical thinking uncommon in other RTSs. With limited

numbers of men and no resource gathering/building, you

had to learn to intelligently use formations and the terrain

in order to win. This wasn’t a campaign you could blaze

through, either; every difficulty level provided a good mea-

sure of challenge, and in fact, different difficulties created

situations that required entirely new tactics. Add to that

bungie.net support for the wide variety of multiplayer

modes (King Of The Hill, Capture The Flag, etc.), and you

had a game that would last a long time on the hard drive.

All in all, MYTH was the closest gamers came to experi-

encing the brutality and beauty of medieval warfare scenes

of the ilk found in Braveheart. It also proved that the strate-

gy genre can greatly benefit from the 3D-acceleration craze.

And so Bungie’s visionary game deserves a place in the Hall

Of Fame. Kd'.'/

Their Finest Hour Ultima IV Wasteland Wizardry

(LucasArts, 1989) (Origin Systems, 1985) (interplay, 1986) (Sir-Tech Software, 1981)

TIE Fighter Ultima VI Wing Commander Wolfenstein 3-D

(LucasArts, 1994) (Origin Systems, 1990) (Origin Systems, 1990) (id Software, 1992)

Tomb Raider Ultima Underworld Wing Commander II X-COM (MicroProse, 1994)

(Eidos, 1996) (Origin Systems, 1992) (Origin Systems, 1991) You Don't Know Jack

Ultima III
War in Russia (SSI, 1984) Wing Commander III (Berkeley Systems, 1996)

(Origin Systems, 1983) WarCraft il (Blizzard, 1996) (Origin Systems, 1994) Zork (Infocom, 1981)
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TAHIMG YQUR MQn|I^PI»TERNET
IIUEHilllBCE iffEEDS.

"I have a Flashcom DSL connection and this is

surely the future for Internet connectivity.

Anyone anyplace that can get this technology

into their home or office is foolish not to order

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 you're always on, so there's no wait to connect,

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

LARGEST NATIONAL COVERAGE AVAILABLE. CHECK WWW.FLASHCOM.COM

FREE SETUP

FREE EQUIPMENT

FREE INSTALLATION

FREE FIRST MONTH
SERVICE

FOR AVAILABILITY IN YOUR AREA.

FROM AS
LITTLE AS $49.95 A MONTH



First stop on any mission is the

pre-assault briefing. Here you'll

receive the latest updates on the

current crisis, configure your

teon's aresenal, and determine your

entry port axJ txtical approach to

the target locar^of’

Systemotically search each envl-

romiBit, or take commoid to breach

and clear each location until you

find your suspect. As the Element

Leacter, stealth and dynanic toctlcs

are just a keystroke away when

commanding your five-man team.
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. ........SOMETIMES NE»30Tl!=lTING REQUIRES
MORE THRU R HRNDSHRKE.

passport

UnitMl States

of America

exec scan procedure
security level C0V9

clearance granted

•automatic machine gun» govt, issued

handcuffs

Soldier of Fortune®® 1999 Activision, Inc. Developed Py Raven Software Corporation. Published and distributed by Aclivlslot), Inc. Activision® is a registered

trademark of Activision, IrK. Soldier of Fortune® is a registered trademark ot Omega Group. Ltd. This product contains sollware technology licensed from Id Soltware.

Inc. (’Id Technolog/). Id Technology ©1997 Id Software, Inc. All rights reserved. All other trademarks and trade names are propenies ot their respective owners.



AdiVisioH.

Thirty real-to-Ufe missions
spanning five continents plus
innovative multi-player modes.

a 3-D accelerated Quake II engine
upgraded ujith GHOUL rendering
system for unprecedented detail
and faster gameplay.

Immersive storyline uiritten in
collaboration uiith Counterparts
author Gonzalo Lira plunges you
into the secret and deadly world
of a modern-day mercenary.

phck aouft bag;
HOUR OOUHTRH I CRLLIN

Four nukes have been stolen from a
Russian stockpile and it’s up to
you to do the U.S. government’s
dirty ujork. Your missions travel
to the world’s most dangerous
political hotspots tracking down
the warheads as they exchange
hands with terror istsj skinheads,
and countless militants. With
sniper rifle in hand and white
phosphorous grenades at your side,
you realize that good aim and ammo
wi.l 1 only get you so far. This is
a battle of intelligence where
strategy is the only plan of
attack and the hunt is just as
tricky as the kill. Tearing past
enemy lines, you zero in only to
find one nuke. Something is amiss.
Someone has escaped you . So much
for an open and shut case.

fiCTlOH Gf=lME OF SHON
RLL ORMES HETHORK

E3 BEST OF SHOW -

THRESH'S FIRING SGlUfiD



R4rj-r; Jrjs^-T: \ lirz I nzrJjrTrjlnrfrj

You embark on a journey in search of^ammoth prehistoric beasts. But then something hapiiens,

and you realizefyou are now outnumbered and outsmarted. The hunter has become the hunted^



DECEMBER REVIEWS
This month’s Reviews section features some highly

anticipated sequels, a perennial favorite, and a few brash

newcomers. Also, our first-ever review of a Palm Pilot

game makes it into this issue, a platform we would like to

see more quality titles for, How about MADDEN for Palm

Pilot? Or QUAKE III? Of course, someone would have to

develop the world's tiniest 3D accelerator.

CGIIU EDITORS* CHOICE GAMES IN lil=til

OUOTE OF THE MONTH

Braveheart 2 130

C&C: Tiberian Sun 4 120

Civilization 11: Test of Time 4 161

Corsairs 2 158

Darkstone 3.5 135

Disciples; Sacred Lands 1.5 158

Fly! 3.5 152

Independence War Deluxe 5 1S8

Madden 2QQ0 4 138

Mob Rule 2 161

NBA Inside Drive 200Q 3.5 154

NFL Fever 2000 4 142

Prince of Persia 3D 3.5 124

Rogue Spear 117

Sinistar 3.5 148

Skydive 2 158

Tiger Woods (Palm Pilot) 4 161

I know Diablo. Diablo

is a friend of mine. You, sir,

are no Diablo.
Greg Fortune, reviewing DARKSTONE

172

HOW DO WE RATE?

I Very Good Worthy of
|

I your time and money,

I but there are draw-

I backs.

Weak Seriously lack-

ing in play value, poorly
|

conceived, or just

I
another clone.

^1 I Does

I Not



C_Jarsman

“Can'c...move....'i:’ms....slo\viiig...do\vn. [

many ships do they chink we can rair

one day? Thac's ic, I’m caking this up

with the union.”

impressive city-fc

eamc ever made.

Immerse yourself in the .M

'^’|:^nde}jr of ^neient gypt.A^--

the ^^j^jg'ou^lcmgdo'T'V

beside^ the river |\I'Ic. •
i '^3

?S)djyili;tatioh',f65.the centuries j^’r5^
'•'•v.v'--'

••

^’^you frass alongyour

fromj^en&ra'tjon to >

I
’

f®n|^ti0rt, creating an • -
.

*fefo{SJ^3nd a.bloodlioe built •

'x

g Pricst

p Scop! Thief! My God Ma’ac gives me

V die power co strike )’ou down where >’oi

y stand! Feel lucky punk?

The Pharaoh’s palace is filled with loot. They’ll

never notice if a liccle is missing! I might anger

the Gods, but you won’t catch me rowing in a

galley all day, Next scop, the Senet house for a

beer. Stealing is cliirscy work.



Watch the largest monumcntl^^|TT^:

^assembled brlck-by-bricJp.N'^^

city-building game been

£)cer Ma^^cr

Sliay wliacya will,
1
gotca keep casluiiig my

brew. Tlie Pliaraoli demanshed the bcshc.

And that’s what heesh gonna get. Hail

Oshirish. may tlic barley crops grow shtrong!

Defend your city from cultures,

: such as the Canaanices or . Battle oo

.land or water with powerful war galleys.

h- Mile rarmcr
Nobody cold me chat u’hcn the Nile Floods

1 have CO work on the pyramids. Why didn't

^7 1 embaiming school like Mom waiueth

{>IJERR\
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“"The most
impressive nistorical

sim ever.”
= IGNPC.com



ACTION REVIEW

Red Storm Delivers Another High-Caliber Tactical Simulation

King Rogue
CAMERA
SHY ROGUE SPEAR’S

really cool sniper-sup-

port feature is extremely

useful for missions like

this one, where the life

or death of a hostage

depends on taking out

the bad guy with surgi-

cal precision.

HIGH VOLTAGE With 18 single-player missions, ROGUE SPEAR

offers some very memorable moments. Including this mission deep inside a

Russian nuclear reactor.CGW RATED
PROS

Intense action;

tmproued inter-

face; challenging

Al; cool weapons

and ballistic

effects; addictive

multiplayer fea-

tures.

CDNS

Some ballistic

anomalies; plan-

ning mode can be

overwhelming;

sluggish graphics

at times. Publisher; Red Storm Entertainment • Developer: Red Storm Entertainment • S50 - www.redstarm.com

ESRB Rating: Mature; animated blood and violence.

Requirements: Penlliici-2GGMHz, 32MB RAM, 200MB lianl drive space. llecomniGniied Rsqpdmnttlts: PentIuin-ZBBMHz, 64MB RAM. 200MB tiani

drive space. 4MB 3D lard. 3D Support Glide aid OlrecISO. Multiplayer Support IniemeL LAN (2-16 players), cne CD per player.

Putting on the Blitz

ROGUE SPEAR is two games in one. First, it’s a highly-detailed

strategy game where planning the perfect operation for mission suc-

cess is your primary directive. Second, it's a very realistic action

game where you execute your plan as a member of your commando

team. One slip up in either phase of the game, and you'll discover

how quickly hostages get waxed and operatives blown away.

The blood and guts of ROGUE SPEAR rest in a meticulous plan-

ning phase that has been modified for user friendliness. The Briefing

and Intel screens are improved from RAINBOW SIX, detailing your

overall mission objectives while providing more visual information so

that you can actually see what the area of operation looks like. After

you’re debriefed on the situation, you form and equip your team in the

Roster, Kits, and Team screens. This year's model has more opera-

tives and equipment al your disposal, including sniper specialists and

sniper rifles like the PSG-1 and Barrett Model - they're a perfect fit

for the new sniper features. If you find yourself wanting to outfit your

entire team with specific weapons, equipment, or uniforms repeated-

ly, a nifty save kit feature makes this an

easier process, as does a variety of

basic default setups.

The Planning Screen is the heart of

your preparation. Here, you'll map out

your teams’ every move by using

waypoints, rules of engagement, spe-

cial actions, and Go Codes. ROGUE
SPEAR provides a 3D-map overlay of

the area where you plan every detail

from breaching doors to disarming

bombs. It’s a tricky and time-consum-

ing operation, but this time around

Red Storm has provided very good

default plans on every mission for

gamers too intimidated or impatient

to make their own.

If you're more interested in plan-

ning a good operation without actually controlling your operatives, the

Watch Mode feature allows you to test your plans. Here, you can

observe your entire mission unfold in cinematic style. In addition, a

very useful replay feature lets you watch missions over and over again

to discover flaws or highlight successes.

All of your planning is performed in a revamped interface that

Whether it's freeing hostages from the diabol-

ical clutches of terrorists, dropping bad

guys like flies, or blowing a nuclear facility

off the face of the planet, ROGUE SPEAR will give

you the same gut wrenching butterflies you’d feel

performing an

actual real world

op, live. ROGUE
SPEAR completely

rebuilds its prede-

cessor, RAINBOW
SIX, from the

ground up with a

new graphics

engine, streamlined interface, sharper Al, better ballistic models,

improved stability, additional weapons; and features like sniper sup-

port, watch mode, and replay. It al! adds up to a game that thrusts

you into a secret world of gritty, heart pounding commando opera-

tions where every nuance of planning and execution affects your suc-

cess. If only every sequel were as strong as this.

ROGUE SPEAR



REVIEW ROGUE SPEAR

GUN CLUB ROGUE SPEAR has added some really cool weapons, like I'LL HAVE THE WHITE RUSSIAN The Briefing and Intel

the Steyr Aug and L85A1. for operational diversity. Ballistics become a factor in screens are easier to navigate and offer a wealth of intelligence and back-

certain missions so make sure you choose the right weapon for the right job. ground info to digest.

streamlines the screens for more manage-

able planning than in the first game. Not

only are the planning screens more concise,

but the addition of easily-accessible game

menus during the action phase provides -

for example - a venue for remapping keys

or enabling a joystick.

Elite Forces

When the planning's done, it's time to

execute your mission in one of 18 areas of

operations. ROGUE SPEAR now sports a

vastly improved action bar that is placed at

the bottom of your cinema screen for easier

team control, Need to recon the hallway

before continuing toward your objective?

Command your team to hold, and they'll

fornn a defensive position until you signal for

their assistance, team fire and movement is

more realistic, so your Red team, for

instance, escorts hostages out of the build-

ing while your Blue team continues extermi-

nating tangos. And when your direct super-

vision is required elsewhere, switching

between teams and team members is easier

to do.

Unlike RAINBOW SIX, where you could

complete most missions with a single oper-

ative, ROGUE Spear’s improved Al means

you’ll need ei'e/y operative. No more dumb

terrorists blindly walking past their fallen

comrades: terrorists are smarter, quickly

reacting to noises and open doors, and

ducking for cover when fired upon.

WELL-DRESSED MAN
Hdw important is wearing the right camou-

flage? When your team’s life depends on hid-

ing in plain sight - plenty.

Staying Alive 101

1 . Study map layout; specifically inser-

tion points, team waypoints, and loca-

tions of objects and terrorists. Note

possible ambush points for terrorists.

2. Get familiar with the GO codes

and practice using them in the tutorial

or Terrorist Hunt modes, If the situa-

tion demands a dynamic response,

you can always change a team's ROE
code. In order to escort hostages

safely out of the area, don't forget to

change the ROE code of your team to

Escort.

3. Maintain timing from team to team.

For instance, if you blitz two teams

down two separate corridors before

they meet at the entrance of the

Opera House {where terrorists are

holding hostages), it's veiy important

that both teams are in sync so that

their attack on the theater is numeri-

cally superior to the enemy.

4. Try to use the heartbeat sensor

when not engaged. It will help in not

getting your operatives killed by well-

hidden terrorists waiting to ambush

you.

5. Don’t expose your entire body.

Slice the pie by leaning down corri-

dors or around doors to shoot when

just a portion of the terrorist is in view .

6. Always know how many rounds

remain in your magazine. If you get

below ten rounds, it’s time to reload,

ideally in a spot where you’re not

exposed.

7. Remember that moving while firing

effects your accuracy, so fry not to

blitz when firing at longer ranges. Full

auto can be more of a burden than a

help, so utilize three round bursts in

weapons using this rate of fire. It'll

help conserve ammo.



REVIEW

The higher IQ extends to your team as well - commandos no

longer block your line of fire or get stuck in corners. Team operatives

are more proactive, sometimes reacting to situations so quickly they

dispatch terrorists before you even see them. To add to the realism,

Red Storm added crouching and leaning movements so that you can

look down corridors without exposing your character. Operatives can

also climb on objects and walls, and jump off ledges. An auto-target-

ing feature assists target acquisition if you’re having problems locking

on tangos, but it’s only available on easier game settings.

The Deadliest Game
Two of the most exciting additions are the Lone Wolf and Terrorist

Hunt games. You get these options after completing a single-player

map; your goal is to exterminate 30 randomly placed terrorists with

either a single operative in Lone Wolf or an entire team in Terrorist

Hunt. Not only is this a great way to hone your tactical skills, but it’s a

great way of gaining proficiency in commanding your teams. Think of

it as a more nerve-wracking extension to ROGUE SPEAR's excellent

tutorial.

Graphically, ROGUE SPEAR is just great. The environments are

more detailed and evocative of real world locations. You really feel as

if you're in Siberia disarming nuclear weapons, freeing hostages at

the Prague Opera House, or taking out tangos at an ancient castle in

Azerbaijan. The weather effects are awesome, with rain, snow, and

wind adding to an already astounding mix of realistic environments.

3D sounds are marvelous as well, making ROGUE SPEAR a com-

pletely immersive experience - travel along a sewer and hear the

water rush underneath your boots.

With all this visual splendor, it’s a shame frame-rates sometime

drop (especially when moving through wide-open terrain) even on

fast PCs with TNT2 cards. Some model clipping can still block your

view, especially in tight corridors; then again. I've yet to find a 3D

game where some clipping does not exist.

The ballistics model is more realistic than before, so picking the

right weapons for the right job is important. Snipers should utilize

sniper rifles like the M-1 4 or Walther WA2000 for better long range

accuracy, while close combat is better sen/ed utilizing CQB weapons

like the MP510SD or LIMP45. You'll also have your choice of rounds.

Shots are body-specific, so you’ll need to place your fire so that you

kill your enemies; if you don't, you can track them down thanks to the

new wound effects that make everyone in the game bleed, leaving

the telltale blood trails wherever they go. Maybe twice in multiplayer

games did I notice a rare ballistics bug - an operative can shoot ter-

rorists at point-blank range with the mighty Barrett, but the bullet

passes through without damage. Talk about your magic bullet.

The Killing Zone

With a slew of multiplayer options to choose from, ROGUE SPEAR

should last on the hard drive for a long, long time. Improved features

and options cover about a dozen game types for either co-op or

adversarial play. Of them all. Double Bluff in adversarial mode is prob-

ably the most challenging team game - you’ve got to escort a coterie

of witless hostages while the opposing team does the same. One

false turn and your hostages become the proverbial ducks in a barrel.

It’s incredibly tense and fun. Unfortunately, LAN games can be tricky

at times, with the game perfectly simulating an alternate- dimension

mystery spot, where team members remain in the same game but

can’t see each other.

Server options have been beefed up for multiplayer game cus-

tomization. Now you can completely modify games by including ene-

mies, auto-targeting, varied insertion points, kit restrictions, and other

features. Arm patches have been added to player uniforms so that

you can easily determine friend or foe. Still, it would be nice if the

game shipped with a mission editor for modifying maps and games.

In the final analysis, a host of revisions and improvements leave

ROGUE SPEAR a big improvement on the original. Added realism, a

greater accessibility, and even more inventively devious missions

make this game the new benchmark of tactical simulations.

i',nA<iu >;pecmlD;ieFation5.c::

The Mecca of all things pertaining to real SpecOps.

This site aiso has a great variety of SpecOps discus-

^ Sion forums.

i| -orums. .cor

J The Rainbow Six Line is the most active ROGUE SPEAR

discussion board on the web.

ainbowB.:; 'Atcom'

A good ROGUE SPEAR gaming resource.
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REVIEW STRATEGY

C&C; TIBERIAN SUN Shines, but not Brilliantly

Partial Eclipse

i

hope Westwood Studios won’t take It the wrong way when I say

that TIBERIAN SUN, their long-awaited sequel to COMMAND &

CONQUER, makes me think of a big juicy cheeseburger. Like that

dietary staple, TIBERIAN SUN is familiar and filling, easy to digest,

and smells more than faintly of cheese. It's comfort food for the real-

time strategy gamer, What it isn’t is groundbreaking or innovative.

Ham & Cheese

From the moment TIBERIAN SUN’s install program announces

“Welcome Back Commander" in faux low-res lettering, it's clear that

Westwood is pandering to the nostalgic impulses of long-time C&C
fans, The latest installment opens in a dystopic 2030, where the side

effects of the alien "wonder mineral" Tiberium have left much of the

earth unin-

COMMAND C CONQUER:
TIDERIAN SUN

reviewed by Jason Kapalka

habitable,

and have

transformed

a significant

percentage

of humanity

into fleshy-

headed

mutants. The

nasty

Brotherhood of Nod has fragmented into various factions following

their leader Kane’s death in the original game, but they're quick to

reunite once the bald baddie makes a less-than-surprising comeback,

despite his ion-cannon immolation thirty years ago. James Earl Jones

headlines the cinematics as General Solomon, head honcho of the

Global Defense Initiative, and faster than a deep baritone voice can

recite “This... is C&C," GDI and Nod are once again locked in metal-

shredding combat.

The in-game movies, as in the previous games, combine high-class

computer graphics with video schlock. TIBERIAN SUN may not repre-

sent the low point of Michael Biehn's 15-year post- Term/na/or career

slump, but his jaw-flexing performance as the Commander McNeil

isn't going to move him to Hollywood's A-list anytime soon. The best

that can be said about Jones' performance is that you rarely catch

him checking his watch. The villains fare somewhat belter, with Joe

Kucan a vigorously hammy Kane and B-movie

vet Frank Zagarino appropriately zealous as

second-banana Slavik. The plot sure ain't

Shakespeare - heck, its not even WING
COMMANDER - but it certainly has enough

cheesy zest to keep you awake. It's bad, ail

right - but in a good way.

CGW RATED
PROS

Nice multiplayer

suite; solid Al;

eKceilent random

map generator;

the classic

COMMAND &
CONQUER “feel.”

coins

Some tedious sin-

gle-player mis-

sions; potentially

unbalanced units

in multiplayer;

that terrible way-

point system.

Trial by Error

The two single-player campaigns {one

for each side) are long and brutal, alternat-

ing harvest/build/destroy scenarios and

commando missions in which you're given

only a handful of units and no way to

recruit more. The latter variety features a

lot of "puzzles" with lockstep solutions. For

instance, you might need to infiltrate the

back route to an enemy base with a

Requirements: pBntiurn-lEBMHz. 32MB RAM. 200MB hani drive spats. Rccoinmendcii Requiretncnts: Penileni ll233MHz or better.

3D Support; None Multiplayer Support: Moden (2 players). LAN or Inlereel (2-8 players), one CD per player. 2 CDs Included per pame box

Publisher: Westwood Studios • Developer: Westwood Studios • $45 www.westwood.com

ESRB Rating; Teen; mild language, realistic blood and violence.

120 QECEUBEn 1 999 • cgw.gi It. com • COn/IPUTER GAMING WORLD



REVIEW

TOO-CLOSE ENCOUNTER In one of the game’s non-

base-building scenarios, GDI forces struggle to keep Nod assault teams

from destroying a recovered alien derelict

pathetically small force. But whoopsl The entrance is guarded by a

laser obelisk. To get past it, you need to cut its power by finding the

secret plateau where the generators are. But before you attack the

generators, you need to destroy a nearby bridge, or reinforcements

will arrive in time to kill you. And before you can take out the bridge,

well...you get the idea.

Some players will find these missions an interesting change from

the usual heavy-metal thunder, while others

will find them teeth-shivering exercises in

save-die-reload frustration.

The graphics engine that drives the may-

hem is an all-new, three-quarters isometric

beast, capable of resolutions up to 800x600;

with colored lighting effects, deformable ter-

rain, and 3D voxel-based vehicle units

{infantry are still itsy-bitsy sprites). It’s a defi-

nite step up from the RED ALERT graphics,

but not quite the quantum leap many were

expecting. The lighting and terrain effects

sound impressive in theory, but are used for

little more than occasional special effects,

and while most of the voxel units look decent,

some - such as the Fiery Shoebox of Death

{aka the Nod Devil's Tongue Flame Tank) -

are downright embarrassing.

Speaking of units. I'm sure it will come as

no surprise to hear that GDI has heavy armor

(now with legs in a tip of the hat to

MECHWARRIOR) and airpower, while Nod

forces emphasize speed and stealth.

Engineers return to their original C&C effec-

tiveness, the Obelisk of Light gets beefed up.

Nod cycles get toned down, and Tanya the

commando from RED ALERT gets a paint job

(or is that a sex change?) and returns as the

mutant Ghostalker.

The new unit types are mostly stolen, whole cloth, from other

recent real-time strategy titles: The underground ARC from DARK

REIGN resurfaces here; STARCRAFT’s siege tanks serve as the

mode! for Nod’s nasty artillery; and even DUNE 2000's Sonic Tank,

serial numbers filed off, makes a reappearance. There are, however, a

couple genuinely inventive new gadgets, such as the stealth genera-

tor that can cloak entire bases, and the neat anti-tank-rush EMP gen-

erator that paralyzes mechanical units temporarily.

Command & Clunky

The interface and controls will pose no problem for anyone who's

ever played C&C, since they’re basically the same, though Westwood

has begrudgingly made a few concessions to the last four years of

RTS design. You can now queue up to five infantry or vehicles for

production, and an awkward ctrl-alt key combo lets you set rally

points for factories. The waypoint system is the one major innovation:

On entering this mode, you place a series of small flags to designate

a route, which you later assign one or more groups to follow. On
paper this must have sounded good, but in practice it’s a total wipe-

out: slow, unwieldy, confusing, and ultimately useless.

Interface caveats aside, multiplayer is where the C&C series has

always shone, and TIBERIAN SUN is no exception. With an exception-

al suite of options, including excellent A1 skirmish players, a powerful

random map generator, and easy access to the Westwood Chat

game-matching service, you can easily get

your money’s worth out of the game without

ever delving into the campaigns.

And in multiplayer games, whether versus

the computer or another human, you at last

see the benefits of Westwood's consen/ative

design philosophy. Unlike recent titles that

have succeeded in innovating while failing to

entertain (such as TA: KINGDOMS and

FORCE 21), TIBERIAN SUN is the furthest

thing from original, but it's still - inexplicably

- as much a blast to play now as C&C was

four years ago.

Some doubts linger about the unit bal- •

ance (Nod seems to have a considerable

edge, with cloaked bases, deadly artillery,

subterranean APCs, and three different long-

range supenweapons), but it doesn't change

the fact that the game is simply a lot of fun.

There’s still nothing quite like distracting

your foe with an armored assault while your

engineer-laden ARC sneaks in the back to

lake over his construction yard, or following

up an ion-cannon strike with waves of

napalm-hurling bombers.

But alas, limes have changed since C&C
ruled the real-time strategy world, and for

many fans of the genre today, there's only

one bottom-line question that needs answer-

ing. Is it as good as STARCRAFT? Frankly, no. Blizzard's reigning RTS

champ still edges out TIBERIAN SUN in both single and multiplayer

modes. Sadly, the comforting cheeseburger familiarity that makes

TIBERIAN Sun surprisingly fun is, in the end, the same thing that pre-

vents it from graduating to sirloin steak. 0317

www.tiberiansun.com

Westwood's ofticiai site

www.liberiumsun.com

-i Yep, the spelling is correct. A sli(d( and well-maintained

^ fan site with lots of news and updates.

S www.ww'underground.com

The Westwood Underground, featuring lots of info on

TIBERIAN SUN and other Westwood games past, present,

and future.

BUT WOULD YOU TAKE HER
HOME TO MOTHER? Michael Biehn

as GDI Commander McNeil notices wtiat biy brown

eyes mutant chief Umagon has.

GAPPING THE BRIDGE Cutting the

supply lines the hani way in one of TIBERIAN SDN’s

many flashy CGI sequences.



You don't send in

t . .

Somewhere behind enemy lines, the U.S, Army's most elite soldiers stand ready for action.

They're trained, skilled and courageous beyond imagination. They're the Green Berets.

Spec Ops II: Green Berets drops you into the world of this uncommon breed of soldier. A world where instinct and action are the only

ways to survive. Where you eliminate the enemy with a prototype OICW shoulder rifle one minute—and with your bare hands the next.

Created with the help of the Army's First Special Forces Group and built by the team that invented the commando-shooter genre.

Spec Ops II is as real as it gets. From weapons to missions, every detail is designed to create the most intense combat of your life.



> LAN or Internet multiplay for up to 16 players.

> Higher polygon models for extreme realism.

> More buddies and smarter buddy Al.

> An even greater selection of actual weapons.

> Multi-storied interior and vast exterior spaces.

<?>1 999 Ripcord Gamos- All rights reserved. Ripcord Games and Iho Ripcord logo and icon are trademarks of Ripcord Games, LLC. Zombie is a trademark ol Zombie. LLC. The rating icur

Is a trademark o( the Interactive Digital Software Association. Al) other trademarks are properties ol their respective owners.



REVIEW ACTION

The Prince Is Back in Red Orb’s Prince of Persia 30

Third Person Singular

I

O
ne mark of a good game Is that you keep wanting to play it

even after the “wow factor” has worn off. The dazzling

graphics, the stunning animation, the lush virtual environment

- all the things that made you drool in the store - get less exciting

as they become familiar. A good game is one in which the actual

gameplay keeps you coming back for more.

The difference between a good game and a great game is this:

Not only does the gameplay keep you coming back, but the “wow

factor” never wears off.

I think it's safe to say that PRINCE OF PERSIA 30 almost pass-

es this test. As of this writing, I have been playing it for the last six

days and the hairs on the back of

my neck are still standing straight

up. But part of that is frustration.

The game’s appeal is not just

that it's great to look at - though

God knows that's true -but that

PRINCE OF PERSIA 3D offers as

rich and satisfying a total experi-

ence as any classic adventure

movie - The Thiel of Baghdad,

Raiders of the Lost Ark, take your pick.

This is adventure on the grand scale, with scimitars and alley-

ways and potions and death-defying leaps; with imperiled

princesses, impassioned rescues, and impossible trials somehow

survived. This is grand, romantic, swashbuckling fare; and it's truly

irresistible, the sort of thing you'll sneak out to the computer room

to play in the middle of the night.

Unfortunately, aggravation with the controls may lead to midnight

shouts that awaken the rest of the house.

PRIlVGE OF

PERSIA 30
reviewed by Charles Arda

Formerly Known as Prince

It all starts with travel to a foreign land: Together with your wife

and her father, the Sultan, you go to visit the Sultan's brother - an

oily potentate who purrs instructions to his guards and smokes a

hookah. Little do you know that the fellow wants to marry his son

to your wife, making her a widow first to facilitate the transaction.

But you find out soon enough: all three of you are taken captive as

the game opens, and while your wife is imprisoned in a perfumed

bedchamber and the Sultan remains with his brother, you are sum-

CGW RATED

Gorgeous graph-

ics: lifelike anima-

tion; good combat;

• fiendish puzzles.

CONS

Sluggish controls;

you’ll have to save

often due to occa-

sional crashes.

GRATE ADVENTURE While you'll

need to manipulate elijects like this sewer grate

and solve puzzles to progress in the game, ifs

testament to the game's brilliant design that

you'll always have a clear idea of where you

should be going, if not how to get there.

marily thrown into the kingdom's deepest dungeon.

Needless to say, you are first disarmed. So your first task is to

escape from a cell and then from a guarded cell block without so

much as a stick or a stone to defend yourself with. What you do

have are your wits and the superhuman agility you honed in the

first two PRINCE OF PERSIA games. Standing leaps six feet into

the air are nothing to this prince, nor does he shrink from jumping

across a chasm strewn with spikes, even if the only way he can

make it is to catch hold of the far wall with his fingertips.

You can crouch to crawl under deadly blades; you can hold your

breath to swim underwater; you can push and drag crates from

one place to another; you can swing on ropes and climb chains;

and you can manipulate devices or talk to friendly characters on

the rare occasions you come across any,

What you can't do is tight, not until you find a sword, and you

don't for quite some time. This is wonderful game design - by

forcing you to play through the opening of the game without a

weapon, the designers not only heighten the tension and tax the

player’s imagination, they also instantly distinguish PRINCE OF

PERSIA 3D from all the first-person bloodfests and third-person

Croft-alikes.

Even when you do manage to gel yourself a sword {by sneaking

Requirements: Peiiliu[n-2G6MHz B'lMS RAM. 395MB haitf Bitva space, 8MB 3D accelerator. Reconmemleil Requirement: Pcnlliini-SflOMHz

30 Support: Dired3D Multiplayer Support: Ncae

Publisher: Red Orb Entertainment • Developer: Red Orb Entertainmenl • $50 • www.redcrb.com

ESRB Rating: Teen; animated blood and gore, animated violence.
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Team Rainbow is back in full force. Rogue
Spear, the sequel to PC Gamer's 1998 Action
Game of the Year, immerses you even deeper in
the explosive action of an elite multinational
strike force.

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

NEW REPLAY FEATURE
NEW MISSION EDITOR
FULL SNIPER SUPPORT
EIGHTEEN NEW MISSIONS
JOYSTICK SUPPORT
TERRORISTS MORE REALISTIC
AND LETHAL THAN EVER

Gaming
'^ZDNIE

WWW.

redstorm.com



REVIEW PRINCE OF PERSIA 3D

Up behind a guard and crushing

him under a crate) and the ele-

ment of combat enters the game,

dispatching enemies remains only

one of several things you have to

do in the game. Each of the

game's dozen or so levels has a

handful of vicious duels for you to

fight, but you still spend the bulk

of your time exploring, dodging

traps, and advancing inexorably

toward your goal.

It's the traps that give the game

its special flavor. At one point, you

find yourself on a ledge with spin-

ning blades next to you and more

blades on the floor below. That's

bad enough. But then the wall

behind you begins to move, push-

ing you off the ledge, and the only

way out - you realize at the last

possible instant - is to jump over

the blades onto a narrow ledge across the

way. It's frightening, challenging, exhilarat-

ing.,., Spielberg himself couldn't do better.

Dead Again

With death lurking around every corner,

it's a good thing the game offers a solid

system for saving your game. If you save

often, you will also dodge one of the

game's less attractive features: From time

to time, my PC just froze, requiring me to

reboot and reload.

That won't spare you from the game's

most aggravating problem - the horrid

controls. Sluggish in the extreme, the con-

trols can slow the game to a crawl and

often reduce the simplest tasks to fun-

killing chores.

There are other small things wrong as

well; The voice acting for the prince and

his wife is dreadful {though the Sultan and

his son are delicious to listen to), and the

story lacks the sort of brilliant dark twists

that made the second installment so

good. But how little all that matters when

you're swinging across an abyss with

spikes behind you and a portcullis

descending in front of you. It's a game full

of potential great moments, weakened by

poor control response. S3U

QuickTime Fix
PRINCE 3D players be warned! If the controls in the game are exceptionally sluggish,

you probably have an older version of QuickTime installed on your machine. PRINCE 3D

requires the very latest version to run properly, and the QuickTime included on the PRINCE

3D CD is not the latest - a bone-headed move by Red Orb. Visit www.quicktime.com to

get the software you need to alleviate (but not eliminate) some of the control problems.

The More

Things Change...

...the more they change. Here's what

Charles Ardai had to say about the first

two PRINCE OF PERSIA games:

Years Ago In CGW

11 “Playing PRINCE OF
H PERSIA will simply spoil you

for any game whose design-

ers couldn't be bothered to put this

much effort into their product. People

too often forget...how difficult it is to be

“merely” entertaining and just how much

fun "light entertainment” can be. Star

Wars was light entertainment, after all.

and PRINCE OF PERSIA is the Star

Wars of its field,"

Years Ago In CGW

B
l

“The game [has] a depth

and a resonance that its pre-

decessor did not possess,..!

would say that PRINCE OF PERSIA 2 not

only is in every dimension better than

PRINCE OF PERSIA, but that it is the cru-

elest, most infuriating, least merciful - in

short, the best - game of its type I have

ever played."

% www.pDp3d.com

^ The oHIcial Prince of Persia

S web site.
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Searchfor the Golden Dolphin

is an exciting, interactive

CD-ROM adventure.

• Five flilly-navigable 3-D tall ships

t Swashbuckling, 3-D adventures

• For Windows® P5/98 and Macintosh'

But be ye forewarned: this is not

a voyage for the faint of heart.

"Ve will have to master nautical

skills and solve deceivingly cleyejJ^

challenges to succeed. ..

So keep ye wits at hand and ye 'f‘i

cutlass close by.

iiensureM from Cinegram Media Inc,

Start your journgf today by visiting \v(w.cinegram.com or calling I-800-608-0810
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Recreate the historical battles at Iwo^

Jima, Guadalcithal, Manila and others

U.S. Marines land in the Central Pacific GERMANS SWARM ashore near Dover

or call 1-B00-211*6504 to order ^Copyright 1999 by TalonSoft Inc. All rights reserved. TalonSoft 'Is aComing soon to your local rolaller, or cheek It out at www.talonsoft.

registered trademark of TalonSoft Inc. TalonSoft Is a subsidiary of Take-Two Interactive Software Inc.
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’our^own* battles from 500

THE IRON FIST OF NATO pierces the Yugoslavian
line at Belgrade

CLASH IN THE DESERT: Rommel's Afrika Korps
Desert Rats

We Make History



REVIEW , STRATEGY

1 3th Century Quality Control Plagues an Ambitious Design

Patch-Work Kilt

UPHILL BATTLE BRAVENEARfs real-time 3D combat looks good, but cumber-

some controls get right smack in the way of the fun.

IF YOU BUILD IT, YOU'LL GO NUMB Fans of

resource management will love every little thing that requires your atten-

tion. But as your empire grows, all that micromanagement gets as tire-

some as a forced march.

Requirements; Penliuni-233MK2:. 32MB RAM. 8x CD-ROM. BDOMD haul drive ssace. 3D Support: Glide and DiretdSD.

Multiplayer Support: LAN. Intemel (2-12 players], one CD per player.

Red Lemon • SSQ < www.eidos.com • ESRB Rating: Mafaire; animated blood and violence

on the march cannot fight, patrol, or perform diplomatic missions.

All this management is handled through an iconographic manage-

ment screen further divided into clan and town overview subsystems.

A sorry manual does little to explain the profoundly non-intui(ive inter-

face, but the screens are easily linked so that navigation is fluid, if

confounding. However, as your territory expands, navigating the multi-

ple screens can be overwhelmingly tedious. An auto-AI feature lets

you task your computer with handling the resource and economic

management of your individual towns and settlements, so that you

can focus on combat if you wish.

But the auto-AI is a good idea that falls flat, mostly at the cost of

your clan’s welfare. Like it or not, you're better off doing if yourself

rather than dealing with bungled resource allocation, unfinished build-

ings, and idle peasants wasting your hard-toiled stores. Auto-AI does

work effectively in trade, the only exception.

I

magine a game that combines turn-based strategy,

resource management, building, trade, political intrigue,

and 3D action based on an award-winning movie. Can't

miss, right? Wrong. A project as ambitious as BRAVEHEART

hinges almost entirely on taking the time to patiently marry all

the intricate components. Unfortunately, Eidos has released a

BRAVEHEART more plague-ridden than the Dark Ages.

Kilts and Castles

BRAVEHEART is two games in one. The first is a turn-

based game of empire building through micro-managing

resources, construction, trade, alliances, subterfuge, and mili-

tary prowess. The other

BRAVEHEART
reviewed by Raphael Liberatore

BRAVEHEART is a real-time

tactical game emphasizing

combat on gorgeous 3D

battlefields that make you

B feel like you stepped into a

great epic movie.

There are two objectives

in BRAVEHEART. First, you must unite the 1 6 clans of

Scotland through military expansion, diplomacy, or both.

Once the majority of clans have been conquered or allied to your

side, you are crowned King. As the new King of Scotland, you must

now drive out the English and their seemingly infinite army of sea-

soned knights, infantry, and fortified castles. It's no easy task, even at

the easiest of settings.

Clan management is the blood and guts of BRAVEHEART. You

select a clan from the pool of 16, according to how you want to

approach the game. For the deception and intrigue necessary for a

political victory, you’d want Clan Campbell over the MacLeod clan,

which is best-suited for military expansion. As the new chief of your

clan, it's your duty to manage and manipulate every facet of your

towns and settlements, right down to the clothing they produce.

Militarily, you have to pay attention to your leaders. Each clan starts

off with two leaders, but more join your cause as your territory

expands and your clan's reputation grows. Keep your leaders happy,

well paid, well fed, and don't overwork them, and you'll be rewarded

with loyal troops who won’t desert you. Good leaders are crucial for

expansion, if only because leaderless troops

130 DECEMBER 1 993 • c g w. gam e spot .c

i

• COMPUTER GAMING WORLD



m Bring out your inner dictator ^

Miiy your vvil be as sharp as your sword, because Avalon Hill’s

Diploniac>' has captured the true spirit of the Icfjendary board {bailie.

You’ll start as one of the seven pre-WWl superpowers, haigland,

France, Gemiany, Italy, Russia, Turkey, and Austria-1 lungary. 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 be cunning.

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



REVIEW BRAVEHEART

Keeping What’s Yours

A
s you conquer neighboring clans, build impenetrable

lines of supply and communication by dotting them

with keeps, stockades, watchtowers, and patrolling

forces. A strong defensive position allows forces to quick-

ly support attacks as well as your offensive moves. At the

same time, keep your forces intact through managing

their morale. Troops grow restless when engaged in the

same task for extended periods, so rotate garrisoned

troops, change their duties, and keep them well fed. it

that doesn’t work, disband them - then reform from the

peasant pool for a new, happy squad.

Claymores Into Haggis

Large scale, real-time 3D combat is BRAVEHEART’s most distin-

guishing feature, but also one of its biggest disappointments. Gamers

familiar with MYTH’s fluid combat interface will cry for mercy from

BRAVEHEART's clumsy battlefield woes. Once your army reaches its

military objective or is attacked, you have the option of backing out or

of being thrust onto a 3D battlefield that takes some time to load.

Every battle begins with complete disorientation, because you have

no idea where enemy forces, towns, or villages lie. So you spend a

good five minutes scouring the map searching for the enemy - or,

you can just read something entertaining while waiting for the enemy

to find you.

Sadly, computer forces blindly attack, even if their army pales in

comparison to yours. You may form units into three formations a la

MYTH, but this does nothing to enhance your tactical advantage

since everyone ends up fighting in one big, massive scrap. The victor

is usually the army with the most units, turning combat into a battle of

attrition rather

than battlefieldBLOOD ON THE HEATHER Fur all

its posturing as a tactical game, BRAVEHEART com-

bat generally boils down to bloody free-for'alls,

where the army with the most guys wins.

prowess.

The clunky

camera-control

interface is also a

nuisance. Not

only do your

mouse and fin-

gers have to per-

form acrobatics

to get the best

viewing angle,

but panning

across the 3D

environment gets

YOU’RE IN THE ARMY NOW Over time, your clan's

arsenal should provide the swords, axes, bows, spears, lances, shields,

and armor you'll need for equipping your troops. There are even ballistas

and siege towers for assaulting enemy fortitications.

even trickier.

Throw in

some clip-

ping prob-

lems when

zooming

close to the

action and

you've got

all the ingre-

dients for frustration.

On a positive note, BRAVEHEART is graphically stunning. 3D-ren-

dered hills, trees, water, units, and objects, coupled with realty cool

night battles and weather effects, enhance the overall atmosphere

and realism of BRAVEHEART. The battlefield has an authentic feel for

what it must have looked like when facing a Tartan army seven cen-

turies ago; the developers used topographical satellite images of

Scotland for added realism. BRAVEHEART's battle sounds, unfortu-

nately, sound trite and cartoonish.

Fair Is Foul and Foul Is Fair

Then there are the hardware requirements. A whopping installation

of 600MB on your hard drive is too much, especially since there's no

minimum install choice. Add another 50 to 100MB for each saved

game, and this becomes a real concern for those with limited space.

In addition, stability issues with DirectSD forces TNT and TNT2 card

owners to download a patch - a patch that was released about the

same day as the game. Talk about pushing something out the door.

Multiplayer falls flat, because Eidos released a net game unready

for prime time. At press time, you can only play direct connection or

TCP/IP against four players, regardless of the manual’s claim of up to

1 2 competitors. It's moot; due to BRAVEHEART's limited combat

capabilities, a free-for-all battle grows boring very quick.

BRAVEHEART's resource and territorial management is its only sav-

ing grace. I was really looking forward to this game, and though I find

the resource management highly addictive, the bulk of the game is a

buggy letdown. Considering what this game could have been, that

really pisses me off. As it stands now, if you wait for another three o r

four patches, BRAVEHEART will be a steal in the bargain bin. SHU

bayi.ljjt.net^-niefnniB/braveli.iclJ.tJimt

A great fan site full of BRAVEHEART information, including a his-

^ torical background on the film's characters.

2 vjww.macQravelieuil.fit^iiservt*!-!!

g Good resource for all things BRAVEHEART.

A fantastic BRAVEHEART gaming resource.



Check out the flip side for the gifts gamers are going for this season!

CompUSA® — Your Gaming Superstore.

^ORE GAMES
THAN EVER!.

Discover something new at CompUSA’s

gaming department. Whether your instru-

ment of choice is a PC or a gaming console,

CompUSA has a complete selection of titles

and accessories to put new chiillenges at your

fingertips— as often as you dare!

Experience the latest titles firsthand at our

in-store gaming stations and decide for

yourself if youd like to add them to your

collection. And if you’re looking for sure-fire

gift ideas, be sure to bring along those

hard-to-please ftiends and relatives. Chances

are, they’ll be dropping holiday hints left

and right!

So stop in today to explore CompUSAs
incredible selection of games and accessories.

When it comes to games this holiday season,

CompUSA has what you want.

Visit www.compusa.com to find a store near you!

©1999 CompUSA Managcmcnl Company. CompUSA Tho CompulerSupecstore is a regislered liadcmotk ol CompUSA Monagemonl Company.

All irodemotks ore ihe properly of ihclr respeclive cotrponios.



SURE-FIRE HOLIDAY HITS
^ROM COMPUSA^

^ Quake III Arena
Incredible death-match

experience with new arenas

that feature teleports, jump
pads and much more.

Windows’ CD #260087

AVAILABLE 11*24*39

Unreal Tournament
The ultimate fighting game, where
only the strongest and most cun-

ning players will survive.

Windows’ CD #232618

A Diablo II

Explore and journey across distant

lands, fight new villains, discover new
treasures and uncover ancient

mysteries. Windows’ CD #268376

^ Half-Life

Opposing Force
Return to the Black Mesa
Research Facility to

experience new
levels of action.

Windows' CD #264473

The Last Revelation

Windows* CD #266657

Torment
Windows’CD #267087

Microsoft Links LS 2000
Windows’CD #267459

NHL 2000
Windows'CD #261526

Age of Empires 11

Windows* CD #267157

Flight Simulator 2000 Theme Park World
Windows'CD #267156 Windows’CD #265166

Babyz
Windows* CD #267358

ENHANCE YOUR GAMING TECHNOLOGY
^Guillemot 32MB 3D

Prophet Video Card
3D Prophet offers 32MB onboard
RAM, a 350MHz RAMDAC and TV-

Out capabilities for excellent image
playback of DVD titles or games.

#267930

^ 3D Revelator
Gaming Glasses

The coolest gaming experience

for the PC since 3D. Your flat

pseudo-3D game graphics

will be transformed into life-

like Stereoscopic 3D for the

ultimate in immersive gaming.
#266867

Check out our complete line of games featuring PC, Mac®, Nintendo® 64, PlayStation®,

Sega Dreamcast and Game Boy" games at your local CompUSA store!

Visit www.compusa.com to find a store near you!

COMP
THE COMPUTER SUPERSTORE ’

CompUSA proudly

accepts the American

Express Card Cards
12701



ROLE-PI-AYIIMG REVIEW

I Know Diablo. Diablo Is a Friend of Mine, You, Sir, Are No Diablo,

Darkdone
T

he marketing wonks at Gathering of Developers want you to

believe that DARKSTONE will fill tiie voitl between DIABLO and

DIABIO II - and why not? There are a few great new elements to

be found here, as well as much that is familiar. So do I recommend

that you rush out to buy it? Well, that is the major problem with

DARKSTONE. Of all its environments, it leaves me with the one that

I’m least comfortable in - the middle of the road.

Deja Uu Ail Over Again

The premise will most likely be familiar to you: You must stop the

evil that threatens to destroy the world by destroying the inhabitants

of various dungeon levels, collecting gold and items to be taken to

... town. Once in town, you can buy

and sell items, get quests, repair

your equipment, and heal yourself.

As you gain experience, you reach

new levels and earn points that you

can distribute between your char-

acter's four attributes - these

determine which weapons and

armor your characters can use, as well as which spells. You will also

find the standard health and mana system alive and well in

DARKSTONE. Sound like anything you've played before?

The game is not totally derivative. The most prominent new feature

is the ability to take two characters into a dungeon in single-player

mode. You can choose from any of the four character classes, creat-

ing a team with complementary skills. You can switch between the

characters at will, with the computer assuming control of whichever

character you don’t control.

The addition of a rotating, zoomable 3D perspective is also wel-

come. It's very nice to be able to step back to control combat, and

then step back in to grab items on the ground. You must also take

food with you or forage in the dungeons, as hunger is a factor. There

are new skills to learn in town, each with multiple levels to buy. These

skills allow you to learn new ones that require no mana to use.

If there are so many cool new features built on top of a successful

framework, what’s the problem? The problem is that, despite my thor-

oughly addictive personality, DARKSTONE never made me want to

play it. Unlike DIABLO, I never felt that urge to put my entire life on

DARKSTONE

ITSY BITSY SPIDER? These spiders win the prize for the

most startling appearance. Most other enemies look about as threatening

as a box of laxatives.

FAMILIAR?
Equipment, inventory, and

attributes are handled in a

manner most of us will rec-

ognize. Be prepared to do

lots of equipment juggling.

hold so that I could be with it.

The whole affair is decidedly ho-hum.

Play some more, kill some more, sell

some more, repeat. The character

classes are cool, but they just didn't

help me overcome a strong feeling of

detachment. At times, it was almost

boring Iromping through yet another

dungeon on another dreary quest - yet

never so much so that I hated doing it.

Even after I had finished the game, the

thought of continuing on to a harder

level left me thinking, “Do I really want

to go through all that again? Well,

maybe,.."

On the Fence

So, you see the problem. 1 can't say

that you should rush out and buy DARKSTONE because I'm sure you'll

be hooked, but I can't say that you shouldn't rush out and get it,

because it’s still a decent game. The game’s look and gameplay are

strong, and there's a good amount of replay value. I just can't assure

you that it will capture your imagination enough. DARKSTONE is a very

solid game, but is it, as the ads claim, enough to make you forget

about DIABLO II?

I don't think so. H'i’/I

*
A

W RATED

Coo! 3D engine;

dual-character

single-player

mode; decent

Internee.

CONS

Lack of compelling

environments and

addictive play.

There are several towns-

it’s too bari the only thing

gold pieces.

CAN YOU SAY TEAM-
WORK? The ability to take mere than

one character into the dungeon is a major

step forward for this genre. The Rat Man.

however, disagrees.

Pdbiisher: Gathering Of Developers • Developer: Delphine > $40 * www.godgames.com • ESRB Rating: Teen
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...resistance is futiie."
- PC AEcelerator

"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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REVIEW SRORTS

MADDEN 20Q0 Kicks Off the New Season in Fine Form

Boo-Ya!
ONE SINGULAR SENSATION While waiting for the ball

to arrive, players often demonstrate their love for Broadway musicals. Here,

the Cowboys’ Ernie Mills and the Falcons' Marty Carter stage an impromptu

chorus tine.

CGW RATED

A complete simu-

iaton; allows an

unprecedented

- leuel of At tweak-
; ;

ing; realistic pass-
'

ing and running

game; Internet

play almost lag-

free.

CONS

Most brutal inter-

COMING THROUGH As the Jags' Fred Taylor is demonstrating to the Miami defense and this terrified referee, you can

run the ball effectively in MADDEN 2000. Holes are opened up inside, and outside runs such as this one aren't sealed off like they

were iast year.

PROS

Fill 'er Up

All of Madden's longstanding features are back, many sporting

spiffy additions. You can take the field in practice, arcade, exhibition,

season, franchise, tournament, situation, and online modes.

Franchise play returns in an enhanced format that supports up to 30

consecutive seasons. (I guess that was necessary to sate those

Browns fans. Enjoy

the rebuilding, folks.)

Given the recent

problems that other

sports franchises have

had with online action

gaming (sister title

NHL 2000, for exam-

ple), Internet play here

is amazing. While

still experience the

odd stutter with my

E
ven the most rabid Sunday afternoon Fox-watcher has to admit

that John Madden has been slowing down. Where he once ener-

gized a game and served as the goofball-enhanced “after" to

Pal Summerall's "before,” the big guy is now edging closer to obso-

lescence. Perhaps it’s all those years in the broadcast booth catch-

ing up with him, but now he's more cornball shtick than great show.

Thankfully, the same can't be

said for EA Sports' MADDEN foot-

ball series. The most-celebrated

franchise in PC sports gaming cel-

ebrates its 10th anniversary this

year, with perhaps the most com-

plete re-creation of the NFL ever

seen. MADDEN NFL 2000 has it

all; cleat-crunching action, an

involving franchise mode, and weighty enough stats to blow out tires

on the famed Madden Cruiser, It has a few problems, but it’s still a

must-buy for anyone who gets couch sores each autumn.

MADDEN mm

face in the history

of the worid; a

few glitches in

franchise play.

Requirements: Penliuni-133/AMD K6 witfi software renilering. or Penliuri 200/AMD KE-2 with 30 accelerator ceit, 32MD OAM. OX CD-ROM ilrive. 30 MB harri drive

space. Reeantmeniled Regutrements: Pentiiirti-ll 300MIU, 64MB RAM. lODMO hard drive spaca 3D Support: Diiect30, Glide. Multiplayer Support Two

players via TCP/IP, modern (56K cennectioo racerrinended}, IAN. serial.

Publisher: Electronic Arts • Developer: Tiburon Entertainment • $40 • www.easports.com • ESRB Rating: Everyone
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Real courses. Real physics. Real ball control

fncludes Fuzzy Zoeller,

plus 3 new golfers

Featuring 5t. Andrews Old Course.

plu$ S.new courses

You'll feet like Microsoft^ Links" LS 2000 is the perfect reflection of your real golf game. And with five new
courses, 35 modes-of-play, and “constructive criticism”from cutup golf announcer, David Feherty, you’ve

got plenty of opportunity to' improve. So start practicing at www.microsoft.eom/games/ilnks2000.

JiiA GamingZONE Microsofi
lU 1998 MicrosoitCorporallon. Allrights reserved. MibrosoltandUrksareoitherregisjeredlraclsmBrksorlmdemarks blMicrosoftCorporalionln Ihe United Stales end or olhercountrlos.
Other products and/or company names mentioned herein may be trademarks of their rospsellve owners.



REVIEW IN/iAODEIM SODO

56K connection, most of my games have been lag-free. EA Sports

and Tiburon have really upped the ante here. No PC football game

can legitimately ship without killer online play now.

You can replay 1 0 legendary matchups in situation play. You start

with the Miami-San Diego overtime thriller from 1 982 and work your

way up. More classic teams can be unlocked by reaching in-game

milestones and answering 200 trivia questions with the Madden

Challenge feature enabled.

The best new wrinkles are slider bars that allow the gamer to

adjust aspects of the offensive and defensive artificial intelligence.

Along with general guidelines telling the computer coaches to run

more often than pass (and vice versa); and to call plays with a con-

servative, normal, or aggressive bias; you can tweak specific areas

of gameplay. Offense, QB accuracy, pass blocking, WR catching,

RB ability, and run blocking can each be modified separately.

Defensively, you can tinker with awareness, pass knockdowns, inter-

ceptions, break blocks, and tackling. Special team settings can also

be changed, in case you find field goals and kickoffs unsatisfying. A

few games of experimentation, and you’ll find the NFL you know.

It's about time that designers gave us this sort of control over the

Al. I can't recall a single sports game where I haven't cursed my

inability to turn off a penalty that's called too often, or dial down

some characteristic that was overblown.

Daylight at Last

Perhaps the best news about MADDEN 2000 is that we can final-

ly run the ball. If you've got a good enough offensive line, your run-

ning backs will see plenty of daylight. Holes open up just like they

should. So say goodbye to the magic tackles that killed any sense of

realism at higher difficulty levels in previous editions. As an example.

I've been regularly guiding Emmitt Smith to 100-yard games in the

franchise I’m currently playing with the Cowboys. It's not easy, of

course, but it's doable.

Passing is equally well done, although the Al slider bars have to

be adjusted somewhat to avoid too many interceptions. I was get-

ting between seven and ten a game before nudging up throwing

accuracy and catching, and practically turning off interceptions.

After this, I found just about everything to my liking. Backs and

safeties no longer react to balls thrown in their direction with

preternatural swiftness, The addition of “hot route" audibles -

where you can manually adjust a receiver's pattern with the

gamepad - is another welcome touch. It's a great way to take

advantage of a suspect defensive formation.

Passing plays are affected by one irritating problem, though.

Players seem to have no awareness of where the sidelines are.

Quick outs have to be completed at the speed of light, or your target

will already be cruising toward the Gatorade. Even if you do catch

the ball with both feet on the green, your momentum will likely carry

you immediately out of bounds. I lost a lot of yards before finally just

giving up on out patterns coming from the backfield.

Given the enjoyable on-field play and the season and franchise

options, longevity isn't a problem. Well. ..it isn't a problem as long as

you can overlook a few quirks. A! trading still requires a fair bit of

work. While you generally can’t hoodwink anyone, computer GMs
will often stage ludicrous fire sales in the offseason. So wait 'til June

to rebuild that porous secondary. Poor clock management also

stands out over time (no pun intended). The PC doesn't recognize

situations as well as it should, leading to some bizarre play choices

in the closing minutes, With no time-outs and a scoreboard deficit in

the final seconds, a run up the gut is almost as likely as a Hail Mary.

Another sore thumb is the interface. Equal parts REBELLION and

FoxPro for DOS circa 1990, it is absolutely horrendous. Designers

have provided a window system that allows us to open more than

one at a time. Theoretically, this should make the whole thing a little

like the standard GUI. Realistically, it's a nightmare where you can't

figure out where anything is. And did i mention that the spacebar

(?!) is used to enter some commands? I wish I could explain things

better, but after two solid weeks of playing. I'm afraid I still don't

understand it.

Oh, and it also slows your mouse to an irritating crawl. I feel like

I’ve developed St. Vitus' Dance every time I return to regular-speed

Windows. All in all, this is easily the worst interface I've seen in a

computer game, and it cost the game a half-star in the rating.

Looking Okay

Graphics and audio are about the only places that MADDEN
2000 doesn't set new standards for a football game. For an EA

Sports title, the chrome isn’t what it should be. The 3D-accelerated

visuals are good, but they seem choppier and almost unfinished in

comparison to last year’s game. Animations stutter at times and

heads, arms, and elbows go through opposing players far too often.

Microsoft’s NFL FEVER 2000 is far better from a purely graphical

point-of-view.

Sound also falls a touch short of current standards. Generic on-

field effects are done well enough, but nothing stands out. Grunts,

smacks, trash talking, and so on all seem canned and predictable. I

was never really immersed in the game by anything 1 heard. And

Summerall's and Madden's commentary actually had the opposite

effect. Pat is confined to enlightening observations such as “Third

down coming up," while the big guy simply repeats many of the

same things he said last year. None of it is useful or entertaining.

But in the areas that really count, MADDEN 2000 is the real deal.

Atrocious interface and minor aesthetic letdowns aside, this is the

most entertaining and thorough tribute to NFL football currently

available on the PC.
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Micrasoft Goes Long With Their First Entry in the PC Football Genre

Diredfooiball 1.0

body types that

accurately

mimic their

real-life counter-

parts, and legi-

ble names on the

backs of jerseys.

Passing and run-

UPON THE FIELD OF BATTLE The rain is going to torn

this field into a serious mess by the end of the game, kind of like what the

49ers are going to do to the Browns.

CGW RATED

Requii'emetits; Pentium-200MHz pmcessor, 32MB RAM, 50MB haul drive space. Recommended Requirements; PentiuiTi-BOOMHz pntcessor, 64MB RAM.

3D Support: Bireci 3D Multiplayer Support: 2-4 players on same campaler.

ning animations are top-notch, with pump fakes and fake hikes

by the QB and a full compliment of spins and jukes for the run-

ner that - for once - don't look like they were motion captured

by Barishnikov,

But the animations really pop when it comes to tackling. In

most other titles, a defensive player makes contact with the ball-

carrier and a pre-rendered tackling animation ensues. In NFL
FEVER 2000, such a great variety of things happen when players

are tackled that one might think the programmers were using

inverse kinematics or some other esoteric physics calcula-

tions to render the animation.

Example: Running back Garrison Hearst goes on a

strong side sweep, and is wrapped up around the waist

by the cornerback about three yards short of the first

down. Any defensive player in the NFL knows that

Hearst doesn't go down easy, so he starts dragging

Publisher: Microsoft » Developer: Microsoft » $20 www.microsoticQm/sports/tever2000 * ESRB Rating: Everyone

Hit Parade

The immersive quality of the game can

be credited mostly to the amazing

graphics. Stadiums are accurately

modeled, and fields degrade over

the course of a game.

Players are well

designed with faces

clearly visible

PROS

Amazing graphics;

realistic game-

play; deep play-

book.

CONS

No draft; no cus-

tom leagues or

seasons.

LITTLE BLACK BOOK The glaybook provides

numerous options for getting the ball into the endzone - anti

keeping it out.

T
he PC football game market Is being fought ouer by two seri-

ous heavyweights this year. Electronic Arts' MADDEN 2000,

the perennial 400-pound gorilla of the genre, has a new
challenger in NFL FEVER 2000 from Microsoft, the 400-pound

gorilla of, well, everything. The MADDEN franchise has run plenty

of contenders into the turf, but this year, EA may have something

to worry about.

It's hard to resist the temptation to joke about Microsoft mak-

ing sports games (the image of Bill Gates in a clean-room suit

inspecting a pigskin comes to mind), and based on earlier

attempts like MS BASEBALL

2000, it would be easy to

apply a general stereotype

about MS products - that

they are technically profi-

cient, but lack "soul," NFL
FEVER 2000 bucks that

stereotype by offering one of

the most realistic-feeling football experiences ever to be had on

the PC. It's an intense and brutal football simulation that will

have you shouting ESPN cliches at the top of your lungs and

checking your face for cleat marks.

NFL FEVER
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Sixteen

Superior AT makes the computer a

canning and rutHtSs opponent.

Network play with simultaneous turns for

up to 4 Internet players or 6 Network players.

A' 'WIN DOWS'^sS 5/9 8

i* v > CD-ROM

strategy game of epic galactic

exploration, colonization and

conquest, this all-new Reach for the Stars'

builds upon the foundation created by its

legendary predecessor. Whether you

choose to dive into the immense range

of player controlled game parameters or .

simply focus on galactic exploration and

enemy destruction. Reach for the Stars'

promises an immersive and addictive

strategy gaming experience!

More than 30

ready-to-play

scenarios, a lengthy

campaign scenario, plus

virtually unlimited play

via the Random Map

system and powerful

Scenario Editor.

unique speaes,

1

each with its

' own technology

tree, combat

and economic

advantages and
• disadvantages;

and unique AT

personality.

To Order: Vtsit your

retailer or call:

1-800-716-8503

with Visa/Mast^^^^M

(North America ont^^M

M-*—I



REVIEW NFL. FEVER SOOO

the puny CB slowly to the marker. Out of nowhere comes a line-

backer who lays a hit on Garrison broadside, knocking him a few

feet laterally, and spinning the hapless CB around on his axis,

Replays of hits like that, plus guys getting upended and heli-

coptered around, are what you'll be showing off to your friends.

Number Trouble

NFL FEVER 2000 is hindered significantly by its lack of draft-

ing capabilities or an ability to create custom leagues and sea-

sons. Maybe Microsoft assumed that those features are enjoyed

solely by stat nerds who prefer a screenful of numbers over a

screen into the numbers, But even Red Bull-swilling arcade

junkies want to see their QB's passing rating.

Microsoft clearly needs to add improved statistics, a draft fea-

ture, and customizable seasons to this already-superb football

engine before they make it to Monday night prime-time.

Whatever depth the game lacks in customizing, it makes up

for with a huge playbook and play editor. You'll appreciate the

complexity of some of the plays deeper in the book, and you’ll

definitely need them when playing in All-Pro mode. But In the

default rookie mode, running and passing are criminally easy.

Your biggest full back can break loose for the endzone on just

about any sweep play, and your air attack need only consist of

sending all your wideouts on streaks. Thankfully, the Al gets

much more clever and challenging as you dial up the difficulty.

If the multitude of formations and plays are too much for you

to digest, or if you would rather have a pro scripting your plays,

you can choose one of the options listed under “Millen's Call," a

group of plays suggested by color commentary man. Matt

Millen. Millen is no Madden, but the guy’s been in the trenches

and knows his way around the gridiron, so the plays he sug-

gests are usually good ones. Thankfully, the developers have

also kept his and Dick Stockton's in-game commentary to a

minimum.

Ultimately, If you're looking for a fun, action-packed football

title that's more realistic than NFL BLITZ (but with a lot of the

same boo-yah factor), but less stat-oriented than FRONT
OFFICE FOOTBALL, NFL FEVER 2000 is your game, 233
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THE EHCORE.
2260AD. Alpha Centauri’s original Inhabitants have come to reclaim

world. Their brutal battle for supremacy splits them into

-4 •

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

I' -"v/ Mow 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. Do you have what it takes to survive? vfTTrr

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

EVEflYONE



REVIEW ACTION

Updated SINISTAR Is a Fast Blast From the Past TTiat Doesn’t Last

Back to the Future

reviewed by Gord Goble 1

T
he underrated 1 984 sci-fi flick The Last Starfighter chronicled

the exploits of a teenager who went from humdrum rural-

American existence, to savior of the galaxy, in just a few days.

All this because the kid kicked ET ass in a stand-up space-shooter

arcade game that, as it turns out, was surreptitiously planted by our

interplanetary allies as a way of locating natural-born alien killers.

Real-life video gamers never got so lucky. Yet the early 80s was a

magical - and expensive - time for fans of this new breed of interac-

tive entertainment, with hordes of quarter-suckers based on the “blast

the space ship” theme. One of the most captivating machines of the

era - and surely an inspiration for The Last Starlighter - was

Williams Electronics' “SINISTAR,” a game that has now been signifi-

cantly revamped and re-launched as SINISTAR; UNLEASHED.

SINISTAR:

UNLEASHED

asks you and

your trusty

spaceship to

battle aliens and

halt construction

of their massive

“Jumpgate,” a portal through which the ultimate space weapon, a

Sinistar, will eventually emerge. Should the Sinister arrive on time,

prepare for a space barbecue with you as the main course. However,

the longer you can hold off the completed Jumpgate, the longer the

Sinistar remains in hyperspace, and the weaker it becomes.

From a first or third-person viewpoint, you command an upgrade-

able ship wielding weapons that include single long and multiple

short-range missiles, charging photons, concussion bombs, lightning

storms, mind control, and nifty drones and turrets that orbit around

you and fire independently. The catch? Crystals must continually be

harvested from passing asteroids to keep your weapons energized.

If you play your cards right, the Sinistar will arrive in substantially

un-sinister condition and ripe for the picking, or, ideally, won’t arrive at

i\\. In this case, the jumpstation explodes in spectacular fashion and

all is well. Until the next level, that is - when you're off to another

quadrant of the galaxy where another bunch of spacedinks are hard

at work on another seemingly identical Jumpgate for the teleportation

of yet another Sinistar.

And that is the downfall of what is otherwise a frantic edge-of-the-

CGW RATED

seat ordnance and graphics bonanza. Despite the rare bonus level

where you're ordered to protect a colony or other such task, the

game becomes a case of "been there, done that," leaving you won-

dering if you can take 20 increasingly more difficult levels of defend-

ing yourself from warrior ships, attacking others, hunting asteroids,

stopping enemy transports, and making near-suicidal runs at the

Jumpgate to slow its completion. Before that sense of repetition kicks

in, however, SINISTAR is riotous good fun.

And graphically, this is not the SINISTAR of your teens. Explosions

are cataclysmic, from traditional fire and brimstone to wild plasmatic

light shows. Each insect-like enemy vessel is distinct in appearance

and movement; the Jumpstation itself is a translucent delight; and the

backdrops are surreal in their makeup, color, and shading. Overall,

SINISTAR is a sleek - albeit CPU-intensive - visual tour de force.

Those, urn, mature enough to remember the original game will be

happy to know that the ultimate, final Sinister retains his evil faqade,

vocabulary, and

susceptibility to

your nastiest

weapon-the

Sinibomb. If you

were hooked on

the game back in

old days, or if you
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...delivers unique/ engrossing ^nd

monstrously addictive experiences.

-Computer Games Strategy Plus

le most.one ol ansive

game designs ever conceive*

-GameSpol

ieries is a resounding success.

-Computer Gaming World

Look for the Special Millennium Editions of j
Might and Magic"and Heroes of Might and Magic"! HEW W^Hltt GOMPUIJHG
O 1999 The 3D0 Company. All Rights Reserved. 3D0, Might and Magic, Biood and Honor, Heroes ol Might and Magic, Armageddon's Blade, New World Computing and
their respective logos, are trademarks and/or service marks ol The 3DD Company in the U.S. and other countries. All other trademarks belong to their respective owners.
New World Computing Is a division of The 300 Company * Press testimonials refer to Heroes ot Might and Magic III.

www.mightandmagic.com
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IT'S CLASSIC DOG FK^flTING

Fly 30+ missions, and command up to 1

1

squadmates in battle.

Attack up to 6 players via LAN or TCP-IP.

Then log onto Parallax Online to track your

online ranking.

Encounter 70 ships of varying size and power.

Take control of a Vasudan squadron and set a

course to attack the massive Shivan fleet.

u



NebuU effects.' the likes of which have never

been seen before, add a new dimension to

Encounter weap9ns of mass desbiiction

including the 'beam vveapons' that can penetrate

and utterly carve gigantic caphai ships in half.your battle, strategy.

V
volition

www.volllien-lnc com

Crush the

Shivan Onslaught with

FreeSpace2

Official

Strategies

& Secrets^

the EXCLUSIVE guide

ONLY from SYBEX

Inside you'll find:

> Detailed mission strategies!

Point-by-point flythroughs for every

mission reveal the keys to the game.

>- At-a-glance statistical charts!

Vital statistics on massive warships

and weapons arrays provide

essential tactical information.

> Valuable combat tips!

Techniques for playing solo and

squad-based multiplayer missions

ensure survival in dogfight action.

Available at bookstores,

software stores, and online.



REVIEW ElMUi-ATIOIM

T
enninal Reality Incorporated once made a living out of crafting

simulations for Microsoft. Then they “got religion" and became

one with publisher G.O.D. Planning to go boldly where Microsoft

and Looking Glass have gone before, TRI is hoping that FLYI won’t

be just another blip on the general aviation simula-

tion radar.

Representative of the

sim as a whole, the

graphics in FLY! range

from excellent to bland.

While the focus scenery

areas are extremely good,

they still aren't quite the

equal of the FLIGHT

UNLIMITED series.

Additionally, the generic scenery leaves something

to be desired: The textures have harsh transitions;

roads are nothing more than gray lines crossing the landscape; and

MIRAGE Although spreading the map out an the winrishield is not a

good idea in real life, the "mirage map" is a nice feature in the game.

the rivers are a joke. Although the coverage Is indeed worldwide, this

basic scenery seems to be more of an afterthought. Even MS FLIGHT

SlM98's generic scenery - especially the coastline - is far superior.

The aircraft themselves, however, are some of

the most accurate ever depicted, with an

exceptional level of detail, ranging from the

external models to the out-the-window and

panel views.

The atmospheric effects in FLYl are sim-

ply the best. The clouds are wispy and

breathtaking. Falling rain and thunder-

storms all look stunning and very realistic.

FLY! does not model raindrops on the win-

dows like FLIGHT UNLIMITED 2, but it does

go the extra mile by modeling the glow of

light pollution found at night over populated

areas, a subtle and welcome effect.

CGW RATED

Quality instrument

panels; clouds and

• focus scenery; excel-

'

lent flight modeling.

CONS
Poor documentation;

.
generic scenery; bugs

'

and missing features.

The flight model is compa-

rable to FLIGHT UNLIMITED

2's, with realistic fluidity and

feelings of inertia. In fact, FLY!

has the most precisely mod-

eled Cessna 172 found in a

flight sim today, making this

the first sim ever to cry out for

a yoke over a joystick. All of

the planes seem to handle just

right, with a heavier control

feel on the faster and weightier aircraft. Unfortunately, FLY! enforces

its namesake and doesn't allow for any crashes. Land a wee bit hard

and your aircraft systems

suddenly shut down,

leaving you to wonder

what you've done wrong.

The gameplay in FLY!

is the typical stuff of civil-

ian flight sims, in that its

canned adventures are

rooted more in the real

world than in whimsical

flights of fantasy. In fact,

although general aviation

sims are never intended

for the twitch crowd, FLY!

may model just a little too

much reality. Few con-

cessions were made for greater ease of use. A single key start

sequence and clickable maps to tune radios made it in, but that's

about it. Even those who are fond of extreme realism in their flight

sims could probably do without having to scroll through the instru-

ment panels (stunning as they are), flipping every switch.

It's obvious FLYl was released way too early. Although teohnically

excellent, the sim ultimately amounts to a lifeless experience.

To their credit, TRI has been very aggressive with post-release

patches and additional documentation, but FLY! will probably frustrate

more than please until all of the promised features and bug fixes are

in place. S3I7

www.avsim.cam

The unofficial flYl forum is here, with frequent visits by

^ the design team.

^ www.iandings.com

g A real world aviation site - lots of information.

www.avweb.com
A real world aviation webzine - lots of good reading,

and gadgets galore!

I

Requirements: Pentium-ZODMMX (or squivaleiil). 32MB RAM, 400MB hani drive space, 4X CD-ROM, 3D-accoletalor. Recommended Requirements; Penllum-tl 400,

Windows 90, 12BMB RAM, 1.6G6 hatd drive space, 24X CD-ROM. 30 caril that supports 32-bit color. 3D Support DIreciSD. Glide. Il/luitplayer Support Irilemel

Publisher: Gathering of Developers • Developer: Terminal Reality • $S5 • www.iflytri.com ESR6 Rating; Everyone

I’m Not a Pilot, But I Play One on PC

Let’s Fly!



SID MEIER’S

Your favorite Civil War game just got better!

Now Sid Meier’s Antietam!'" explodes on ihe scene,

delivering Firaxis’ trademark addictive gameplay

and unprecedented fun on a brand new battlefield.

With over 20 all-new scenarios, new terrain features,

gameplay enhancements and tons of what-ifs,

Antktam! allows you to take charge and command

troops on America’s bloodiest day

'Price does not include shipping and liandling.

All orders subject to a\’ailabiiity.

O Firaxis Games, In^. All nglus ivscr\-cd.

Order Sid Meier’s Antietam! now at m\^v.firaxis.com

or call 1-877-FIRAXIS (347-2947). Antietam! is

specially priced for loyal Gettysburg!"’ fans for only

$29.99’. Order now and immerse yourself in the real-

time action and

drama of the ; gi ,,

Civil War. >

A Confederate battle line fends off a Union attack • .-.j ri.;

FIRAXIS Order now at www.firaxis.com or call toll free 1-877-FIRAXIS



REVIEW SRORTS

T
he ding an the Los Angeles Lakers is that they all stand around

waiting for whomever has the ball to take a shot. Well, PC has*

hetball is Lakers basketball. In good basketball, players work

together as a team. Computer basketball fails miserably to mimic this

concept. Here, eve^ time someone gets the ball, you look to score

first, and then - if you’re feeling particularly imaginative - you pass

the ball.

Right about now you might expect me to say that Microsoft's NBA
INSIDE DRIVE 2000 breaks the mold, gets it right, zigs where every

other game zags. No: The flaws within digital basketball still exist

here. But DRIVE does go a step

further than any other hoops game

on the market, including EA

Sports' NBA LIVE 2000.

We should get one thing

straight. If you like run-and-gun,

NBA JAM-style play, or NBA LiVE's

emphasis on dribble drives and

slam dunks, Microsoft's surprisingly

good first attempt at basketball

might not be your bag. Their take

on roundball aims for the knowledgeable fan who is willing to sacri-

fice a little soul for the sake of gameplay.

NBA INSIDE

DRIVE 2D00
I

reviewed by Erjc Jones

C6W RATED

CONS

Generic crowd

noise and graph-

ics; difficult

PROS

Great graphics;

realistic gameplay

with tons of

options; practice

mode; solid

strategies.

Microsoft Jumps Into the Hoops Game in Grand Fashion

Do You Know How to Pass?

Microsoft has made a solid jump in correcting several flaws in digi-

tal b-ball. For one, you have to pass the rock to win over the course

of an 82-game season. Even though scores

have plummeted in the real-life NBA, winning

learns successfully find the open man and get

the ball to them. INSIDE DRIVE replicates this

aspect of the game better than any other

game on the market.

Defense, however, is another matter. Time

and time again I saw the computer shoot

exceptionally well, rarely ever dipping below

50% in a game {the one exception was when

the Al controlled the Knickerbockers - could

be a rough year for Spike Lee). Too often, I got

frustrated by playing solid defense for 23 sec-

onds, only to watch the

Al pop in a 26-foot

three-pointer at the

buzzer. Like most other

PC hoops titles,

rebounding is much

harder than it should

be. No matter where I

was or who I con-

trolled, the computer

seemed to beat me to

loose carom more

often than not.

On the plus side, the

computer plays excel-

lent one-on-one

defense, which keeps

games tight, and forces

you to pass the ball. It's

not productive to sim-

ply lake the ball and

drive on the basket.

Although it lacks NBA LIVE'S one-on-one mode and the presence

of Michael Jordan, INSIDE DRIVE boasts options galore, starting with

the play modes. In addition to the single game, season play, and play-

offs, you can get your team on the court for practice mode. Outside

on an outdoor schoolyard court, you can work on your game in pri-

vate. And it actually works - you can figure

out how to run your plays to perfection here.

During a contest, you can select from a

number of options that are now standard in

PC basketball. Choose your offensive strate-

gy, including game tempo. Tailor the playbook

to your liking, picking from authentic NBA
sets. Defensively, customize your matchups to

shut down the computer. Call plays on the fly

- the pick and roll while John Stockton is

bringing the ball up the court, the Iso for Shaq

down on the low post.

Star Power

As in the NBA, the stars really stand out in

this game. The players reflect their real-life

counterparts, which means Shaq is hands

down better than Greg Ostertag (sorry Utah fans, truth hurls). Allen

Iverson is lightning quick, and Kobe Bryant can score from anywhere.

This can present problems, however. In most games, it is easy to rely

entirely on the stars and the stars alone to win ball games. Not so in

DRIVE. After losing to the computer on Easy mode several limes, I

realized that this is closer to a true team game. In order to win, you

have to share the rock. Like I said before, though, if you favor run-n-

gun games, you probably won't find that here.

In the final analysis, INSIDE DRIVE'S graphics aren't as slick or as

sharp as EA Sports' NBA LIVE 2000, and the game lacks some of

the heart and soul of its primary competitor. But the gameplay is more

akin to real basketball than anything that has come before. Not bad

for a rookie.

Billy Ball

rebounding; com-

puter shoots a

higher-than-aver-

age percentage.

Requirements: Pentjun-IGB. 32MB RAM. 9DMB hanl dm spats. Recommended Requirements: PentitirR-2B6. 32MS RAM. tSOMB hard drive space.

30 Support: BirecOB Multiplayer Support: None.

Publisher: Microsoft • Developer: High Voltage Software Inc. • $20 « www.microsoft.coinyspDrts/insiiIediive2000f

ESRB Baling: Everyone
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Bun. climb, ^im and crawl

through deadly killing grounds

Take the blend of strategy, role-

playing and tactical combat that

made Jagged Alliance one of the

best games of all time*. Add

dozens of new weapons. Over 150

unique characters. Your own
custom mercenary, incredibly

realistic COlTlbat. Thousands of

lines of digitized speech. Face

off against an array of hungry

predators, from ferocious enemy
soldiers to dark secrete lurking

;

The liest
.

of Role-Playing
underground. The result is the Create your own mercenary, improve
perfect killing grounds. The only - your team’s skills, and explore a

thing missing is YOU. huge world.

Fight to free an entire nation with

a team of up to 18 mercenaries

The Best of Strategy

Nonlinear gameplay, blistering day

and night battles, and advanced

tactical combat.^

Interact dozens of characters.

Treat them well, and they’ll

support your cause. Treat them
badly, and they’ll stab you in

the back.

‘Hot strategy pick of 1999
'Steve liaumajt, Computer Games Strategy I’lus

'A-s rated by Computer Gamii^ World and I’C Games.
Check it out at wwv.talonsoft.com or call l-8l)0-211-(}504 to jire order

Copyright © 1999 by Sir-tech Canada Ltd. All rights reserved, Ja^ed Alliance^’ is a registererl

trademark of 1259191 Ontario Inc. TalonSoft^' is a registered trademark of TalonSoft Inc.

TalonSoft is a subsidiary of Take-Two Interactive Software Inc.

I
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Built with the Bioware-Infih]

Anlvimce*!DimeeonIS&DiasDli^ '

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 hole 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 defines

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

QUICK HITS
INDEPENDENCE WAD DELDXE

Warning: This game just may ruin

you for other space sims. If you

haven't played IWAR yet, you've missed a

game that features the best modeling of flight

in a vacuum that we've ever seen. The mis-

sions have more

twists and turns

than a bag of

snakes, and the combat is just outstanding.

For those of you who've played the original-

the DELUXE edition features an entirely new campaign from the

Indie perspective. It's easily as good as the first, with more of

everything you loved before. This time, however, you're low on

resources and vastly outnum-

bered by the Navy. 1 wish

that there were a module for

putting a custom paint-job on your ship,

but that’s being nitpicky. The original campaign

is included, making this a must-have for anyone

who never purchased the original, Remember

folks - this was last year's Space Sim Of The

Year, and for good reason, The down side is that

the next time you're locked in a turning fight with

an enemy in space, you'll be begging for INDEPENDENCE WAR’S

physics model, If you like space sims, you’ve got to check out

INDEPENDENCE WAR DELUXE, -Greg Fortur^e

Genre; Space Simulation • Publisher: Infoprames • Developer: Particle Systems • $30 * www.infogrames.com

DISCIPLES: SACRED LANDS
Genre: Strategy * Publisher; GT interactive

Developer: Strategy Rrst * vniVW.strateoy-

first.cam * ESR8 Rating: Teen; animated

violence and blood.

I

’ve played more HEROES OF MlGhTT

AND Magic than your granny can

shake a stick at I even enjoy the clones

and knockoffs, if they're halfway decent. But

“halfway decent" is a few notches higher

than I can rate DISCIPLES; SACRED
LANDS.

First, if

^ you’re going

to clone

something, you want to clone the latest

game in the series. But DISCIPLES is even

cruder than HEROES I. Gameplay is a

shameless ripoff. You advance your fantasy-

medieval units around a map, collecting

resources, battling enemies, and building

up your castle. Sound familiar? Combat is a

joke. Units can't move. To attack, you click

on a unit’s portrait, and then on an enemy’s

portrait. The move is animated - poorly -

on screen. The graphics, murky and low-res,

give the game a woeful shareware-type feel

throughout.

Heck, even if they were giving this game

away, I’d still pass. It’s 1 999, fellas. Time to

stop making 1989 games. -Jeff Green

On the surface, a skydiving sim*

ulator seems pretty much like

a hit*or*miss kind of thing. Either

you make it to the ground alive after

jumping out of a plane into an intense

free-fall, or your parachute fails to open

and you die. So why would a computer

game seek to emulate an experience

A i 1 .,3 that derives^ ^ ^ .
its thrills

mostly from sheer visceral experience?

Good question. SKYDIVE allows you to

plunge toward the earth in three differ-

ent mini-games: a skydiving slalom, an

accuracy test, and a freestyle mode

where you accumulate points for making

special mid-air maneuvers.

Problem is, the game's graphics are

average and the controls are overly sim-

ple. Making matters worse, when you

cannonball into the ground - which is, in

some demented circles, the most enter-

taining aspect of the game - there are

no consequences. SkVdive should have

been made into a Java game on EA's

Web site. -George Jones

F
ans of the classic PIRATES! who
have been waiting for a worthy

update won’t find it in CORSAIRS, a

privateer-themed strategy game from

French developer Microids. It's too bad,

because the

Ac ' concept of

the game has

a lot of potential, and graphically the

game is very nice; but idiotic Al, shallow

gameplay, and a frustrating interface con-

spire to sink this galleon before it leaves

the harbor.

The oversimplified battle scenes are

one of the biggest letdowns. Fighting

gameplay, in both ship-to-ship mode and

hand-to-hand boarding sequences, con-

sists mainly of clicking on the people you

want to attack. Back in port, the clunky

interface will foil any attempt to conduct

necessary trading and ship upgrades in

time to avoid having your ships captured

by enemy raiders. CORSAIRS could have

been a great new title in the largely

untapped pirate genre, but there are too

many holes in the hull to keep this game

afloat. -Tom Price
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QUICK HITS REVIEW

CIVILIZATION II: TEST OF TIME

One's initial impression of CiVILIZATON II; TEST OF TIME is that it’s mere-
ly CIVILIZATION II combined with all of the expansion products pub-

lished over the last couple of years.

Wrong! TEST OF TIME does incorporate all

of the expansions, but it also features a new

wrinkle in gameplay. Now, you don't simply

worry about the surface area of the globe,

but also about undersea civilizations, under-

ground civilizations, and celestial civilizations

as well. Now, you not only add elements of

magic and the far-future technologies that

many believe are tantamount to “future

magic," but you have the capacity to teleport

and move both vertically and horizontally

between venues and vistas, The new technology trees are sophisticated enough to war-

rant a new poster for each style of game (fantasy, original

and extended, and science-fiction), and either the artificial

opponents are smarter than in previous versions, or I’ve

grown dumber. TEST OF TIME features humor, challenge, and variety. The only thing miss-

ing would be improved graphics - you still feel like you're playing an older game, even

though the gameplay is much improved. - Jasper Sylvester

Genre: Strategy * Publisher: Micrcprose * $50 * www.mlcraprose.cain

ESRB Rating: Everyone

MDB RULE

Genre: Strategy * Publisher: Simon &

Schuster * Developer: Studio 3

$30 « www.simonsays.com

TIGER WORDS GDLE IpaimpiloiI

Genre: Sports • Publisher: Electronic Arts •

Developer: EA Sports • $30 < www.eas-

ports.com • ESRB Rating: Everyone

T
he interesting part about an
organized crime simulation is

the crime. So what is one to make of

this odd British import which casts you

as a gangster,

-k -A -
. A A but has you

Spend most of

your time erecting and repairing build-

ings, responding to tenant complaints,

and overseeing construction workers?

Sure, you also get to bribe the cops-

and when opposing families try to mus-

cle in, you get to whack some people-

but the game is too little Martin

Scorcese and too much Bob Vila. It's

far less ponderous and complicated than

Eidos' recent GANGSTERS, but that's

not saying much. -Charles Ardai

After extensive testing on sub-

ways, buses, and staff meetings,

it is very clear to us that the Palm Pilot’s

strength is not in its organization of phone

numbers, or even in the writing of memos to

oneself. No, it's strength is old school, black-

i . * 4 and-white,^ ^ ^ ^ Gameboy-style

gaming. We've played Tetris clones, Donkey

Junior, Gin Rummy, and even Space Invaders

rip-offs. But we couldn’t get a sporting fix

until we received TIGER WOODS PGA
TOUR GOLF from EA Sports. The graphics

aren't pretty, the tri-click interface moves a lit-

tle slowly, and the putting is more difficult

than it should be. But Palm owners will

appreciate the quick draw times and the

speedy mode of play, in which you can play

1 0 holes over a 30 minute bus ride. The

game, solo or with real-life Al golfers, even

comes with three courses. At $30, TIGER is

a little pricey, but if you spend some time

commuting - or thinking about golf while

you’re trapped in another two-hour meeting

- you'll appreciate the simple beauty of this

golf title. -George Jones

AT ITS BEST.

Own. Mib. Dafsnd. Attok.

84-7.

1 million players. 1 asteroid.

2 rules: Get them.

Before they get you.

Welcome to 10^>\

Your kind of world.

Your kind of rules.

Your kind of action

- strategy game.

Grab ]|Dur piece of the Rock.

Only at

www.lOsix.com

ei9»8 SnaSolt Ndmriu. Inc. All tithti reserved. ios->. MEAT,

end the HEAT lota aid liademaiks of S^Soll Networks, Inc.
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"•••the ghouls overwhelmed the hero* clubhing
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 plaj/ Hocturne; fthis

game will be causing some hellacious nightmares
later this year."

- Computer Gaming 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*"'

- Adrenaline Vault

It Iti 1933 f and in the uhado<.'cd ii/orld around you
cxiutu an ungodly evil: '.vcrctrolvcii , vampires, gh(

and ilesh>-eating zombies that v/ait Just outside the
light's unlocked door to Iced upon innocence. There
also exist guardians oi the good and Just, tireless
vigilantes capable oi tracking down this evil and

turning it upon Itseli. You are one oi them. And
hunt, as your vile quarry does, by night.

74i*

1999

WARypIt
Thi^f^e contains strong scenes

violence, language and nuc

Suitable for mature audiences only.





Aren’Cyou going to ride, it?

^(After<aii,-you buiit it.)
.

' Environmental

" Pick your theme Build your park Ride the rides

® 1999 Electronic Arts. SimTheme Park is a trademark ol Electronic Arts. Environmental Audio is a trademark, and the Environmental Audio Logo is a registered trademark of Creative Technologies. Ltd, All rights reserved.



Hop on board for thrills, chills and hilorious good times os you take

control of your very own Theme Pork! Choose one of four themes for

the pork you'll build. Pick from tans of shops, decorations, and of course

—

rides. There ore even five different roller coaster types you can customize

with wild corkscrews, loops ond vertical drops. You'll olso manage it all. just

decide how much. Sit bock and wotch or attend to every detail— even

decide how much ice goes in the drinks. And only SimT/ieme Park

lets you experience all the rides and fun from o visitor's perspective.

Then share and compare your park on our web site. So go ahead,

build it ony way you wont — then enjoy the ride.

Join the fun at www.sintthemepark.com

Salt the fries Share your park online



HARDWARE IN SEARCH OF THE ULTIMATE
GAMING MACHINE • REVIEWS • NEWS

10 TOP-OF-THE-UNE GAMING SYSTEMS REVIEWED

In Search of

The
Uliiiiiete

Gaming
Machine

by Dave Salvator and Loyd Case

Fierce CompetiiMHi Among Hardware

lUMkers Means Great Gaming MacMnes

I
t’s been one hell of a year for

computing hardware. We've

seen shake ups in both the

CPU and graphics card arenas, as

both the perennial performance

champs, Intel and 3dfx, have been
overtaken by upstart competitors.

And hardware prices have continued

to drop like the fall guy in a Don King

boxing match. So, if you're ready for

a gaming system upgrade, it's a good

time to go shopping.

To assist you in your shopping

adventure, we've rounded up a pack

of top-of-the-line complete gaming

systems and put them through their

paces. We’ve divided these systems

into two categories: “Burn, Baby,

Burn," where price is not a consider-

ation, and “Bang for the Buck,"

where value for dollar is key. It’s

interesting that this year the line of

demarcation between the two cate-

gories began to blur. We saw a cou-

ple of systems priced below $2,000

that turned in very respectable per-

formances, and we also saw a lot

less exotic hardware than in years

past. Gone are twin SLI Voodoo2

cards eating two PCI slots. Hell,

there wasn't a Voodoo2 board to be

found in any of the systems we test-

ed - a testimony to the fading impor-

tance of having Glide support.

And our earlier findings about

AMD's Atlilon outgunning Intel’s

Pentium in were confirmed with the

three top performers this year all

using Athlon. Intel’s Pentium-IU

shouldn't be discounted, however, as

it made several very respectable

showings.

Another interesting finding was

that the gap between the winners

and the rest of the pack narrowed

considerably. This was due in large

part to the big system makers get-

ting their 3D graphics card acts

together, and making sure that they

can make 3D games - not just the

word processors and spreadsheets -

go fast.

There’s a lot to cover, so strap

yourself in—and let’s have at it.

Are More AffonteUe Than Euer
Systems photographed by

Michael Falconer
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Burn, Baby, Burn!
Performance at All Costs

For this section of this roundup, we're looking for the best there is in gaming rigs,

inespective of price. This, obviously, can lead to some pretty ridiculous price tags;

but we’re looking for a Testarosa, not an Escort. For some gamers, these systems

will fill the bill nicely. For others, it's more a chance to see just how fast these things

can go.

Intel's hold on the high ground of PC gaming has been broken. AMD marshaled its

forces and pushed Intel off the peak of performance leadership, and even allies like

the new GeForce 256 3D accelerator didn't help. This year, we found ourselves in a

bit of a dilemma: On the one hand, Falcon Northwest once again kicked ass and took

names, but then there was Dell with their Dimension XPS B600, just four points off

Falcon in 3D GameGauge, and $1,500 cheaper. In some sense, we're breaking our

own rules here, since we normahy don't factor price into our final decision in the

“Burn, Baby, Burn" category. But given a price difference this big, we just couldn't

overlook it. So we're declaring a tie, but each system gets the nod for a different rea-

son. Falcon is in the winner's circle yet again for simply being the fastest system in

the roundup that ran nearly hiccup-free. Their attention to detail and choice compo-

nents make this latest iteration of the Mach V yet another in a series of impressive

gaming boxes from this crew of Oregonians. Dell, on the other hand, delivers a solid

box with a lot of performance, but for considerably less money than the Falcon. True,

Falcon has better components in several instances, including speakers, case, and

mouse, but Dell nonetheless deUvers very solidly.

Another system of note was Sys Technology’s Cold Fusion, which married an

active refrigeration unit with an Athlon running at 800MHz. However, Cold Fusion’s

performance was marred by sub-par performance of the Diamond Viper 770 Ultra's

stock Diamond drivers. Gateway, Compaq, and Micron also nipped at the leaders'

heels, and even the slowest of the big rigs were no laggards by any means.

H BURN, BABY, BURN

Dell Dimension XPS BOOS
* ^ comes to making a solid - if somewhat generic -

1V machine, Deli has the routine down pat. Their iatest Dimension

6 series continues that trend, offering Intel’s new Pentium-Ill

6OOMH2 B CPU. The B designation means this CPU has a 1 33MHz
front-side-bus (the connection between the CPU and the North bridge), though it

lacks an integrated Level 2 cache. Dell's entry was unique in being the only rig in the

roundup to use Intel’s new 820 chipset. Other components include a Creative Labs

graphics card powered by nVidia's GeForce 256 chipset, as well as Creative’s

Sound Blaster Live Value. Another interesting footnote: Dell's box was the only one to

arrive with DirectX 7 on it (the rest have DX 6.1a, which is part of Windows 98SE),

As for performance, Dell presents an interesting case. They offer somewhat unbal-

anced performance that favors games over traditional benchmarks. On ZD bench-

marks, with the exception of WinBench 99's Disk WinMark and 3D WinBench 99’s

3D WinMark, Dell's scores are all below the group average. However, on 3D
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in Search cl The Ultimate Gaming Machine

HDW WE TESTED

E
very year at this time, the

dynamic duo of Loyd and
Dave have to bid farewell to

^

loved ones and embark on the year-

ly quest that takes us down to ZD
Labs, the mothei of all testing labs,

’ for two weeks of testing, testing, and

more testing. While locked away in

this Tech Mecca, we put these sys-

: terns through a series of brutal tests

! that look at all sub-systems' perfor-

' mance, and especially at how well

they run games, We’re looking to fer-

1 ret out weakness; to find bugs, glitch-

! es, or any shortcoming that might

! keep a gamer between them and the

j

thing they love most.

I We start with ZD’s benchmarks,

including WinBench 99 (2D graphics,

:

hard-drive, CPU), 3D WinBench 99 1.2

(3D graphics), CD WinBench (CD-

ROM), and finally Audio WinBench to

: look at CPU usage by the sound card

; while playing WAV files. Next we bring

in the big guns, which are the nine 3D

games we use (seven Direct3D, two

OpenGL) that comprise 3D GameGauge
2.0, whose final score is an average of

the nine demos. The Direcl3D games

are: EXPENDABLE. MADDEN 99,

UNREAL, DESCENT 3. POWERBLDE, and

JANE'S WWn FIGHTERS. The OpenGL
,

titles are HALF-LIFE and QUAKE n. We
run 3D GameGauge tests at

1024x768xl6-bit with v-sync turned off

to "let the ponies run;" that is, to give

the most accurate performance picture

possible. And finally, as this year's fill-

rate torture test, we used QUAKE 3

TEST V. 1.08. We ran the game at

1024x768x32-bit with all the rendering

goodies (vertex lighting, trilinear filter-

ing, flare effects) turned on.

We also looked at case accessibility,

and other bells and whistles that can

add to the gaming experience, to round
' out the system's overall rating. And of

course - mainly because we like

annoying everyone at ZD Labs - we
put the bundled speakers through our

RFL (really frickin' loud) test to see

how they handle game audio, — Dave

Salvator

Hie Reviewers (Faces You Can Trust]

Dell Dimension KPS 600B (conDnued)

GameGauge this Dimension shines,

essentially tying Sys’ Cold Fusion box for

second place. Interestingly, Dell's use of

the 820 chipset and RDRAM only bought

them two points on 3D GameGauge, ver-

sus the Gateway high-end system (the

systems are otherwise nearly identical).

Other notables include Dell's choice of

Harmon/Kardon's HK-595 Sound Stick

speakers. Curious-looking things, the

595s sound pretty good overall, and

develop decent, though not ear-shatter-

ing volume. But at louder volume levels, it

became evident that the magnetic shield-

ing on the satellites wasn't enough to

prevent magnetic interference with the

19" Dell Trinitron display. So if you're

considering Dell, you'll want to steer

clear of the Sound Sticks until they revisit

this magnetic-shielding problem.

All told, Dell has put together yet

another very competent, albeit boringly

beige, box that - thanks to good compo-

nent choices - makes high-end games

run very fast,

www.dell.com • Price: $3,300 as tested

BURN, BABY, BURN

Falcon Northwest Mach U

F
alcon Northwest once again leads the pack, though the pack is baying at

their backs. The Mach V demonstrates that a judicious combination of

well-tuned components can outpace other systems that may he stronger in

individual areas. This year's Mach V marries a 700MHz Athlon with their

Xentor 32 Special Edition TNT2 Ultra card, to beat the Sys box by an aver-

age of four frames-per-second on 3D GameGauge 2.0. The Sys Technology Cold

Fusion boasted a faster processor, but its Diamond Viper 770 Ultra couldn't stand the heat.

The Gateway came stock with an Nvidia GeForce 256 card, which pumped out one of the

highest QUAKE 3 scores, but the overall 3D GameGauge average suffered, because the

600MHz Pentium III couldn't cope.

The rest of the Mach Vs components were a curiously conservative choice. We would have

preferred the Opliquest V1 1 5T (which has an aperture grill tube) over the more sedate V1 1 5.

A natural flat monitor like the Mitsubishi 2020u would have been better still. Falcon's choice of

the Creative DTTS-2500 speakers is great for gamers, since it can do both four-channel

DirectSound 3D imaging, as well as 5.1 Dolby Digital imaging for DVD movies - but it could-

n’t match the audio quality of the THX-certified Klipsch speakers that came with the Compaq.

We did run into a couple of crashes with the 3D GameGauge tests, but all-save one-were

resolved by removing EMM386 from the Mach Vs CONFIG.SYS file - something needed

only for certain DOS games anyway. Also, the MADDEN 99 test seemed quite sensitive to

heat, and would lock up periodically - as it did on the IBM system also,

in the end, the Mach V performed superbly, but the boys in Ashland better keep looking #
over their shoulder. The competition’s getting wiser by the day. /

Falcon Northwest • www.falcon-nw.com • Price: $4,778 as tested I
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BURN, BABY, BURN

Compaq Presario 5815

C
ompaq likes engineering. No, strike that,

Compaq REALLY likes engineering, sometimes to

a fault. Past systems saw configurations that were

obviously put together by engineers who sort of for-

got to have their case designs reality-checked for

usability. Their notorious inverse mezzanine card for

I/O slots will live in infamy as one of the great

knuckle-busters of our time. But Compaq must have

heard the complaints levied by users and analysts

alike, because their latest box continues an encour-

aging trend of using good commodity components,

and putting them into an accessible box.

Compaq was the only entrant this year to mclude

a digital flat panel (DFP) display, which was unfortunately only 1 5" (viewable screen about equivalent to a 1
7" CRT monitor). The only problem

with this choice is that the DFP uses the now-proprietary PanelLink connector, which means you're essentially married to the graphics card that

comes with the system - thankfully based on the TNT2 Ultra chip. Future DFPs will use the DVI (digital video interface) connector, which is differ-

ent from the PanelLink pin-out.

Compaq also gets credit for being the only system with USB ports where they belong: on the front panel of the CPU; and it's the only system

with FireWire (which goes under Sony's name i-Link). The only problem here is that Compaq pul them low on the front panel, and given that the

case is a tower form-factor, it's most likely going to live on the floor, making these ports not as accessible as they could be.

Compaq also has what are without a doubt the best sounding speakers in the roundup in Klipsch's four-channel ProMedia v.2-400s. These

babies carry THX certification, pack a 400-watt power amp (that’s right, 400 trickin' watts), and put out some serious sound. Another plus: This

Presario also has a CD-RW drive.

As for performance, Compaq fared

quite well, owing to their choioe of an

Athlon 700MHz CPU and TNT2 Ultra

graphics. Their 3D GameGauge score of

59.6 tied them for the bronze medal with

Gateway’s high-end entry. Their 3D

WinBench score is deceptively low,

because their DFP's maximum refresh

rate at 1024x768 was only 60Hz, and

many of the tests “pegged;” that is, ran

at exactly 60Hz, because the system

was held back by the DFP.

Still, ail told, Compaq has put together

a solid system. Good components, an

accessible case, and solid performance

make this box worth looking at.

www.compaq.com • Price: $3,684

BURN, BABY, BURN *

Gateway Performance 600

L
ike the Dell and Micron systems, the Gateway big rig arrived with a GeForce 256. This sys-

tem posted the single highest score in QUAKE 3 v1.08, in full 32-bit glory at 1024x768.

Now, QUAKE 3 doesn't generate enough triangles to make the GeForce's transform accelera-

tion do much more than hiccup; but that, coupled with the quad pixel engines, clearly demon-

strates that nVidia's new baby will be a force to be reckoned with. The drivers were still a bit

rough, and performance can only get belter.

There's a lot to like about the Gateway, from the thumbscrew entry to the case to the

Boston Acoustics Media Theater digital speakers. These speakers take a direct digital signal

from the customized Sound Blaster Live and handle the analog conversion in the amplifier. The

Gateway performed the best among the Pentium III systems, posting very solid scores all

around.

The system even arrived with a couple of decent

game controllers and a home phone-line net-

working card installed. About the only down-

side was the 3Com Winmodem. The big

boys still send crappy modems with their

systems-you can't play online games

with a Wnmodem. Unlike the Dell or

Micron, the Gateways shipped with

the venerable 440BX chipset,

which more than held its own.

Gateway • www.gateway.com •

Price: $2,979
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WHAT'S IN THE BOX???

Congiaq Presaiio SfiSI DriBknnmXKBtW

ikikiiik'i

Prkt S3.e» $3,300

CPU Albion 700 Pentium-Ill 6OOMH2 B

RJW (Iyni/«m9un0 OSeMBSORAN I28UBR0RAM

CWpjrt VnVT92C6B6A Intel 820

BIOS Conoaa Phocrtj

Mothtitward Corccaa SPS-B0 1394 Intel OEM

GnpMaCard Ccrrc^aOEMTNTJUiia GeEeTO256

Crsphln Oocki (Che/Mcnit 150/153 120/166

MonHw CorrcM FP720 DFPltS") Den P930 1191

DVD Card none none

Disk Controikt onbosd EtDE onboad ElOE fUltiaA1A/66)

fUrdOrtn l6MOcskStar34GXP iSQB IBM DeskSta- 27GB

DVDfiOMDrtn Cc.'rSMGO-SOM HdaebiGD-SCOO

RetnonUt M*dli LGCDRW8042B Sony CD-RW CRXIOOE

Sound Card SB Uio Value SB Uve Value

Sunken KIcsrb PtoMcd3*2-400 Harwrv'Ksfdon HK-595

SMondiryAudto none ncr.5

Cast Corrcaa Oed

Poncf Supplr 250 v,atl 230 wan

Natrokha none Kfri

Modem/ConneetMtr ConaanI HCFV,90 56K USR Wnrndsni

Gamt Conmnat* none none

DktctXVtrskn 6. 1 a 61a

WkM Version Win98Sc Win98S£

Mouse Cemcaa Mioosolt Wheel

Xeibowd Comese D.-isercrilOl

fiateway Ptrfotmanct SGO Hypersonic SHver Bidiet 8E

ii'Jrviiia

Mcc Si .963 $1,999

cm ^ntkinrll! 500 Pentumlll 600

RAM (typi/tm<xnt) 128MB 12cMS

Chkrsel 4408X 440BX

BIOS Fboeni Award

MoOierbeard Intel OEM AbdBEe

QtaphInCacd Oative Li8)sGeForce-366 3dli Voodoo3/3500 cloBied to

1 95MHrlslM Gu.ie.-noi THT2 Ifsa)

Gnvtda docks (CMR/Mwn) 120/166 19S/IS5

MonSor GatQ«avVX9OO10" Mm 0X700X17'

OVD Card none none

OiskControlar !VanHeljltiaAW66 EIDE AWc.-i03:dUDIM66

ttedOrka IBM Dost;Stiir34GXP 13GB lSMDe4kalar 22GXPieGa

DVDMMDttn TwhiiaSDMI212 SaTsunaSC-HBSCDROM

Remorabla McAa none Zc 100

Sound Card SB Uve Value Creeiive SB Live Value

SpaMm Bos’on Acevsios BA-73b CintfxJoe Fcur-Pcril S.-rrcijvi

Second*} Audit none none

Casa Galeviw aonoficATX

Power Sutddr 203 *atl 250 wan

Netvtrtkii none none

ModawfCennacMriiii 3Com WinModem 3Com V.90 ISA

Came Cordrolcn none nena

OkaciXVtrsien 61a 6 . 1 e

vnse Version Wn98SE WmOBSE

Meuse Lonrlrrfi MniisnManf USB

Kerboard ±sa Looledi Uew'Exjdi



Red Denotes ^tors' Choice

FaksaNWMadiV FoturePown Gateway Performance 600

itintirtt
j

iJsisiHilt

$4,778 S',700 $2779

AMDAtMonTOO Pentwrlll 650MH2 Penlrunvlll 600

'23M8 SDRAM 12eMB

AMO 751 440BX 440BX

Award Award Fboerw

ASUSK7M AboBKe Intel OEM

Falcon Giatiemol Xsntoi 32 SE Diamond Slealililil SS40 (5ava(|e4] Cresine LAs GeFc(ce-25$

180/225 125/126 120/166

OpsjjenVIISOr 19’ Gateway VX1 110 21*

SealMagc HodvwwJ Pics twne none

orioatdBDE [UltraATA/Eei onboard BOE Ptorrise UftraATA/68 EIDE

\'/eslyn Diprijt Bserl 27G8 Western Digits Expert 1 9GB Quantum FrebbIKX 27GB

To3li±iaSD'MI212 Toshibe SO'MI212 TaslAaSD'U1212

Zp250 rone none

&4m<»id lAonsietSovid MX300 SB 84PCI (Ensoraq) 58 Live Value

Cambridne DTTS 2500 norre included Boston Arxustics Qg. Meda Tbestre

none NewQ Gold Consde {frcnl-patteO no*

Falcon ATX generic ATX Gateway

300 wait 235 wan 200 welt

3ccmElhRUni(XL(10/100j nOTB HPNA PO NIC

twe USRS6KWinModem(Pa) 3ComVAnModem

nirustmaslet Refler USB 3D none MS Sidewinder (USB)'

6.fa 81a 6 .1 a

Wirr93SE WinSeSE Wn93SE

Microsoft IntefiPoint LED Miaosoll Wieel Gaewi^ custom vr/wbeel

Ucrcsoft Natual Eite Futue Power wleaa cortrob Gateway w/estra buttons

IBM Aptva S Series 665 Micion Milennia Max HVin

iiiitiiili

$2,888 $2,841 $4,299

AMDAdTonOEO ftnbunrill 600 AdilonbOO 'nwtiockcdlvdOOMHc

l2aMBSDRAfA 12eMBPCl33 SDRAM 128M6

AMD 751 ViaKX133 AfX0 751

AMI Award Award

IBM OEM TrsiS1854 MSI 6167

ELZAEta«Iil{M2) Crestivo GeForce 25$ Vper770frNT2(Xtra)

150/183 120/186 150/183

iBMG9819‘CRT MtachOI' KDSVS-19516'

none nme Cteatf«eLabsDXR3

onboard ODE UllraATA/66 onboard ProiwseEIDE RAID Artsy

MeitorS12020GB IBMDe3lLStv34GXP20G8 Twwl6MOesk5tar22GXP

(leGB each striped RAID 0)

To5hieSD-M!212 NECDV5S00A Creative 6X

none SortrWD-RW none

Vodsr 2 (mothertioerdniownl SB Lne Value Creabve SBLneVakn

tnfinitY Monsoon (non-lat) MC-200 WiernUnsing ACS-54

none none none

IBM Micron Sys/Kiylecb

marked)
;

(not marked)
i

300 watt

HPNA none 3cDmElhe(LrikXL(I0/l00j

RodweA HCF 56K 3Ccm Wnnodem none

none none none included

8l3 6.1a 6.1a

Wn98SE
:

WnOeSE Wtfi98SE

IBM
;

Microsoft OEM libellirTuuse Mictosolt Wheel

IBM Meron Sys generic 101

Can subst'lule for Gravis Gamepad Pro USB

Tlie IntelliMouse® Explorer looks different because it Is,

Optical tracking turns the slightest movement into precise cursor action,

without the use of a mouse ball— on Macintosh or Windows*-based PCs.

It’s like a perfect ten with a 1600 on the SAT’s.

Microsoft
Where do you want to go today?*

www.microsoft.com/mouse
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BURN, BABY, BURN «f* BURN, BABY, BURN j|»

IBM Aptlua S Series 865

T
he IBM system revealed little ironies throughout our testing. Only the IBM, for

example, came In black, complete with matching black bezels for floppy and

CD-ROM drives. The case popped open quite easily without tools, but the latch

was cteveriy hidden at the bottom of the chassis bezel. Inside was a Maxtor hard

drive, making IBM one of the few systems to ship without an IBM hard drive. The

Vortex 2 chip was on the motherboard itself, but the Infinity speakers lacked

punch. And the less said about the kludgey mouse, the better.

On the other hand, it did have a 650MHz Athlon CPU and an ELSA

TNT2 Ultra card. The ELSA isn't the fastest TNT2 Ultra card you can

get, and it showed in the game tests. Its 3D GameGauge score of

47.9 - not a bad score until recently - outpaced only the

Future Power system. The ELSA card does have TV-in

as well as TV output, and a home phone-line network-

ing card was plugged into one of the PCI slots.

Finally, the IBM had three USB ports on the back, a

total exceeded only by the Compaq.

Despite having relatively low scores, IBM

gets the “most improved" award. It offers

decent performance, a good set of compo-

nents (except for the lame speakers), and

comes in black. And that’s not a bad com-

bination.

Micron Millenia Max 600/133

O
pening up the Micron system is a dream. Lift up a catch on the

side, and the cover slides off neatly. Inside, you find a swing-out

plastic bracket that can hold additional cooling fans if needed. Lifting

this up reveals a most interesting motherboard, which uses the VIA

Apollo Pro 133 chipset. This chipset fully supports PCI 33 SDRAM,
and the Micron came equipped with a full 1 28MB of PCI 33 memory.

Unfortunately, the VIA

chipset actually held the

Micron back. You can see this

best in the CPUMark 99 and

FPUMark scores, which

trailed all the other 6OOMH2

Pentium III systems.

Although equipped with a

6OOMH2 Pentium III and a

Creative Labs nVidia

GeForce 256 card, it

posted benchmarks sig-

nificantly slower than the

440BX-equipped

Gateway system. The

low-end Monsoon speakers get the job done, but they won't win any

awards for volume or audio qualify. Kudos go to Micron, however, for

supplying a CD-RW drive to facilitate backups. Also, Micron ties with

Compaq and IBM for shipping a chassis that wasn’t just a plain

beige monolith. We'd love to see more interesting form factors and

colors in the future.

One problem we encountered was with AGP 4x mode. The 3D
benchmarking software kept crashing until we disabled AGP 4X,

so clearly some work needs to be done with the chipset or BIOS.

While we applaud the use of technology such as PC133 SDRAM,
the VIA chipset needs attention before it can match the through-

put and stability of the more mainstream Intel 440BX core logic.

www.micronpc.com • Price: $2,841

It’s a shooting war, finally.

During the opening days of World War II, Polish cavalry

made valiant but fruitless attacks against the German
onslaught. Like the Polish cav, AMD has been fighting the

good-but-fruitless fight against the Intel juggernaut, but

has been hobbled by relatively poor perfor-

mance in games when stacked up
against Intel CPUs. As this roundup

demonstrates, that's no longer true.

It's as if the Polish miraculously got

hold of a few dozen Ml tanks. Of the

ten systems reviewed, the top three

slots were captured by Athlon-based

systems. Given that a 700MHz Athlon

simply clocks faster than the fastest

Pentium m system, that may seem obvious

- but again, that hasn't been the case in the

past. As we saw in our recent testing, an Athlon system will

run games faster than a Pentium m at the same clock rate,

all other things egual. And if AMD can aank out high clock

rate CPUs that are stable, more power to them.

However, AMD would do well not to rest on its laurels.

We've seen the first 820-equipped system in the Dell system,

and while its scores don’t approach Athlon, by the time you
read this, Intel will be shipping 667MHz - and possibly

faster - Coppermine CPUs.

All of the Athlon systems we tested

used the AMD 751 chipset. While it does

support some advanced features, such

as ATA/66 hard drives, it doesn’t offer

AGP 4X or advanced memory types

(like PC133 SDRAM or RDRAM).
Those advances will be left to

chipset maker VIA, whose Apollo

KX133 chipset looks like it may
deliver the goods. We weren’t encour-

aged by the performance of VIA’s Slot One
chipset, but the KX133 is newer, and the Athlon's raw

horsepower may overcome any deficiencies.

What is clear is that this Intel/AMD slugfest is now a

much more evenly matched fight on the technology and
product fronts. Intel's sheer size and resource base, plus its

manufacturing prowess ate now its competitive edge - but

not its CPUs. The world has changed. — loyd Case
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One Chip
Can Turn ^

One Seconii Of!
Gaming Into

'

Today's

game opponents are

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

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

most reaiistic images ever. Better yet, Viper li 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.
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The lingering, pungent smell of victor)'. A cremated scnip of planet. Ever>’ last morsel of x onr

opponent's pride. Yow'll own all that and more when you use any one of the WingMan game

controllers. With the power and lethal precision WingMan puts in the palm of ) our hand, you

won't just beat your enemies, you'll scatter every last molecule, www.wingnian.lo^tech.com

Logitech

It's what you touch.'



HAROWARE

in Sr sil of The Ultimate Gaming Machine

BURN, BABY, BUKN

Sys Technologies’ Gold Fusion

S
ys gets the “close but no cigar" award this year, with its Coid Fusion

system. Sys' claim to fame is that it ships the only 800MHz X86 CPU
on the planet, thanks to their use of Kryotech’s active refrigeration units

that allow Sys to take a 600MHz AMD Athlon CPU and over-clock it 33%
to 800MHz, The Kryotech unit chills the CPU to a frosty -55° C, which

keeps the seriously over-clocked CPU from going up in smoke. The result

is impressive, though not quite as impressive is it should be. Sys’ inability

to claim the crown lies in their decision to go with Diamond's stock driver

for the Viper 770, based on nVidia's TNT2 Ultra chip. In the wake of the

S3/Diamond merger. Diamond has been very lax about posting driver

updates, and had yet to incorporate nVidia's 2.08 reference drivers at

press time, The result is a somewhat unbalanced system, with a very

potent CPU coupled with a fast 3D graphics chip that should go faster.

And the proof is in the numbers.

Sys trounces all comers on CPU tests because Athlon has proven itself

a very worthy CPU, and because Sys is running the chip

100MHz faster than the next competitor. The speedy

CPU also put them on top in 3D WinBench testing. But

turning to 3D GameGauge, the Viper 770’s drivers

delivered a score of “only" 61.43. Now bear in

mind, this is the second fastest score in the

roundup, and is only four points off winner Falcon

NW; but given Sys’ 100MHz CPU advantage,

and that it’s using the same 3D graphics chip as

Falcon, Sys should have won handily. It didn't.

Sys packs aboard a Promise E!DE RAID

array, running twin IBM DeskStar hard drives

striped together to form a single volume (RAID

level 0), which accounts for Sys’ first-place finishes in storage testing. In

stark contrast, their CD WinBench score was the lowest of the pack.

The Sys rig is a solid competitor to be sure, and a driver update to

nVidia's 2.08 reference drivers might be ail it needs to take the brass ring.

But one issue with the active refrigeration unit is that if the day comes -

and it's a ways off, to be sure - you want to upgrade the CPU/mother-

board, you'll probably have to ship the unit back to Sys, or forego active

refrigeration on your next CPU. www.sys.com

Price: $4,299 as tested

Intel B2D Chipset: Worth Waiting For?

I
ntel made a lot of hay at their recent Intel Developers’ Fdnun (IDF) about the new 820 system chipset. “Look at this neat-

0 benchmark we wrote to show 820's higher memory bandwidth with RAMBUS, versus the 440BX chipset with SDRAM, The 820

delivers nearly three times the system memory bandwidth of the 440BX box. Pretty cool, huh?" This was the mantra. Well, we
viewed the results with the skepticism one should when seeing any vendor-created benchmark. The results could be true; they

could be bogus; or more likely, they could be true given a very specific set of conditions.

What we did find when we got our own Intel 820 to bang on is that

using current benchmarks, an 820-equipped system with 8OOMH2
RDRAM was no faster than a similarly-equipped 440BX-based system

(see table). This was further borne out by how Dell - whose latest

Dimension is equipped with the 820 and RDRAM - fared versus the

other boxes in this roundup. As you can see from the test results, Dell

was about on par with - but not much faster than - the other contes-

tants. So what can we conclude from this? On paper, the 820 chipset

should make games go faster with its speedier front-side bus, archi-

tectural enhancements, faster system memory, and AGP 4X. But for

now, there's not really any difference.

Could it be that the 820 chipset has more “head-room" than the

440BX? That current games haven’t brought the 440BX to the “knee"

in its performance curve where it will run out of gas, whereas the 820

will keep going? Given the 820's specs, and admittedly giving Intel a

little benefit of the doubt, that's probably the case. But we won’t real-

ly know until we have more demanding titles that push the “plumb-

ing" harder. We're looking into some newer games currently in devel-

opment that will do just that, and when they’re ready to be rolled into

3D GameGauge, we may be able to see just what the 820 chipset

buys us. But until then, the 440BX/820 showdown is basically a draw.
— Dave Salvator
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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 Mechwarrior 3^ To survive, you need a great machine.

To win, you need to play it on a Falcon.

To get your liands-on a 'Mech, visit your local

retailer or go to vvww.meciiwarrior3.com.

To get your hands on a Falcon Northwest Gaming PC:

1 -SaS-325-26S 1

WWW.FALCDN-NW.CDM

I lijdemdtits ol FASA Corpoialkin and Micresoll CorRotallon.
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In Search of The Ultimate Gaming Machine

Bang for the Buck: Gaming on a Budget

I BANG FOR THET
he second part of

the Ultimate

Gaining Machine

roundup is where we get

tough with the system

makers. What we want is

the best gaming machine

they can build for under

$2,000 (including moni-

tor), which involves mak-

ing tradeoffs while at the

same time keeping sys-

tem performance bal-

anced. What we found

here were two competent

boxes, and one that could

be a contender with a dif-

ferent 3D card choice. All

in all, these three systems

ran well through our

tests, and two out of three

would be good choices for

gamers on a budget.

Hypersonic Silver Bullet SE

H
ypersonic, a new entrant into our Uitimate Gaming Machine competition, proved to be

this year’s winner. With a Pentium-Ill 600MHz CPU, a Voodoo3 3500 over-docked to 1 95MHz, and

1 28MB of SDRAM system memory, this box proved itself to be a solid contender, scoring 54.1 on 3D GameGauge

testing. It just edged out the Gateway, owing primarily to its 1 0OMHz CPU clock advantage. The VoodooS 3500 has

some digital video features that were still rough around the edges, but the rig does ship with the 3500's AV input/oul-

put breakout box. The crew at Hypersonic wrings a little more performance out of the 3500 by over-clocking it to

1 95MHz, and to keep things cooi, they include twin fans mounted above the AGP slot in the case to move more air

across the chip. The system was very stable, and we experienced no lockups. The one limitation with the 3500 is that it

can’t run in 32-bit color (despite 3dfx's claims of “22-bit equivalent rendering" using a post-RAMDAC filter), which is

why Hypersonic took a "Did Not Run" in 3D WinBench and QUAKE 3 testing at 1024x768x32-bit color. If you like, how-

ever, Hypersonic’s alternative graphics load-out is Guillemot’s Xentor 32, based on nVidia's TNT2 Ultra.

Other accoutrements include Cambridge’s Four-Point Surround speaker system, replete with flimsy rear-channel

tripods. Although real Tinker-Toys would make for better tripods, these speakers - coupled with Hypersonic’s choice of

the Sound Blaster Live Value - deliver good four-channel output for DirectSound 3D-enabled games. We also liked their

keyboard and mouse choices: Logitech's NewTouch keyboard and the MouseMan Plus USB mouse.

Gelling into the case involved removing two screws and sliding off a side panel, which allowed easy access to most

system components. Storage components were easily accessed, with a removable cassette for the hard and floppy dri-

ves that could be pulled after removing one screw,

Pulling the second side panel allowed for access to

all mounting screws for the DVD-ROM.
Ail told. Hypersonic has put together a terrific

box for the money. You'll need to add game con-

trollers to taste, but given how personal a deci-

sion that is, it's probably better left for you to

decide anyway.

www.hypersonic-pc.com

Price: $1,999 as tested

1

ULTIMATE GAME MACHINE BENCHMARK TEST SCORES
3D

GameGauge
2

Quake III

Hll Rate
Torture Test

WinBench 99 Business

Graphics WinMark
(1024x768x32) CPUMark99

FPU
WinMark

Business
Disk

WinMark

CD
WinBench
CD WinMark

3D WinBench
(1024x768x32)

Compaq Presario 5816 59.64 37.6 238 62.6 3790 3770
I

1350 785

Dali Dimension 600B 61.23 38.4 226 42.4 2980 1 6930 i 1170 887

Falcon NW Mach V 66.52 39,1 265 59.4 3580
i

5240 1650 972

FuturePower 25.90 (crash) 122 40.9 2760 2630 1310 472

Gateway Perfoimance 500 53.64 42.6 176 37,3 2500 5070 1640 920

Gateway Perlormance 600 59.61 42.9 200 43.2 2970 4750 1660 900

Kyparunic 55.09 (did not run) 220 46.3 3080 5430 1650 DNR

IBM Aptiva 5 Series 47.87 35.4 296 58.9 3530 4760 1520 815

Micron Mlllenia Max 57.52
i

37,5 229 43.7 3000 4080 1460 900

Syi Cold Fusion 61.43
1

31,1 329 68.6 4360 6030 916 1090
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HOW TO GET AN UNFAIR
GAME ADVANTAGE.

Option #1: Painful, exotic surgery.

Option #2: Game Commander.

rhis won’t hurt a bit.

'Jever again will you be fragged into fine chunks while you look for the right key for “deathbeam." With

jiame Commander, any custom keystroke or key combination can be pre-programmed to a single voice

:ommand. Scream "Die Pig!" to launch an Alpha Strike at the100-ton mech barreling down on you. Yell

'Wingman, Break and Attack" and your computer wingman will peel off to nail that incoming bogey hot

on your tail. All without ever unclenching your clammy fist from the joystick.

Don’t believe us? Download a free demo at

www.gamecommander.com. And get a cutting edge without using one.

S

GAME
"Game Commander is amazing to use.

Sim Jockeys may have finally found something

better than keyboard tempiates and even

more compiex HOTAS conboilers. Check it out"

— Loyd Case July 1999
Computer Gaming World

mindmaker-



W ildly hysterical strategy
game set in the American
underworld circa 1933.

You’re the Boss; use your street
smarts and an army of willing thugs
and enforcers to take control-
slip-up and you sleep with the fishes!



HARDWARE

In Search cf The Ultimate Gaming Machine

BANG FOB THE BUCK »»»

Future Power Power Series

T
his sysiem demonstrates what happens when someone makes one

bad component choice. The Power Series uses Diamond's Stealth III

S540 (based on a 1 25MHz Savage4 chip), which managed to drag the

3D GameGauge score down to 25.9 - over 20 points lower than the

second slowest system, Although this system is the least expensive in

the roundup at $1 799, it simply can't keep up. Here's where a Voodoo3

card would have been a much better price/performance choice for

gamers.

One cool feature of this system is the audio controls on the front,

tucked into one of the 5.25" drive bay. It even sported a LED graphic

equalizer, which allowed you to tweak the audio, though the Spatializer

audio adds excessive reverb without really creating any sense of, well,

space.

Still, for only $200 more, you could have a 600MHz Pentium III and a

much faster graphics card. So unless you're a very casual gamer, look

elsewhere.

www.futijrepowerusa.com • Price: $1,799

^ BANG FOR THE BUCK
I

llir

»

Gateway Performance 500

T
his sysiem was clearly a smaller sibling to the other Gateway sys-

tem. It had a smaller hard drive (still 7,200RPM), smaller monitor

(19”}, less powerful speakers, and a 500MHz Pentium III (instead of a

600), Gateway also left out the home phone-line networking card.

However, it did have a GeForce 256 card, 1 28MB of RAM, and the

same motherboard and chassis as the high-end Gateway. Even with a

“lowly" PIII/500, the cheaper Gateway posted a 53.6 on 3D

GameGauge, a testament to the capability of the GeForce, It didn't quite

match up with the Hypersonic, but it's a pretty solid offering,

www.gateway.com • Price: $1,968

IhypersonicI
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Intel Pentium III 600B Proccason
eOOMHz Pentium III Cooling System
Intel 1820 Chipset AGP Ax. Ultra ATA'6S
I8BMB High PeHormance DRAM
135GB IBM Deskstar TBOOrpm UltraSG HD
16MB VoodeoB 3500 TV w/ TV out

TV CBplure, Digital VCR, PM Tuner
Innerworks 3D Optimization System
Innerworks Dual Video Cooling Architecture

' '

Samsung 48X eiD€ CD-ROM
Creative tabs Soundblaster Uvcl X Gamer
Cambridge Sounthvorks 4 Point Surround
with Subwoofer and Remote V^umc Control

3COM/U5R Sportster 56k Pax/Oata Modem
Logitech MouseMan Wheel 4 Button USB
Logitech enhanced Keyboard w/ Palm Rest
Microsoft Sidewinder Precision Pro USB
1.44MB Floppy Drive

Hypersonic PC HX45 ATX Tower Case
Microsoft Windows 9B Second Edition

Hypersonic PC System Recovery CD

WWW.HYP6RSONIC-PC.COM ' ^:B00.5S0.043B 1

fllDEIlEaMlOj

©aiMiiBaSicss

700MHZ AMO K7 Athlon Processor :

700MHZ Athlon Cooling System -j

Athlon Motherboard. AGP 4x. Ultra ATA/SS -

2S6MB High Performance DRAM -.U
'

18GB IBM Deskstar TBOOrpm UltraSS HO
32MB nVidia GeForce 256 AGP 4x w/ TV Out
Innerworks 3D Optimization System
Innerworks Dual Video Cooling Architccturt

Pioneer Sth Generation IOx/40x DVD-ROM
Creative Labs Soundblaster Lhrsl X-Gamer
Cambridge Soundworks FPS 2000 Digital

with Subwoofer and Remote Volume Control

3COM/U5R Sportster 56k Fax/Data Modem
Iomega Zip lOOMB Internal w/ Cartridge

Logitech MouseMan Wheel 4 Button USB
Logitech Enhanced Keyboard w/ Palm Rest

Microsoft Sidewinder Precision Pro USB
Microsoft Sidewinder Gamepad
1.44MB noppy Drive

Hypersonic PC HX45 ATX Tows' Case
Microsoft Windows 98 Second Edition

HyperSonk PC System Recovery CO
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Guess you could say we like to go out of our way to make sure stuff looks real

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

And considering our chip Is compatible with a ton of games and software, maybe it’s time to upgrade .

your present computer with a 3dfx VoodooS " board, or make sure it's built into your next one. 3Q
For more information, check out our website at www.Sdfx.com. So powerful, It’s hind of ridiculous



Under the Heed
BY LOVn CASE

System Upgrade 2000
CPUs above 650MHz wUl have both features. So a

Pentium III 650 EB CPU has both embedded L2 cache

and the 133MHz FSB, for example.

Making Sense out of the Bevy 'of New Upgrade Options

T
he year 2000 will surely bring with it a num-
ber of incredible new advances: personal rock-

et-packs, complete meals-in-a-pill, and an end to human

labor. But sadly, it won’t bring an end to the age-old

human dilemma: How and when should 1 upgrade my
gaming machine?
Between Intel's unveiling of their Coppermine

Pentium-Ill CPU and 820 system chipset, and AMD's
impressive Athlon chipset performance, the upgrade

puzzle for the following six to nine months just got a few
more oddly-shaped pieces.

New questions arise: With Intel’s new wares, is

AMD's Athlon still faster? What happens to all

my old SDRAM? Will AMD be around to support

Athlon? Will my hardware investment stay with

me for the next year, or three? Let's try to sort

out this mess.

Getting to Warp Factor 13

Let's talk CPU performance. You’ve seen the

numbers that show Athlon is faster for games
than a Pentium III at the same clock speed. But there’s

more to a system than raw CPU horsepower.

As games—particularly 3D games—become more com-

plex, the ability of a system to move data around from

chip to chip becomes just as important as raw CPU
speed. The fastest CPU in the known galaxy is reduced
to a glorified doorstop if the system chipset "data

pipelines" aren’t fast enough to feed the CPU data when
it needs it.

It’s in the area of "data pipelines" that Intel is innovat-

ing with their new 820 chipset. When these “fatter

pipes” are coupled with the new Coppermine Pentium III

CPUs, the performance gap between the Intel and AMD
CPUs will narrow. The fatter pipes include AGP 4X
(l.lGB/sec of maximum throughput), a 133MHz front-

side bus (FSB), and a new memory type, RAMBUS DRAM
(RDRAM, a.k.a. RIMMs), with a peak data rate of

1.6GB/sec (twice as fast as current SDRAM).
The next consideration is the Level 2 cache type.

Anything with an on-chip cache is one of the new
Coppermine class CPUs. These new CPUs are built using

a higher-density semiconductor process, which enables

Intel to put 256KB of Level 2 cache on the chip itself.

Intel has also finally lifted the veil of secrecy shrouding

their new Coppermine CPUs. But with this unveiling

comes a new alphabet soup you'll need to understand, so

hang on.

You’ll now be seeing some extra letters at the end of a

Pentium-III’s designation. The letter "E" means the CPU
has embedded Level 2 cache. Next, the letter "B" indi-

cates that the CPU has a 133MHz FSB. And any CPU over

650MHz won’t have any of these markings, because all

Now the Good Part...

Here’s where we get to the good news for upgraders.

You don’t have to upgrade everything—CPU, mother-

board, and memory—at once. The 820 chipset supports

both PCIOO SDRAM and the newer RDRAM RIMMs. This

is good news, because moving to RDRAM means discard-

ing your current memory.
And since RIMMs will initially cost two to three times

as much as the PCIOO SDRAM, you'll be paying through
the nose if you really want the latest technology. The
reason for the outrageous prices for individual RIMMs is

that all the big system-makers—Dell, Compaq,
Gateway—will be grabbing almost all the available

RDRAM for a few months. But most 820 motherboards

will also ship with sockets for PCIOO SDRAM.
Any CPU with a lOOMHz FSB clock will run in most

newer 440BX motherboards, although you'll almost cer-

tainly need a BIOS upgrade. So if you bought your sys-

tem in the past year, you’re protected to a great extent,

especially if you’ve built your own or are comfortable

with upgrades. So if you have a 440BX system that’s less

than a year old, you can probably install a Coppermine
CPU that runs as high as 650MHz,

If you want to upgrade your motherboard, then you can

drop in an 820 motherboard, a Coppermine CPU, and
your old PCIOO SDRAM. Just know that any new Intel

CPU with a "B” designation (133MHz FSB) will need an
820-based motherboard.

Then there's Athlon. The new chipset from VIA sup-

ports PC133 SDRAM. At the same clock speed, the

Athlon CPU is definitely faster than a Pentium HI. but the

question is; Will an Athlon system be as fast as a

Coppermine system? At press time, I still couldn’t buy an
Athlon motherboard from my usual sources, and I can’t

recommend something you can't buy. From our testing

for the Ultimate Gaming Machine roundup, Athlon-based

systems cleaned up, taking the number one, two, and
three slots in 3D GameGauge performance.

The jury’s still out on Intel's 820 chipset. 3D
GameGauge testing didn't show any real performance

gain versus 440BX, though I suspect that as the newer,

more complex titles come out, 440BX will begin to run

out of gas whereas the 820 will keep going.

It's a good time to be a gamer. With 500MHz CPUs at

rock bottom prices and the top performers hitting

700MHz, anyone can afford a good gaming rig. Kd'.'j

The good news for upgraders is

that you don’t have to upgrade every-

thing at once. ^



Less Bucks!

Yamaha’s exclusive Advanced Active Servo Technology delivers thunderous low end and brilliant highs.

The YST-MS30 and YST-MS35 (USB) multimedia speakers will dramatically enhance your gaming and

music/MP3 listening experience. Act now and get one for as low as $49.99*.

©YAMAHA
TheWffYourComputer Should Sound.

MULTIMEDIA SPEAKERS • CD-REWRITABLE RECORDERS • CD-R AND CD-RW MEDIA • HEADPHONES

For 3 brochure, call (800)823-6414 ext, 533 or visit www.yamaha.com. 'Esiimatecf street price for Y5T-MS30 after $20 rebate [Yamaha does not set retail prices).

®1999 Yamaha Corporation of America, Consumer Products Division, P.O. Box SGOO, Buena Park, CA90622-GG00

Save $20
when you buy uow!

Get a S20 rebate from Yamaha

wheu .vou buy YST-MS30 speakers before

Il3ll2000. Sec proiluci box for delails.
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800-592-4239
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HAROWARE

Pioneer 6x SCSI DVD • $180
New Pioneer Slot Drive DVD.

Mitsubishi DiamondPro
2020u • $1,250 • PerfectJy
flat; good USB support.

Opfiquest V95 « $405 •

Solid 19” monitor at a
budget price.

Thnistmaster TQS *$115
More control than anyone
needs.

Pioneer DV11-103
Slot drive DVD.Logitech Newtouch

$45 • In with the
Newtoufdi, out with
the Natural.

In-Win Q500 full

tower ATX* $11
New improved
model.

Dan Vilal T10-AB •

$82 • THE case for

Thnistmaster F22
Pro • $129.00 • It

just feels right.

CH Gamestick 3D •

$55 • Very nice IftUe

symmetric stick.

The Fine Print: All recommendations based on actual evaluations and testing. Prices listed are average low quotes Irom Web
price search engines like www.comoulershouuer.com or wvw.Dricewalcli.com . Compiled by Dave Salvator and Loyd Case.

When you’re ready to put your

dream rig together, check out

cnuv.namespot.com/hardvuare/

uum for Loyd’s step-by-step

guide to getting your Killer Rig

up and running.

YOUR TWO BEST RECIPES TO BUILD THE ULTIMATE GAMING MACHINE

[Lean Machine
1 CmpiKKai

1 Motherboard

HanBfactiEer

Asus P3B-F

1 CPU Pentium III / 5DD

1 Memorv 128MB Corsair PC1Q0 SDRAM

1 Graohics Guilleinot Xentor 32

1 Flooav drive Teac

1 Hard Drive Western Dinital Eyoert 9.1

1 CD-ROM 1 DVD Pioneer DVD-1Q3

1 Monitor Ootiouest V95

1 Audio Diamond Monster Sound MX3DD

1 Sneakers Boston Acoustics BA-635

1 Modem Diamond Suora 56e

1
D-Link 10/1QD ethernet D-Unk

1 Case Elan VIlai T10-A6 with 235-watt nower s

1 Keyboard Looitech Newlouch

1 Mouse / Pointino Device Looitech PS/2 Wheel Mouse

1 Joystick CH Gamestick 30

CPU Pentium III / 60D S730 It's the Ion of the heao. for now

Memorv 256MB of PC133 certified HSDRAM S378 Just think, a quarter-qiaabvle

Disk Contmlier Adaotec 2940u2w {349 80 megabytes oer second

Primarv Graohics Guillemot Xentor 32 S199 Fastest TNT2 card available

Secondary Graohics 3dtxVoodoo2/100D $99 Sinqle VaDdoo2 for Glide comoalibilitv

3.5" Roodv Drive Teac $20 You still have to have one

Hard Drive Quantum Allas 10k $800 A little warmer than the Fuiitsu, but much faster

Backuo lomeoa Jar 2 $249 2 qius of backuo

Hard Drive Cooler PC Power and Coolinn Bav-Cool $49 Keen that Allas 10k cool!

Primarv Audio Turtle Beach Monteoo II Ouadzilla $89 For four speaker DirectSound. A3D and EAX

Rear Channel Sneakers Jamo CS-5 $420 Ultimate rear-channel-powered speakers

Modem Conner Rocket DSL modem $400 DSL at last

Natworkino 3COM Etheilink 10/100 PCI $70 For franoino mv buddies

Natworkinn Hub Netgear DS108 $170 Multiplaver & DSL modem support

Power Suopiv Turbocool 300 $129 More power, Scotty!

Mouse 1 Pointino Oavice Looitech USB Mouseman Plus $49 No tether!

Action Game Controller Microsoft Sidewinder Dual Strike $50 For the circle-strale-chailenoed

Rudder Pedals Thrustmaster Elile RCS $79 Nearly periect foot oiacement

Driving Controls ECCI CDS 4000 $1,129 For the serious sim driver

1 Total $7,917 1

5 IFT-11*$500 *

Beautiful imaging,
clean sound.

s

Boston JteoustiGS
£ BA-635 • $70 • Went

back to our
favorites.
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HARDWARE

“WhiGh 3D Card Should I Buy?
”

f there’s one question readers have asked us more
than any other, this would have to be it. So-you asked
for it, you got it.

Choosing the right 30 card depends on your CPU and your motherboard.

So, we have two recommendations for you:

Choice A: If your CPU is a Pentium 233MHz or slower, or your mother-

board is all-PCI (no AGP), or if you’ve got a motherboard-down AGP graphics

chip with no AGP slot, then get 3dfx's VoodQo2 1000 board. At just under

$100, 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, when you swap in a new

molhetboard/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’s Xentor 32, which was still the fastest 3D gun in the west at press

time. At about $200 street price for the 32MB version, tfiis card is well priced

for what you get Even if you’re nmning a Pentium-I( 233 or 266MHz CPU,

when you upgrade motlierboard/CPU, you can migrate the card into your new

setup, and it has room to grow with whatever CPU you mate it with. NVidia's

new GeForce 258 chip has just been announced, and it looks to be a serious

contender, but we didn’t have a product at press time to test Look for more

on that next montii.

Product Watch

What? Still No Athlon?

T
his month’s Power Rig is still

using the 600MHz Pentium III.

But you can rest assured that it's not a

conspiracy against AMD. The Athlon is demon-

strably faster in games than the Pentium 111 at

the same clock rate, but finding a motherboard

that you can buy has turned out to be quite a

chore. Over the next month, we’ll be checking

out several Athlon motherboards. If we find one

that's stable with the components in the Power

Rig, then you may see the first non-Intel Power

Rig Machine ever. - Loyd Case

Intel 820 Chip Fails to Make

Good First Impression

I
ntel has a world of worry about
AMD’s Athlon. Athlon has proven itself to

be a worthy competitor, besting the Pentium-Ill

across the board, We were wondering if Intel’s

new 820 chipset, with its faster front-side bus,

faster main memory, AGP 4X and faster disk con-

troller, might not even the score a little. In our ini-

tial testing, it hasn’t A system with the 820 was

dead even with a 44QBX-equipped system in

benchmark testing, For more information, check

out the Ultimate Gaming Machine feature.

Price The Skinny

$125 5 PCI slots, Softmenu, 440BX: ready for Pentium 111

$260 Half a Qiaahertz and SSE

$174 128MB at last

$199 Went for 32-bits

$20 Still QOtIa have it

$157 7200RPM from Western Dioital

$130 Slot drive DVO

$405 Solid 19" monitor at a budaet orice

$70 A30 and clean audio for under a C-note

$70 Went back to our favorites

$95 Solid oerformance. oood orice

$29

$82 THE case for uoaraders

$45 In with the new, out with the Natural

$18 Better than the "qaminq" mouse

$SS Very nice little symmetric slick

Total $1.924

1

ZZI
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www.sattekusa.com

Evolution of a species

Cyborg 30

For over 20 years Saitek has led the world in

manufacturing cutting-edge game products.

Precision-engineered Saitek controllers

feature state-of-the-art electronics and

software, and are designed for maximum

comfort in game play. Saitek controllers

have been deemed simply 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

controllers give you the winning advantage.



HARDWARE

Tech Medics
Yau^/e Got Gkjestions, WeVe Got Answers

I just installed a Voodoo3 card to replace my old Monster 3D 11. But

when I try to run a game that uses Ditect3D, the game locks up or

by Loyd Case and Dave Saluator

Wounded on the techno-

logical front? Our medics

may he able to patch you

goes into software acceleration mode. Help!

Go to the 3dfx Web site at any old 3dfx drivers, including

www.3dfx.com/view.asp?IOIO= those leftover from the

96 and download the DELV.INF Monster 3D II.

file to your desktop. Now, Now reinstall your Voodoo3

up and get you back in

the actlen. Send your

gaming-related technical

questions to

cgw_hardware@zd.com.

uninstall your Voodoo3 drivers

and reboot; you’ll be in VGA
mode. Find the DELV.INF

file on your desktop,

right-click on it, and

select the installation

option. This will remove

drivers and you should be

good to go.

© I recently installed a
Voodoo3 3000 in my

computer. Since then, I've
have a number of problems
relating to ‘'Shell32.dll,"
which I discovered to be a
desktop icon library. I get
general protection fault and
invalid page fault errors. My
icons have disappeared, for

the most part. I tried chang-
ing the icons, but to no avail
- they just show up as white
boxes with a few scattered
pixels of color. The weird part
is when I open the icon
libraries, the icons look fine
there, but on the desktop
they are all messed up. I rein-
stalled Windows 98, but this
didn’t seem to work. What
can I do?

O If. you have Windows 98, check

out TweakUl, a program that

can be found in the following

directory: \tools\reskit\powertDy.

There’s a “repair icon” tool built into

TweakUl that should fix your problem.

Note that if you have Windows 98

Second Edition, It doesn't come with

TweakUl, but you can find the pro-

gram on the Internet. One place you

might look is members.theglobe.com/

windows9 8/software. html.

Ever since installing the
new edition of Windows
98, the Shutdown and

Restart commands have not
worked right. When I select
Shutdown, my computer
restarts, and when I Restart the
computer, it goes to a black
screen. Any idea what is

wrong?

O Yes. Run MSCONFIG by selecting

the Start button, selecting the

Run command, and typing

“msconfig'' in the text entry field. Under

the “General” tab, select “Advanced."

Check the box labeled “Disable fast

shutdown.” That should do the trick.

I recently set up an
Ethernet network at

home with 3 PCs. I want
to play some of the games my
son enjoys head-to-head, but
I'm wondering if I need a sec-
ond copy of the game (or third,

if using the third PC), or is it

possible to play multiplayer
with one copy?

O lt depends on the game. Some
games can be played from one

CD (often called “spawning").

For example, STARGRAFT and STARFLEET

COMMAND will allow up to three players

on a network to play with a single CD.

Other games, such as NEED FOR SPEED
III, allow you do a multiplayer-only

installation on multiple computers.

However, the majority of games require

that you have a CD in each computer

when you play multiplayer,

© Help! I can't run the
BATTLEZONE II demo! I

get a blue screen of death, a
weird message, and the whole
system locks up!

O Check your CONFIG.SYS file.

Chances are you have the

EMM386.EXE memory manager
loaded. The BATTLEZONE 11 demo -

and a number of other Windows
games - don't like EMM386.EXE. The

memory manager may have been
installed by your system vendor

before you bought the computer, by

the Sound Blaster Live installation

program, or by other software. Either

delete the EMM386 program or

remove the command that loads

EMM386 from your CONFIG.SYS file.

Note that you will lose the ability to

run DOS audio with the Sound Blaster

Live if you have one. But the

BATT LEZONE II demo should now
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Now THIS...

IS WAY BEYOND

Ultra.

If you need fast..step up, strap in and

get out on the edge with the all

new MZO^^Xgraphics

accelerator from ELSA. Its

hyperfast NVIDIA g'*TO«c£r

goes way heyond Ultra. And

until you see what 200 hillion

operations of texture-frying

Transform/Lighting and

256 hits of Quad pipe

does to 3D— you he

in the dark ages, hahy.

Plus, right now, ERAZOR X

is available with EISA's

COOI3DREVELAT0R

gaming glasses...

sooo jump on it.

you still here?

OR

lELSHl

888. 560.ELSA or www.elsa.com/AMERICA



Fly the demo at
www.janes.ea.com

EtGHT PLANES. ONE PILOT. ONE DESTINY. Experience the life

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

Air Force. Track your progress through actual missions from

Vietnam to Desert Storm— and future campaigns over Germany
and the U.S. as you rise through the ranks. Then you can rank

yourself against the best on the “Kill & Compare" board on the

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

flying for the U.S. Air Force.
FLY THROUGH ULTRA-DETAILED TERRAIN.
The Grand Canyon, Vietnam, Germany and Iraq, all

The planes are ready. And waiting for the
Is'.-

one who can master them all— you.





HARDWARE

Reviews
MICROSOFT INTElllMOUSE EXPLORER

Requirements: USB Port Windows OB Price: $73 Manufacturer:

Microsoft Contact: www.microsoflcom/hardware

The Castrated Mouse

Xerox laughed at it. Apple made It a household word. Microsoft and IBM were
late bloomers with It. TTie mouse is one of those pieces of hardware that made the PC rev-

olution possible. The mouse has also long been a staple of PC gaming, and in the world of 3D
shooters, mouse preference often slips into the realm of religious altercations and slap fights as to

who's got the best gaming mouse out there, There have been incremental design improvements:

more buttons, more comfortable shape, and most notably, the scroll-

wheel. But the fundamental "guts" of the mouse have remained

unchanged for 20 years, Microsoft is looking to change all that with their

new USB-based IntelliMouse Explorer. Gone are the ball and roller sensors that detected its move-

ment, replaced by a LED sensor that takes 1 ,500 “pictures" a second to determine how the mouse

is being moved. The result is that this mouse can operate on nearly any surface, except for transpar-

ent glass, without a mouse pad.

This new design has yielded a well-heeled mouse that produces smooth movement. New to this

mouse as well are two thumb buttons, which neighbor one another horizontally. In game testing, this

button design proved to be uncomfortable, as it requires you to shift your hand position on the

mouse to get at the front thumb button. An over/under design would have probably been the better

way to go. During a spin through some QUAKE 3 deathmatches, the IntelliMouse proved itself an

agile instrument, with quick response and an overall comfortable feel. Microsoft paid careful attention

to add weight to the Intefiimouse to compensate for the absence of the ball. In fact, the Intellimouse

is about a half-ounce heavier than its predecessor,

Alt toid, the new IntelliMouse Explorer is a solid offering, though it is a bit pricey. There are other

excellent USB-based ball-design mice out there for less money that get the job done, A less expen-

sive version of the InteiliMouse Explorer, the IntelliMouse, will use the same design but with the LED
guts, and will cost about $55, -Dave Salvator

ACTIONTEC USB

NETWORKIKIG KIT

Price: $75 Manufacturer: Actiontec

Contact: www.actiontcc.com

Plug and Pray Networking

J
ust plug it in and it works - that’s

the promise of the Universal System
Bus (USB). While this promise is made good

with most USB devices these days, there are

a few that have some problems.

Take the ActionTec USB networking kit, for

instance. My natural inclination when 1 popped

open the kit was to plug in the single USB
cable. This dual-headed cable is unique in that

it has two male downstream connectors, so

. you can plug it

^ ^ directly into the

USB ports on the

back of your PC or a USB hub. However, my
eye caught a small slip of paper in the pack-

age that warned against this; it told me I had

to install the software first. These folks must

have taken a lesson from Thrustmaster.

Unfortunately, trying to scrupulously follow the

instructions brings you to a point where you

have to hunt for the software driver, and

that step is not documented. In fact, all you

need do is to click a “Next" button, but the

screen is likely to baffle many users.

Once running, the installation software

installed TCP/IP itself, but not IPX - you'll

have to do that through the Network

Control Panel. Windows 98 self-configures

IP addresses, so we were up and running

pretty quickly. This kit performs a lot like a

standard Ethernet. A 10MB file transferred

in slightly over 17 seconds. Ping times of 9-

10ms were common.

We played several network games,

including STARFLEET COMMAND, HALF-

LIFE, and QUAKE II, and all performed nice-

ly. Then we tried Q3TEST, which failed mis-

erably. Whenever the second system would

try to connect to the server, it would hang

with repeating audio noise. This didn't hap-

pen when connected to normal fast

Ethernet. Q3TEST is only a test, so you

can't completely fault the networking kit;

still, it was a bit worrisome.

The real issue is that this kit is too expen-

sive at $75. You can get fast Ethernet kits,

complete with hubs, for $100. Still, the

ActionTec kit might be an ideal solution for

USB-equipped laptops. -Loyd Case

MIGROBOiFT ElllAl STRIKE

GDKTRDLIER

Requirements: Windows 96; USB Pori Price:

$59 Manufacturer; Microsoft

Contact: www.niicrasofLcom/fiardware

Circle Strafe This!

I
have a confession: f can’t circle-

strafe. I must hang my head in

shame at such an admission.

I've played 3D shooters fairly regularly,

but haven't been particularly good at it. So

when the Dual Strike came along, I viewed

it with some skepticism. Other attempts at

3D controllers have either had a steep

learning curve or been spectacular failures.

Not so the Dual Strike. If you can already

rocket jump, circle-strafe, and fire on the fly

with mouse and keyboard, stop reading.

The Dual

i A 4 A Strike is for^ ^ ^ the middling-

to-average

action gamer (me), who plays often enough

to be familiar with the game style, but not

so much that they pick up on all of the

"pro" nuances.

The Dual Strike looks like a gamepad

that's been broken in the middle and

rejoined with a gimbal. The right side

rotates about the gimbal in discrete axes

(not freely). This is key, because it's much

easier to get used to, For the best perfor-

mance, you should turn on "mouse-look" in

the game's controller setup.

I was circle strafing in no time, some-

thing I never quite got the hang of with

mouse and keyboard. The cool thing is the

mode change that happens when you push

the right half to the extremes of the gimbal

(which you can fee! in a sudden change of

force required at the margins). The con-

troller goes from mouse-look mode to

fast-rotation mode in an instant, but you

can still move the aiming cursor. It's

much harder to describe than to do. The

sensitivity of the turning and the move-

ment (which comes from a D-pad-(ike

control on the left half) is adjustable, a

Overall, the Dual Strike is one of the .g

best attempts at a 3D game controller ^
around. It won't make you a PGL champ, ^
but you may, at least, finally be able to g
hold your head up, -Loyd Case g
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TEST

RESULTS

HARDWARE

CREATIVE LABS 3D BLASTER

TNT2 ULTRA

Requirements; AGP 2x slot; Windows 95 OSR/2

or Windows 98 Price: $185

Manufacturer: Creative Labs

Contact: www.creative.coni

value of this card is in its relatively low

cost, not the bundled software, You even

get TV output for that price, though it's lim-

ited to 800x600 at 60H2. So if you’ve been

looking for a good TNT2 Ultra card and

have been put off by the higher prices, this

may be what you've been waiting for.

Creative Lowers the Bar

So the Creative Labs TNT2 Ultra

graphic card package doesn’t

Include the fastest TNT2 Ultra around,

but the package is easy to find and easier on

the pocketbook than many others, At an aver-

age street price

lAr of $185, Creative

Labs' 3D Blaster

TNT2 Ultra brings decent 32-bit graphics

performance and very solid 16-bit perfor-

mance into a more affordable arena.

According to Creative Labs, a lot of work

went into ensuring compatibility with a wide

variety of motherboards. The default clock

rate as shipped is the standard 150/163.

The card we tested came with 32MB of 5ns

(200MHz) SDRAM, and Creative's 2.04 dri-

ver release. Creative also supplies a perfor-

mance enhancement utility on the company's

web site that allows you to adjust the core

(TNT2 chip) clock and the memory clock up

to a maximum of 1 66MHz core clock and

200MHz memory clock (1 66/200). The pack-

age includes a memory clock slider.

We ran it successfully at the maximum

166/200MHZ clock speed supported by

Creative's utility without any problems on our

500MHz Pentium 111 test bed. Performance

at the higher clock speed falls info the top

third of ail cards we tested. As you can see,

it's faster than Voodoo3 3500 on 2D, though

the 3dfx part is speedier on 3D. But to get

the highest-clocked 3dfx part, you need to

get the 3500, which also includes a TV

tuner, and many other extras that gamers

may not need.

The limited software bundle includes

Colorific color matching and 3Deep gamma

correction utilities from Sonnetech and an

MPEG {not MPEG-2 or DVD) player. But the

TNT2 UITRA VS. VOODOO 3

3D Blaster TNT2 Ultra 50/183

3D Blaster TNT2 Ultra

(max stable! 66/200

VoDdoo3/3S00TV 1B3/1B3

Winmark Ho 1 3D Game-
n2i9>io24>32i lWinbench99 I Gauge

ENTREGA 3PLUS PORT

ETHERNET RGB RUB

Requirements: Windows 98 Price: $99

Publisher: Entreoa

Contact: www.entreaa.Gom

Easy-Net

I
t’s the easiest

networking I’ve

ever instailed.

Period.

I was skeptical about Entrega's 3-USB

port plus Ethernet combo hub, especially

after wrestling with their nearly nonfunc-

tional serial/parallel port multifunctional

hub. To be fair, 1 did have to connect it to

a hub, and configure network settings,

such as IP addresses and so on. But the

physical con-

A A A A 1 nection was a^ ^ ^ ^ r
pjgjje Qf gai^g.

Plug in the

USB cable to a USB port on the PC,

connect the small power brick, and slip

the floppy with the drivers into the drive.

The hub and Ethernet port are auto-

detected on boot-up. Several mouse

clicks and one reboot later, the Ethernet

port drivers are installed and a basic

TCP/IP setup is live. You do have to con-

figure IP addresses if necessary, and add

IPX protocols for games, but after

wrestling with a number of different

“home networking” setups, this was a

cakewalk.

The hub ships with drivers, small power

pack and a USB upstream cable to con-

nect to the PC, To connect to a second

PC, you need either an Ethernet hub or a

direct connect Ethernet cable (a.k.a. an

Ethernet crossover cable, which has two

wires swapped so that the hub isn’t

required). Note that it's more expensive

than some Ethernet kits, but you do get a

couple of additional USB ports in addi-

tion to networking, This is also different

from USB networking kits that daisy-chain

via USB ports. The Entrega's port looks

like a stock, 10-Base-T Ethernet port to

the network, and it played well in a mixed

10-megabit/1 00-megabit network. It

moved a 1 0MB file across the network in

under 1 7 seconds - about par for

1 0Mbit/sec speeds - and ping times with

HALF-LIFE and TRIBES were well under

20 milliseconds. This is real Ethernet!

So if you want easy networking, plus a

couple of additional USB ports, the

Entrega 3Plus Port is it. -Loyd Case

www.rockfire.net
sales@rockfire.net
Call 510.521.5028 for

the dealer nearest you.

Rockfire is a trademark of Padi>. Inc.

@1999 Padin. Inc. All nghls reserved
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Tlie time has come to seroe yoor own needs,

pi ide. ^lory. And power.

forced in the white hot crucible of

technology, a new millennium of <jamin^ is born,

plunge deep into the most eiu]uisite

environments ever seen and taste the

forbidden fruits of sorcery, treachery,

unique multiplayer campai<jns and

artifacts of absolute power.

A new day is dawning.

Seize it.

”Che Kingdom. Tlhc PouicR. tJhc QfoRg.
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CAMERAS EDGE

System Sh
GET OFF TO A GOOD START AGAINST SHODAN WITH HELP
FROM OUR PALS AT GAMEGUIDES.COM BY DOUG RADCLIFFE

Bo sure to chock cut gamegiildos.com

for complete walkthroughs and

strategies for the latest games.

When you reach a new deck, you should

concentrate on locating a bio-recon-

struction machine, which regenerates your

body if you should die (at a cost of ten

nanites); a recharge station, which recharges

energy-based weapons and implants; and a

working surgical bed, which heals your

wounds for five

nanites. Most of the

surgical beds you

locate aren't in work-

ing order - you must
search thoroughly for

surgical-unit activation

keys to enable them.

Don’t waste two keys

on a single deck unless

it's an emergency. You
can always return to

the first bed, but if you

need healing desper-

ately {especially to

pass a difficult sec-

tion), consider the use of two keys for two
inoperable beds.

If you’ve got a nice stock of portable bat- •

teries, locating the recharge station isn't so :
.

necessary. But, the machine's power to

recharge each inventory item

with a single click makes it an
'

item you’ll want to seek out on
.

each deck. Hemember that you

can also use the elevator (once

you've activated main power on the engi-
'

neering deck) to return to any previous level.

'

For instance, if you remember where the

working surgical bed was on the medical-sci-

ence deck, just hop in the elevator and
return. Though it'll take some time (as the

new deck loads), your patience pays ofl in

the long run.



GAMER’S EOGE

Winning Melee Battles

G ood melee skills can take you through the

entire game. Sure, they aren’t very effective

against tumblers or maintenance robots,

but you’ll still find plenty of hybrids and lab mon-
keys throughout the game on which to practice

your skOls. Being a successful

hand-to-hand fighter is more than

just charging your opponent and
swinging wildly with your wrench,

rapier, or crystal shard. To
both win the fights and
miitimize damage, you

must combine your

swings with good moves,

both strafing side-to-side

and forward-to-back. A
higher agility skill does

prove to be advantageous

in melee battles, because

you'll move a lot faster

when strafing, mak-
ing yourself a

tougher target.

Against pipe-

wielding hybrids,

approach and then

immediately back off. Continue this

method until you see the hybrid

begin his slow swing process. Once
he does, back off and wait for the

pipe to finish its motion. When it does, get in close

and thrust in a few whacks with your melee

weapon. Don’t charge in while tlie hybrid is swing-

ing - it packs a lot of punch, and it won’t take long

before you're killed and sent into the nearest bio-

reconstruction machine.

Other hybrids, those that cany shotguns or

grenades, are a bit tougher. You can’t be patient

and stand directly ui front of the creature like you

can against pipe-carrying hybrids. Instead, you
must use tlie environment to your advantage, as

well as tlie sidestep and forward/back keys. In

using the environment, lure the ranged-weapon-

carrying hybrid to a comer or perhaps a doorway
entrance. K you hide behind the wall or around the

comer, he can’t hit you, but will continue to

approach. When he pops into view, swing your

melee weapon into its gut, then quickly dodge
back around the comer or into the doorway. Wait a

moment for it to approach once again and repeat,

e you've built your strength statistic up a few

Weapons Management

O
ne of the most unique aspects of SYSTEM
SHOCK 2 is that your weapons degrade over

time. If you let them degrade too much,
they’ll break and require repair before you can use

them again. This presents an interesting challenge,

one that isn’t fotmd in traditional first-person

shooters. If you plan on using a lot of weapons,
you’]] need a good maintenance skill to keep them
in working order. The higher your maintenance

skill, the better your maintenance tools work in

keeping tlie weapons in good condition. For

instance, if you have a skill of just one, your main-

tenance tool only upgrades the weapon one quality

point. But, the higher your maintenance skill, the

more effective your tools are, and the more quality

points they’ll improve.

Keep a stock of maintenance tools in your inven-

tory at all times. Consider carrying more than one
of a partiailar weapon type, especially if you use it

frequently. Once one weapon degrades down to an

unusable condition, discard it instead of repairing

it; switch to the otlier weapon in better condition.

Also, if you plan on upgrading your maintenance

skill further at an upgrade station, wait until you

do so before

using any
maintenance

tools in your

inventory; after

you upgrade,

the tools will

have a greater

notches (or are using a BrawnBoosl implant), it won't take

many swings of your weapon to take out a hybrid.

Against other creatures - such as lab monkeys and cyborg

midwives - a successful melee campaign is significantly more
difficult. To face monkeys, you must crouch and get right in

tlieir face. These guys fire a nasty ball of psi energy, so you

can't waste any time in getting up close and personal. Use a

technique like that mentioned previously: Lure these little

critters to comers and stay out of their line of sight. Once

you're crouched and in their face, dodge in and out, avoiding

their claw strike while you swing your own melee weapon
across their midsection.
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Dungeon Keeper 2

MULTIPLAYER

STRATEGIES

STRAIGHT FROM THE

BULLFROG'S MOUTH

k utside of the Marquis de Sade and Hannibal Lecter, no one knows dungeons better than the developers

lat Bullfrog who designed DUNGEON KEEPER 2. So we asked the horny devils themselves to let us in on their own
"
strategies for keeping rival dungeon keepers at bay. Here’s what they said.

NICK RICKS’ TIPS

Imps

Early on in the game, you will find that you do not have enough imps, but

as the game progresses and your dungeon takes shape, your need for them

will decline. Then, it is important to remember that just keeping imps alive will

drain mana, Therefore, if you do have a large number of idle imps, get rid of

them - especially lower-level ones.

Mana & Bold

Mana is a recharging resource and can be converted into gold. In a long

game with many creatures, you will quickly exhaust all of the gold around you,

so it is vital that you manage your mana well. Mana intake is limited, as is the

amount you can store; when you reach the upper limit, you are wasting a

resource. Whenever your mana is maxed-out, it's a good idea to cast a

Create Gold spell into your treasury. This will immediately add gold to your

reserves, and your mana will soon

reach its maximum again without your

having wasted any.

Possession

During a fight, a possessed creature

can make the difference between win-

ning and losing. If you are fighting near

traps, possess a creature and use him

to deal with the trap; your minions will

concentrate on enemy creatures first,

but will be hindered by the trap. A war-

lock’s heal spell does not cost you any

mana, thus a possessed warlock

standing at the back of a fight makes a

very effective free medic, who can also

hurl fireballs at the enemy.

Favorite

Thing In DK2: Watching heroes

march to their death in a trap-riddled

corridor

Best Trap Combination: A light-

ning trap behind a barricade... no

wait... a dozen lightning traps behind

a wall of barricades

WHAT HORNY WOULD SAY IF HE YISfTED

8tJlLfflOG:That Dark Mistress-she

makes me Horny.

Prisons and Enemy Low Level Creatures

A portal will only attract 15 creatures into an enemy dungeon, and while

your opponents' creatures are alive, they will count to that tally, Therefore,

keep the captured lower level creatures alive, especially

fireflies and goblins. They will require minimal healing,

but will ensure that your opponent's number of

creatures remains capped.

ANDY TROWERS’ TIPS

Fortify

When you take over areas of high

strategic importance {such as

Portals and gem blocks), ensure that

you protect them heavily with traps.

Always use at least one alarm trap

so that you are notified immediately

when the area is under threat; you

can then provide backup if so

required.

Home Sweet Home
Protect your dungeon heart and its

approaches with traps and doors. If

an enemy creature enters that area,

your rival will be able to use call to

arms against you.

Andy “Love Machine” Trowet

Squad-Based

Small groups of powerful crea-

tures can be more effective in battle

than a larger group. With a smaller

group of creatures, you can concen-

trate your mana on healing them

without wasting it on less

effective minions.

Current

Project:

Classified

Favorite

Thing In DK2: Disco Inferno

Best trap Combination: The Fea

Trap in front of a Lightning Trap-the

enemy doesn't know whether they're

coming or goingl

Training

If money is of no

concern, use the training

room to build creatures'

experience in the early stages,

While the combat pit provides

quicker advancement, it requires your

'

attention to make sure that no creatures

are dying. Using the training room frees you td^

do other things.

Rehabilitation

When you have captured an enemy

creature, decide whether they are more

valuable to you converted or as

skeletons, ^though skele-

tons are relatively weak

in battle, their fearless-

ness makes them handy

as shock troops that

won't run away when the

battle goes against you.
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GAMER'S EOGE

JULIAN GLOVER’S TIPS

Always look at the map before

entering the game; check where

your opponents are, where the

Porlals are, where the gold and

gems are, etc. Knowing where

everything is, roughly, in relation to

you can often give you an edge.

You'll know the quickest routes to

get somewhere and can second-

guess where your opponents'

attack will come from.

Attractions

Don't be afraid to build your

rooms in a seemingly odd order;

although all rooms are important,

there is no need to build them in the order in which they were introduced in

the campaign, if you want Black Knights early, make the Combat Pit your first

room. This may leave you a little understaffed at the beginning, but will pay if

you can hold off early attacks.

Trapping

Traps placed on their own can be ineffective. A
truly masterful Keeper will find his/her favorite com-

binations of damage-dealing devices, Some good

combinations include a Sentry trap behind a Freeze

trap, a Lightning trap behind a Barricade (which in

turn is next to water), and a Trigger trap surrounded

by Inferno traps (mana allowing, of course),

one doing

the

breach-

ing, try to breach in at least two

places at once, with at least one of

these in an unexpected area.

Attacking

Help your Call to Arms following

creatures by dropping chickens and

gold on them to keep them happy.

While your opponent is distracted

by your main attack force, a sec-

ondary attack of a possessed crea-

ture and some grouped friends is

always a nasty surprise.

Place well-populated rooms near to where you

think the breach will come from; it'll be a nas^

shock if your opponent is faced with 10 duelling

Dark Angels as opposed to an empty Library. If

you're the

Current

Project: DK2
Plus

Previous

Games: ITreme

Park, Syndicate,

Space Hulk,

Darkening, Dark Omen, Magic Carpet 1

& 2, Gene Wars, Football Manager,

DarkLight, Rugby WC, Dark Earth,

Beasts and Bumpkins, and more that

he can't remember.

Favorite Thing ii

Bubbles

DK2: Imp Water

Best Trap Combination; Freeze

and Senlry

WHAT HQHNY WOULD SAY IF HE VISITED

BULLFROG; Why, why, why, why, why?

5HELAGH LEWINS' TIPS

Mistresses are fast and have a good attack, but becat

of their vulnerability stiould always be followed by a

Warlock (as if lio minds).

Warlocks and the

Combat Pit

You generally start

a multiplayer game

without most spells,

traps, and doors. In

order to get those

vital spells all the

sooner, it pays to

train your Warlocks

to level three or four

before sending them

into the Library.

By far, the fastest

way to train your

Warlocks is to drop

them straight into

the Combat Rt.

They don't do each

other a lot of dam-

age, and will advance much quicker than they would in the Training Room

Rus-it's free.

Combat Pit Combinations

If you pair up the combatants in the Combat Pit carefully, they'll spend

less time unconscious. Don't pit a Firefly against a Dark Angel,,.most ere.

tures are best off fighting others of the same kind, it may be worth buildin

several separate Combat Pits so you can control who fights whom.

Dropping and the Call to Arms
Dropping your killer attack squad near the enemy is a good way to get

concentrated force into the combat zone, but don't drop them too near

enemy creatures, or they'll get clobbered while stunned. Drop them a bit

ther away and use Call to Arms to lead them - that's what it's for, Droppi

Goblins before Bile Demons can tip the balance as well, since the Gobiir

get back on their feet quicker and can protect the slower risers,

Protect Your Mistresses

When you're attacking an enemy Keeper, maintain a watchful eye on yc

Mistresses, They will cut through enemy ranks and can win you valuable t

ritory, but because they are easily

injured they may get into trouble.

Make sure to heal them. You can

also support them by possessing a

tougher fighter and moving it

towards the Mistresses.

Small Temples

Although a Temple has to be 5x5

in order to attract Dark Angels, any

size of Temple can be used for

prayer and thus generate extra

mana.

Shelagh Lewins

Age: 30

Current

Project: DK2
Plus

Previous

Games: Aliens

vs. Predator

Favorite

Thing in DK2: Horny’s fiery footprin

I Best Trap Combination: Boulde

Trap and Freeze Trap

WHAT HOflNY WOULD SAY IF HE VISITED

BULLFROG: Theme Park World? Pahl F

too cutesy for me!
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The first Game^bf^he^Year candidate

Adrenaline Vault

This is World War II like you've

never seen before.

>> Intense WVViI commando action!

23 unique, immersive missions and campaigns
Interactive 3D accelerated universe

Oj^erate authentic \V \ViI vehicles,

including a I^anzer tank!

Strategy Guide available from
Illumination I*ubiications
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CGW 1nIP’S
Cheat:s, Hacks, S Hints WARCRAFT2;

BEYOND THE DARK PORTAL

Need fer Speed: High Stakes
To use these codes, hit “enter" and then

type them during gameplay;

Easac -Lsm ,

Easter Egg Here’s a neat Easter Egg for NEED FOR SPEED: HIGH STAKES I

found by chance. Set the date on your PC to July 4, then play any track at night.

I bet you can guess what the Easter egg is! Dig it, folks, and enjoy.

- Tim Rodner

Congralulations to our CGW
BozoBin winner, Tim Rodner,

who dominated the field of

entrants this month by being the

only one. We'll be sending him

some fantastic items pulled from

the BozoBin by our lovely and tal-

ented spokesmodel, Thierry

“Scooter" Nguyen. Our lucky

winner will be receiving a copy of

BEATDOWN, a DRAKAN poster,

and a FORCE 21 sales video

from Red Storm Entertainment.

Enjoy!

OutcasT^^®
Tips If you are having some trouble

with the local gestapo, here’s some
news you can use: Soldiers have a rou-

tine that you can pick up on if you

watch carefully from a safe distance.

(Use your map’s radar function or your

x-ray binoculars). Every so often, they

will group together and stand at atten-

tion for inspection by the local comman-
der. Right as they are lining up, you

want to cloak yourself (with the PPC),
^

run in there, and drop some dynamite at
^ >.1—

their feet. They will probably look at the dynamite and scratch their heads...

“Hey where did this come from?’’ Meanwhile, you have to quickly get to a safe

distance and hit the remote detonator before your cloaking field runs out and
they all spread out. If you time everything just right, you can take out a dozen

soldiers at a time this way and it will save you a bunch of ammo.

IT IS A GOOD DAY TO DIE

Invincibility

GLIHERING PRIZES 10,000 gold, 5000 lumber,

and 5000 oil

VALDEZ 5000 oil units

HATCHET Get wood in 2 chops

MAKE IT SO Speed up production

TITLE Increases the speed of

your units

NOGLUES Disables magical traps

SHOWPATH Displays entire map

ON SCREEN Displays entire map

(without fog)

THERE CAN BE ONLY ONE

Final Ending

FASTEMO Demo starts earlier

UCLA Shows "Go Bruins!"

message

DAY Shows "FIEF" message

NETPROF Laser display

TIGERLILY Enables jumps between

levels by typing

HUMAN X or ORCx

ORCxORHUMANx By typing in eiOierORC

or HUMAN follovYod by a

number from 1 to 14, this

cheat will immediately

jump you to drat scenario

in the campaign. Must

enter the TIGERULY

cheat before you can use

this cheat.

DECK ME OUT Upgrades all technologies

EVERY LiniE THING SHE DOES

Upgrades your magic

users with all spells

HATCHET, AXE AND SAW

Dramatically

increases lumber

harvesting speed

UNITE THE CLANS Instant Victory

YOU PITIFUL WORM instant Defeat

Cheats Press “V’ to enable

talk-mode. Then type in “iamgod”

or “sanctuary” to enable god-

mode. When you’re low on health

and there are too many Wartoks

sniffing around, type “smeghead”
for full rejuvenation.

Got a great tip

for your
favorite game?
Send your tips, tricks and

strategies to

cgw_letters@zd.com

(please put CGTIPS in the

subject line) and we’ll pub-

lish one submission each

month. If your tip is pub-

lished, we’il send you some-

thing pulled at random from

the Computer Gaming World

BozoBinl
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Monster Sound

MX400 will rockyourPCaudio world. Based on ground-

breaking technology from ESS and Sensaura, Monster

Sound MX400 adds a whole new twist to yourgaming experience by

adding verticalpositional audio, soyou now hearsounds on a whole new

axis—above andbelowyou, true quad outputandDolby DigitaP surround

sound* forPChome theater. And it’s ready for the Rio upgrade forhardware

accelerated digital audio playback, encodingandFM Tuner insideyour PC.

So Up YourAudio with MonsterSoundMX400—truly in a class by itself.
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1 AGE OF EMPIRES 1
Type in these codes during gameplay.

imam
MEDUSA tfillagers became medusa. If killed,

black rider, and then catapult

DIEDIEDIE You all die

RESIGN You resign

REVEAL MAP Reveals all the map

PEPPERONI PIZZA

Give yourself 1000 food

COINAGE Give yourself 1000 gold

WOODSTOCK Give yourself 1000 wood

QUARRY Give yourself 1000 stone

NO FOG Remove the fog-of-war

HARI KARI Suicide

PHOTON MAN Get a 'Nuke Trooper’

GAtA Control animals

FLYING DUTCHMAN

Juggemaughts turn into the

Flying Dutchman

STEROIDS Instant build

HOME RUN Vlfin the scenario

KILLX VlOrere ‘X’ is the player’s position

(1,2,3,4,5.6,7,8)

BIGDADOY Get a cool car w/ rocket launcher

BIG BERTHA Heavy catapults that have greater

range and damage

ICBM Ballistas get 100 range points

HQYOHOYO Priest speed up, get 600 hit points

JACK BE NIMBLE

Catapults hre peasants

E=MC2 TROOPER

Get a futuristic trooper who

fires nuclear missiles

1 NEED FOR SPEED III 1

Type the cheats below at any menu to

activate the cheat.

E-Mail x-Com

Tips Here are a few

basic tips for Email X-

COM:

1. Use opportunity fire

and plot a path that will

allow your units to shoot

and then find cover.

They'll move, spot a tar-

get, fire, and retreat back

to safety.

2. The order in which you

move your units is impor-

tant. You may or may not

have a clear shot at your

target, based on who has moved. Your units will suffer friendly fire if you're not

careful.

3. Power-ups are tempting, but you may want to avoid them if you already have

an advantage. A negative power-up may put you on even terms again. Don't let

them fall into enemy hands, though.

4. The blaster bombs are area-effect weapons. They do major damage to their

target and minor damage to anything adjacent. You can sometimes “hit” an

enemy behind cover by targeting an area right next to the enemy.

Bullhorn Police talk on bullhorn

Elnino Enable El Nino Car

Merc Enable Mercedes CLK-GTR

Jag Enable Jaguar Sports Car

Empire Enable Empire City Track

Rushhour Lots of traffic

Gofast Twice the speed in single player

Allcars Enable All Cars (including Pursuit)

Newcars Bonus Police cars

Type the codes below then click RACE to

drive the different non-player cars.

goOl Miata

qo02 Toyota Landcmiser

go03 Cargo Truck

go04 BMW 5 Series

go05 71 Plymouth Cuda

go06 Ford Pickup with Camper Shell

gofl7 Jeep Cherokee

go08 Ford Fullsize Van

go09 64/65 Mustang

golO 66 Chevy Pickup

gotl Range Rover

gol2 School Bus

gol3 Taxi: Caprice Classic

go14 Chevy Cargo Van

go15 Volvo Station Wagon

go16 Sedan

go17 Crown \nctoria Cop Car

go18 Mitsubishi Eclipse Cop Car

go19 Grand Am Cop Car

go20 Range Rover Cop Car/Ranger Vehicle

go21 Cargo Truck (same as 03)
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JUST WHEN you
THOUGHT THERE WERE
NO MORE HEROES:

THINK AGAIN;
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OF MIGHTAND MAGIC"

AN EXPANSION PACK OF EPIC PROPORTIONS.

Mtw w^Ria eaupuTiHB
© 1999 "nie 3D0 Company. Ail Rights Reserved. 3D0. Heroes ol Might and Magic. Armageddon's Blade. Nevv World

Computing, and Iheir respeclive logos, are trademarks and'or service marks ol The 3D0 Company in the U.S. and other i

couniries. All other trademarks belong to their respective ovvners. New World Computing is a division of The 3D0 Company. L—a
‘Player is solely responsible tor all applic^e Internet-related fees and charges.

New Expansion

Pack Features...

* More Than £o New
Heroes

* Six New Challenging

Campaigns

New Mystical Woki.h -

The Elemental Conflux

* More Hero Classes

* More Monsters

* More Dragons

* New Advanced

Caaipaign Editor

+ New Random Map
Generator

* Unlimited Oameplay

* Extensive Cl isTO/MiZAi ION

* And LAN, Modem or

Internet Play*

www.mightandniagic.coni



To order, visit your local retailer

or call 1-800-716-8503

www.closecombat.com
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COURAGE.

STRENGTH
STRATEOY.

Youll need all three to win.

The award winning Close Combat real-time wargame series returns to action!

Close Combat, Battle of the Bulge, Germany's last desperate attempt to stave off ^ .

defeat in WWII, offers you the thrill and excitement of the Close Combat series with

explosive new levels of tactical engagement and detail.

It's the winter of 1944 and WWII is in full swing. The Allied troops are exhausted and the German fei

troops are ready to strike. The fate of the world rests in your hands as you command German or

American troops in an intense battle filled with sneak attacks, stalwart defenders, spies and saboteurs. ^ C
With courage, strategy, and nerves of steel, you'll be the one to decide the outcome of WWII! ^

New Campaign system allows movement of multiple

battle groups on a strategic map of the Ardennes.

Units may enter from different points on a battlemap based
on their strategic movement.

• Through advanced Al, stress, fatigue and morale have

a direct impact on your troops and they react accordingly.

• Campaigns give continuity from battle tobattle; player's

tactical successes and failures have a direct impact

on the battle's outcome.

• Accurately depicts WWII platoon war using combined arms.

• Internet players can use online matching services

to find opponents. ‘Internet access required.

• Command German or American troops.

• 2 players fight head-to-head in single battles,

operations and campaigns.

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.
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EATOR>

In a world of floating continents,

rotating around a living computer core,

the prophecy has come.

Get the exclusive,

official strategy

guide from

Sybex.

“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



GAMING
STRATEGY by Robert Coffey

1. High Heat Baseball 2000
2. System Shod< 2
3. Risk II (beta)

4. Age of Empires II (beta)

5. C)andylar}d (with his daughter)

Not Dead Yet

M ost of the big strategy hits these days are real-

time games, suggesting that gamers are leaving

turn-based gaming behind. Check out Usenet, and

you'll pick up on a subtle “old fogey" bias against the turn-

based genre among the RTS crowd. Why?
_ _ ,

The most obvious culprit is the simple

Tum''B3S6d fact that gamers have a fundamental... moth-to-flame reaction toward anything

USminiQ Looks new and flashy. Movable cameras; 3D

graphics; real-time lighting; blah, blah,

to thO FutUrO blah. Put a brand-spanking-new RTS

game, even a dud like MACHINES, up next

to BATTLEGROUND; CHICKAMAUGA and even your grand-

mother's eye would be fixed on the real-timer.

The deluge of RTS games is also directly attributable to

the fact that the biggest hits of the past few years were

games like C&C, WARCRAFT II, and STARCRAFT. Like music

industry weasels trying to genetically

engineer the next carbon copy of

The Backstreet Boys, game industry
*

suits are engaging in a quintessen-

tially human response; claiming the

accomplishments of others for them-

selves. This copycat mentality is just

as prevalent on the turn-based side

of the equation (there have been

plenty of Civ and X-COM wannabes). Throw in the fact that

RTS games are rarely as difficult to create as other types of

games, and you have one more reason developers find the

format popular.

Perception Is Reality

But look past all the noise generated by these RTS games

Adapt or Perish

T
o reach a broader audience, RISK II is beefing

up its multipiayer with an exciting simultane-

ous turn-mode that total-

ly changes the game dynamic,

while staying absolutely true

to the game’s spirit.

Play takes place in four

phases, with players issuing

reinforcements, battle orders,

and more at the same time. Ail

troop movement occurs simul-

taneously so that territories

can be invaded by a single

player’s massed troops from

several countries, or by multi-

ple players invading at once,

with the invaders then battiing

for the spoils. Countries that choose to invade each

other will have to fight out a border clash to decide

who actually gets to invade that turn.

IN THE CARDS

m

and you'll notice something: For every

established C&C or WARCRAFT fran-

chise, there's a HEROES OF MIGHT &
MAGIC or WARLORDS. Original ideas and

strong execution are the true

elements that win gamers'

hearts. The good developers

know this, and they see it as

the key to future successes.

As Executive Producer of

both the real-time WARLORDS:
BATTLECRY and the turn-

based WARLORDS IV, Dexter

Chow has a unique perspec-

tive. He foresees continued

success for the turn-based

genre, but also room for change.

“Turn-based games need to look

less like a board game and more
like a dynamic environment with

cool lighting effects, realistic ter-

rain, and big explosions."

Designers are mov-

ing in this direc-

tion. The latest

PANZER GENERAL
game, for example,

incorporates 3D

terrain and unit

models for the

sleekest, coolest looking PANZER
GENERAL yet. You can also expect

to see more games that let you

zoom and rotate the map a la FINAL

FANTASY TACTICS to let gamers get

a better view of the action.

The real struggle is in the multi-

player arena. My bet is that the

faster-paced RTS titles will always

enjoy a big edge here, but that

doesn't mean that turn-based

games are going to ignore such a

large potential audience. The chal-

lenge is finding a way to occupy

players so that

they're not just

twiddling their

thumbs waiting

for their turn to roll around again. The
best example of this is probably RISK II.

If other games are half as successful as

RISK II. we could see a real renaissance

in turn-based multipiayer gaming.

So are turn-based games on the way
out? Not by a long shot. Someday -

someday soon - a dazzling game that

incorporates both the ease of use of a

RTS with the depth of a turn-based title

will take gaming by storm. It's just a

matter of time,

That's about the same time we'll start wondering if real-

time games have a future.

W hile Monolith’s

SANITY is

keeping its single-

player action style,

the multiplayer com-

ponent of the game
has developed a

strategic Magic: The

Gathering feel. The

focus is on the spells,

which can easily be

compared to Magic's

game cards (they’re

even animated as

cards), and gamers

will have to balance

their “deck" for com-

bat. Monolith will be

releasing new spells

after shipping the

game to maintain

interest in the title. If

there’s interest,

Monolith would like to

go whole hog, foster-

ing a community with

secure servers where

players would fight

for special limited-

edition spells.

DECEMBER 19S9 • cgw ga COMPUTER GAMING WORLD214



Outcast is a trademark oF Infogrames North Americo. ©1999 InFogrames Nortii Americo. All rights reserved. All other trodemarks and trade properly oF their respective owners.



waBnaiEiibamiimg

SIMULATION & SPACE by Gordon Berg

Spaced Out

S
o my subscriber copy of the October CCW arrives in

the mail, see. I walk into the house with extreme

tunnel vision and trembling hands, staring at the

wonder I hold before me. Kissing the cat on the lips and

scratching my wife behind the ears, I proceed to the kitchen

table, oh-so-eager to read my very-first-

_ _ ever printed article. Other than lament-

Arc Sp3C6 SiniS mg over how my mugshot is noticeably

• n u absent (I think Jeff Green boycotted its

R63liStlC? How inclusion because he was threatened by

Cl. I.J I I# /%
stunning good looks}, I’m pleased as

Should I KnOUti? punch with myself. I’m in the Big

Leagues now. I’ve been puMshed.

And then I notice it. The actual name of my column.

“Simulation" I expected, but “Space?" As in, the Final

Frontier? As in, the vast gulf between my ears? Suddenly I'm

not feeling so sure of myself.

Although I have plenty of opinions

about flight sims, I'm not what you

lot of examples in real life to draw from

{there's, well... none). We can only imag-

ine what space combat might actually be

like, and Stai Wars has forever colored our

interpretation, ironically, Lucas was
inspired by WWII dogfighting when he

created his famous trench run scene. Therefore, I find it inter-

esting that while just about every space sim out there is emu-

lating Star Wars in one fashion or another, they've largely

failed to capture the crucial features that make WWII-era dog-

fights so compelling.

The key to all of this is the presence or absence of an

atmosphere - and I don't mean ambience. Most space sims

have taken the best of both environments when crafting a

flight model for their spacecraft. You get many of the proper-

ties of flight through air (lift, drag, etc.), combined with the

benefits of space (e.g., no gravity). The result is flight without

risk; just simple yank-and-bank on the joy-

stick, without fear of stalls or spins.

Frankly, I find that boring.

When I played through the WING
COMMANDER series, I stuck with it

because of the story, not the combat. So

far, FREESPACE has been the prettiest

space shooter out there and a joy to

look at, but it's not what I'd

caD a simulation (I can't

comment on

FREESPACE 2

because, at the time

of this writing, I can’t

the demo to work),

TIE FIGHTER is my all-time favorite. I remember

drooling over the prospect of one day being able to

engage in multiplayer combat against an X-Wing, later to

be hugely disappointed when it amounted to nothing more

than cutting speed to 1/3 and turning in circles, ad nauseam.

By the way, XVT: BALANCE OF POWER did a good turn by

offering cooperative multiplayer. So why is it that there’s only

a skirmish mode in X-WlNG ALLIANCE? Heck, even the origi-

nal DOOM got it right by including both deathmatch and coop

modes, yet few games since have managed it.

would call a space sim fanatic,

I suppose I do enjoy a good romp through the universe as

much as the next gamer, but you'll sooner find me spending

my free time killing dragons in some RPG (coincidentally, fel-

low CGW columnist Desslock has admitted to me he prefers

adding to the total annual tonnage of floating space debris).

So, until I can convince the editors here that ray column really

needs to be entitled "Gordon's Favorite Pre-Avionic Flight

Sims & The RPGs He Plays in His Spare Time." someone

around here has to talk space sims. Tag—I'm it.

Fresh Air

Obviously it’s diffi-

cult for space games
to offer much in the

way of accurate sim-

ulation. After all,

there aren’t a whole

Gordon’s Playlist

1. Independence War Deluxe (obviously)

2. Aces High (beta)

3. Jagged Alliance 2
4. Apache Havoc
5. Fighter Squadron (new flight models!)

Not My Department

So at this point I'm thinking maybe Thierry Nguyen's col-

umn should read "Action & Space,” because there’s very little

realism going on out where no one can hear you scream.

Then I remembered which game CGWs Space Sim of the

Year award went to last year: INDEPENDENCE WAR. Never

having played this title, I swung by my local software store in

the hopes of picking it up cheap. Lo and behold,

INDEPENDENCE WAR DELUXE has been released and is

extremely inexpensive.

Now, I may only have just started the main campaign, but

I can already tell IWAR is the best reason this side of RED
BARON 3D to keep a 3Dfx card handy. It's official: I’m

hooked, and have become a bonafide space sim fanatic. I

mean, they’ve actually modeled lateral thrusters and inertia!

It looks like the fate of Arulco or the exploration of

Durlag’s Tower will just have to wait. I've got a dread-

naught to pilot. 333

When not engaged in aerial maneuvers, Gordon Berg

works as a network administrator tor a non-profit

social services organization.
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Designed nnd developed In Germany by

Wings Simulations/ Panzer Elite" is poised

to take the high ground ns the most realistic

platoon*based WWII tank simulation yet seen

for your PC.

Germans Do Powerful Game Engines

Woods are made of individual trees and

bushes. Different terrain effect movement and

performance. Destructible buildings, trees ond

foliage provide realistic toctkal options.

Germans Do interfoces

Fully supports any combination of mouse,

keyboard and joystick. The Tonk-Mouse

interface and pop*up windows allow easy

access to oil necessary controls ond commends.

Germans Do Historical Accurocy

80 historically accurate missions covering

Normandy, Sicily, Italy and North Africa.

Features Instant Action, Single Mission and

Full Campaign modes of play.

Germans Do More Thon Just Tanks

Featuring over 80 different units including

Infantry and 22 playable tanks.

Germans Do Realism

With over 30 realism settings. Panzer Elite

accommodates the distinct needs of novice and

hard'core players. However, Germans only

play while using the highest reolism settings.

Germans Do Network Play

Supports up to 6 pioyers over IAN, modem

or serial link, 4 players via Internet.

Germans Do Details

Models created from original tank blueprints

and accurate measurements from actual

working WWII tanks at the Panzer Museum

in Munster, Germany.



Creative

License Should

Be...Creative

N O doubt, The Matrix has all the elements of a

great action game: intriguing premise, lots of

guns, unique visuals, and gun-

play scenes straight out of a John
Woo flick. Too bad it’d probably become

a horrible game, if it were adapted.

It’s a sad fact that licenses of creative

properties are gravely misused when they

are turned into

games. For every

JEDI KNIGHT or

ALIENS VS.

PREDATOR, there are

many more YODA
STORIES or SOUTH
PARKS. In fact, good

games using creative properties are the

exception, rather than the rule.

Why is this? It seems that companies

expect the license to sell the game, and they focus more on pro-

moting the title than on such trivial things as, oh, game design.

Marketing, rather than Development, is in charge of the project.

This is the only plausible reason why complete dreck such as

TEKWAR or TRESPASSER got into Stores in the first place. Gainers

sometimes get suckered at first, but then a title ends up dropping

off the chart after word-of-mouth has spread. What companies

need to do is to learn how to use a creative license as more than

^ name-brand gimmick.

And the way to do this

is simply stated; Explore -

rather than rehash - the

license.

It sounds exciting to

recreate entire scenes or

films in a game, in theory.

But the reality is that such

games are never very fun. We already know what happens, so it

isn't fresh. What good games do is use elements of the license to

explore concepts unseen in the original properties.

Bethesda’s TERMINATOR games let us tour the apoca-

lyptic Los Angeles that was hinted at in the films. JEDI

KNIGHT presented classic, archetypal themes with the

Star Wars universe as a backdrop. The world was
briefly seen from the Alien’s eyes in Ali'enJ. and that

perspective constituted a full third of ALIENS VS.

PREDATOR. By contrast, STAR WARS: THE PHANTOM
MENACE was a dull play-by-play of the film with barely

a hint of variation.

This lack of variation, of creativity, is the kiss of

death. It's conservative: it sticks to "what people

know. " There're some that do try to explore the

license, but then lose sight of fundamental design

issues, like SOUTH PARK. A few just screw up every-

thing (TRESPASSER),

Hopefully, companies will start to learn to balance solid design

with creative use of a license (as in JEDI KNIGHT - still the stan-

dard, two years after release), rather than to be sorely lacking in

one or both elements. We'll see if anyone learned these basics

when the next wave of licensed action games - including the 5tar

Trek games, OBl-WAN, and HEAVY METAL: F.A.K.K.2 - hits over

the next year.

1. System Shock 2
2. Soul Caliber (DreamCast)
3. Gabriel Knight III (beta)

4. Baitlezone

5. Quake III Arena Test

The Horror, the Horror. .

.

T
wo games have really stood out in action gamers' minds

in recent memory: SYSTEM SHOCK 2 and HALF-LIFE. A
lot of the reason why is their atmospheres. I asked the

respective designers what non-gaming influences went into

the overall atmosphere and mood of their games, and here

are their responses:

Marc Laidlaw, Designer and Story-Writer for HALF-LIFE;

'"Alien comes up frequently in our discussions of how to cre-

ate frightening atmosphere without the trappings of Gothic

horror. Early literary influences included Stephen King’s The

Mist (a horror story with a somewhat “technological" ratio-

nale for the horrors) and the work of H.R Lovecraft, who
wrapped his best horror stores in the scientific method.

When it came time to [design] the alien vistas of Xen, we
tried to avoid standard science fiction imagery as much as

possible, and drew our textures largely from biological

sources (insects, marine life, microorganisms) to create a

queasy, squamous environment.’'

Ken Levine, Lead Designer of SYSTEM SHOCK 2: "Ridley

Scott’s films are far more influ-

ential than James Cameron’s.

Scott directed both Blade

Runner and Alien, which pio-

, ,
neered the look of cinematic,

.
dark sci-fi. For storyline, Kim

•• Stanley Robinson’s Red Mars

was a strong influence. I was

fascinated by the notion of per-

sistence of societal norms in

the absence of a real society, as

Do you like you’d find on a space ship bil-

Levines
lioPig Qf pp,j|gg fpQpn Earth,

monkey? j monkeys were another

story. We had some extra time

leftover in motion-capture one

day. I thought, ‘Well, Jonathan (our motion-capture artist)

could probably do a pretty believable monkey. I'm sure

there's some way to make a monkey fit into the game.' While

we did the capturing, I created the monkey backstory. And

the lead programmer hated the idea like poison! But I stuck

to my guns."
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This Magic Moment

W omen's tennis is far more enter-

taining to watch than the men's
game, for one critical reason; It has

more drama. More meaningful big moments
created by lots of little elements. ..longer, nail-

biting baseline rallies; shorter matches that

create more tension, more quickly. It makes for

a much more exciting experience than the

men's three-hour long, three-

hit rally matches,

UttlG IninyS This fact - which dawned

. on me when I was in

IviBSn A Lot in Europe, starving

for baseball or

tn6 Sports* football -- got me
* _ thinking about

OoniG uOntB PC sports games,

and how drama
and the ability to

crystalli2e and emotionally convey

big moments through little details

define success in our

arena as well, far more so

than killer 3D graphics.

Realizing this, I now feel

I have resolved two mys-

teries I've been grappling

with for some time now:

1. Why do people who
can’t stand the thought

of watching a two-and-a-

half-hour soccer, hockey,

or baseball game play

FIFA or HIGH HEAT (or

TRIPLE PLAY) for hours at

a time?

2. Why do five-on-five

computer basketball games (still) suck?

The easy answer to both questions rests in

the details. Baseball, soccer, hockey, and even

football games are great, not because of killer

graphics or how fast the gameplay speeds by.

The top-tier games in these categories succeed^ because the design-

ers found a way to

break down and dis-

by George lones

The same holds true for baseball. The
great baseball title has to do all the httle

things right; a baseball game has plenty

of dramatic moments buOt into it already.

Designers have to pay attention to the pitcher-

batter confrontation/guessing game, the odds

playing in the dugout, various pitchers’ ability

(or inabihty) to get the ball over the plate, and
the almighty change-up - one of the most psy-

chologically devastating plays in sports. No
surprise that HIGH HEAT 2000 - one of CGtVs
favorite games this year - surpasses expecta-

tions in all of these categories, much as the

original Nintendo RBI BASEBALL did.

Which brings us to basketball. Even
though NBA LIVE and Microsoft’s INSIDE

1. High Heat 2000
2. Age ol Empires 2
3. Madden 2000
4. NFL Fever 2000
5. Quake III

till the fundamental

elements that com-

prise the essence of

the sport.

Consider soccer, a

sport that resembles most relationships

between men: couch potato-dom - punctuated

by intense moments of excitement - followed

by couch potato-dom. Yet EA Sports’ FIFA is

absolutely intense, because they have success-

fully abstracted the finer details of what makes
soccer entertaining - quick passing, fluid

motion, a lack of selfishness, and the emotional

damage resulting from a single score.

EAT FT HIGH HEAT'S dovastasting changeup is one ol tliose

sublime elements that makes the game great

ON THE OTHER HAND.. .Basketball games still focus on

supposedly “big" moments like dunks, while ignoring

smaller fundamentals.

DRIVE are fine games, they lack the drama
even a five-on-five, pickup park-and-rec

game provides. Why? Because thus far, no

one has done an extraordinary job of bottling

the essence of roundball.

It’s not the dunk. Dunks make the high-

light reels, but they’re more of an exclama-

tion point than sustained drama. The drama

comes from the emotional tug-of-war within

the game; when the Bulls, Lakers, or even

Warriors bring the ball slowly down the

court, trailing by three points, and hit a

crucial three-pointer to tie the game after

swinging the ball around the perimeter

several times. Hoops drama comes at the

end of a game, when the other team picks

up their efforts and starts playing hyper-

aggressive defense. Or when they start

fouling intentionally to send the other

team to the line. It comes when one of

your teammates blows two free throws at

the end of the game. It doesn't come
when you shoot free throws with a glori-

fied swing meter, and it sure doesn’t

come when a game plays more like JOUST
than basketball,

UPDATE • UPDATE

CGW’s
HIGH HEAT
Baseball

League!

T he season trading

deadline has come
and gone with no last

minute deals - though

Robert Coffey did man-

age to con Jesse Hiatt's

Texas Rangers out of

starter Curt Schilling for

Greg Vaughn and Andy

Ashby a few weeks ear-

lier. Complaints were

registered, but Robert,

being the commissioner,

ignored them.

The real player move-

ment occurred behind

the scenes, with new
ownership taking over

for every team in the

West. The most notable

addition has undoubted-

ly been Copy Editor

Holly Fleming - the only

player in the league

without a Y chromo- I

some. Caterwauling like

a rabid lemur. Holly's

animated playing style

consistently threatens to

topple computers and

destroy gamepads as

she leaps, lunges, and

prances about the room

In her efforts to manage
just one hit. With an

inadvertent walk the only

flaw in an otherwise per-

fect game for Steve

Wanczyk's Orioles

against Holly's Oakland

A's, Holly figures to be a

real (some would say

disturbingly) wild card

as the pennant races

heat up.

Keep up the good

work. Holly.
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Enemy cruisers fast approaching.

Deflector shields not operational.

Ion drive in critical condition.

Hint-page tinie.

Technology News. Reviews. Games. Help. Downloads. And of course, Shopping.

Want games? Like games? Need games? Then check out

ZDNet and the GameSpot channel. GameSpot is the

ultimate source for PC, PlayStation and N64 games.

GameSpot has tons of reviews and tons of tips and tricks

to help you become a Master of the Universe, And with

our News, Reviews, Downloads, Help and Shopping

channels, there really is no reason to go anywhere else.

Swing by GameSpot and blow off a little steam, It won’t

take you long to see why GameSpot was recently named

the Entertainment Site of the Year by the Academy

of Interactive Arts & Sciences.

Log on to ZDNet today and enjoy free services

and rewards, exclusive downloads and some of

the Web’s top e-newsletters.

believe in technology Be/leve /nTecftnology, ZDNet, the ZDNet logo and die ZD logo are trademarks of ZD Inc. All other names and logos are the trademarks of their respective owners.
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RPG / ADVENTURE

Roll Call

bv Desslock
dess1ock@(lesslock.GQm

I

nterplay Productions recently

unveiled its BALDUR’S Gate
spin-off, ICEWiNO DALE. ICEWIND

will recycle the BioWare Infinity

engine created for BALDUR’S Gate
(adding enhancements, including

limited support for 3D video cards),

and is essentially a singie/multi-

player dungeon crawl in a hardcore
D&D setting. Interplay’s other
Infinity engine game, PLANESCAPE:
TORMENT, is a stngle-piayer, more
story-driven game that’ll explore

some truly bizarre environments.
BioWare’s NEVERWINTER NIGHTS
will use a new 3D engine and put
players in control of a single char-

acter, while emphasizing online

multiplayer action.

Lastly,

Stormfront
Studios’s

sequel to

the original

“gold box’’

game, POOL
OF
RADIANCE,
looks similar

to BALDUR’S
GATE but fea-

tures an inter-

active environ-

ment and 3D
characters

(see preview
in this issue).

NEVERWINTER
NIGHTS and POOL OF RADIANCE 2
will use the upcoming 3rd Edition

D&D Rules.

For daily RPH news updates, check out Dessiock’s

RPB News at desslockoamesDoLcom .

Desslock's Playlist

1. System Shock 2 (still)

2. Independence War Deluxe

3. Starfleet Command
4. EverQuest

5. Asheron's Call (beta)

Dungeon Keepers

T
he company founded to create Dungeons & Dragons, TSR Inc., was
rumored to be in financial turmoil a few years ago. Tabletop D&D’s
popularity was waning, and SSI’s once-successfu! series of D&D com-

puter adaptations was winding down to a not-so-glamorous finale.

Wizards of the Coast was the corporate "wliite

j, ncn knight" that acquired and revitalized TSR -ironic, con-

lt3n UaD sidering that the overwhelming success of WOTC’s

-j U I. o Magic the Gathering card game contributed to TSR's

blin/lUB HSSbrO? financial misfortunes. Many gamers were skeptical of

WOTC’s chances of restoring D&D to prominence, espe-

cially given the company's focus on competing products. Those concerns turned

out to be unfounded - WOTC has done a fantastic job with the D&D franchise.

One Man’s Filth...

Prior to WOTC’s acquisition, D&D was reshaped against the desires of its cus-

tomers into a less controversial {and less interesting) game. Hi-conceived concerns

over the effects of fantasy role playing on presumably malleable teenage players led

TSR to adopt a rigid "code of ethics" for all D&D products. Authors were required

to compromise their creativity by, for example, requiring evil actions to be pun-

ished, even when they were consistent with a character's moral alignment.

The code, and changes effected ijy D&D's 2nd

Edition Rules, removed character classes and

races of ambiguous morality, downplayed the role

of mythological supernatural beings (in spite of

the game's fantasy setting), and discouraged

material considered by the code’s authors to be

potentially harmful. The code was cynically

established to stave off potential legal habihty. So

blatant was TSR's effort to detach itself from aspects of D&D perceived to be con-

troversial, that it added save-yer-butt ambiguous declarations to the code, such as

"the depiction of 'filth' should be minimized."

With such restrictions inhibiting creativity, it’s not surprising that D&D's commer-
cial viability began to be questioned. While other tabletop games such as ’White

Wolf’s Vampire and Werewolf games attracted players in droves to their novel, edgy

settings, D&D felt outdated in comparison.

After TSR’s sale to WOTC, D&D seemed to get back in it. BALDUR'S GATE was a

tremendous commercial and critical success, perhaps in part due to WOTC's more

open-minded involvement with the franchise, and there are a number of other

promising D&D games in development,

WOTC has also been actively involved in improving D&D, recently announcing

that next year it will release D&D’s 3rd Edition Rules, The 3rd Edition Rules

have been almost universally lauded, as they remove discriminatory class

restrictions; restore demons, devils, assassins, moults and half-ores; and

establish a new skill system, Wlien I learned about the pending acquisition

of WOTC by Hasbro Interactive, I was disappointed - what impact would

the change of control have on the enlightened D&D fostered by WOTC?

Toying Around

Once Interplay's and Stormfront's D&D licenses expire, it wouldir't be sur-

prising if Hasbro developed its own D&D games, Wliether a company with a

lineup consisting largely of board and arcade game adaptations and chil-

dren's games is capable of creating compelling D&D games is questionable.

My concerns are somewhat assuaged by WOTC Vice-President Ryan

Dancey, who announced that Hasbro would not alter WOTC's D&D strate-

gies, and that they accept the more adult aspects of D&D's language, tone,

and content. And on the plus side, D&D will now have access to Hasbro's

formidable distribution and advertising.

In spite of Dancey's stay-the-course message, it would be naive to believe

that Hasbro's acquisition won't have any impact on D&D's future, and I remain

skeptical tliat the impact will be positive. But it's good to learn that - in the short

run - the course plotted by WOTC will remain unchanged.

And the demons and devils are coming back! tirLU



"At Cisco Bootcaiitp

lue leartied nnilti-

protocol routing.

Configuring IP was

a bit familiar. But

we also needed to

configure IPX and

AppleTalk, ivhich

was completely

foreign to me.

Through a lot of

troubleshooting

and working along

with my teammates,

we got the whole

netivork up and

running.
”

- Mark, age 1 7,

Cisco Networking

Academy student

There are 58 openings

in pro basketball.

There are 346,000 in

information technology.

You do the math.

Basketbail 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 arc

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. Cali

1-800-CIS-4KIDS today.

Help support the

Cisco Networking Academy Program.

Call Communities In Schools

at1-80D-CIS-4KIDSor

visit www.cisco.com/edu/cgw

U COMMUNITIES
IN SCHOOLS

Cisco Systems

ilTAiii.
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Arm Yourself with CGWs Holiday Gift Guide!

FEATURING
77 computer games
The Top 10 games in action, sports, strategy,

simulation, and roie-piaying.

45 new gadgets
Portable MP3 players. Air Soft guns, ceii phones, PDAs,

digitai cameras, and night vision goggies.

33 hot hardware picks for gamers
Speakers, joysticks, computers, and home networking kits.

Free demo CD
12 of the year's hottest games

aumuraaume imimi.bIJ.Mt'



CHIPS&BITSinc.
POB 234 DEPT 11200

ROCHESTER, VT 05767

iNT’L 802-767-3033 FAX 802-767-3382

New Releases!
CutthroatssTerror PC $34.99
Rogue Spear PC $39.99
Prince of Persia 3D PC $39,99
Age of Empires 2 PC $48.99

COMPUTER GAMES: ACTION COMPUTER GAMES; ADVENTURE

'QUAKE Mi- ARENA'One ol the 1st

games created as multiplayer only.

Improved network play, new grapti-

Ics (true curved surfaces, dynamic

shadows, volumetric log)

Weapons include: Mace.

SuperShotgun, Grenade/fiocket

Launcher, Flame Thrower,

Machine/Plasma/Light-nlng Gun, &
more. Many new levels & classes

with support tor dozens of players

atone lime.

Activision (Action)

Release: 11/99^ jlb.t.v
PC CD

'ABOMINATtON' The plague Is once I

every-time you play, multi-player

functionality, over tSO different!

weapons, and stunning graphics. I

Eltlos (Actionj

tory development.

PC: SPORTS ~|
I

HINT BOOKS
|

COMPUTER GAMES: SIMULATION
S29.99

$19,99

$19.99

S1B99

S$9.99

$39.99

$29.99

$13.99

$33.99

$34.99

$48.99

$19.99

$19.99

$37.99

$18.99

$46.99

$47.99

$37.99

$45.99

$37,99

$44.99

$45 99

$37.99

$34.99

$37.99

$46 99

$28.99

$1999

$34.99

Age ol Empires 2 12799

Alien Vs Predaior 05/99

Braveheorl 09/99

C«C2:TiberlanSijnUG 09/99

Culltirosts 09/99

Oaikatana 06/99

OaikSlisne 08/99

Drakan 09/99

Gabriel Knigbl 3 09/99

Hall Ule Team Fofta 12/99

Homeworld 09/99

Inleistate 82 OSG 12/99

Kingpin: Lie ol Clime 05/99

Legacy Kain Soul Reaver 09/99

Madden NfL 2000 OS.^S

Machines 05/99

NFL 8112 2000 0 8/99

Outcast 09/99

Phantom Menace 07/99

Pharaoh 10/99

Prince ol Persia 3D 09/99

Quake 3 Arena 10/99

Racer 06/99

Rainbow Six Gold 03/99

Revenant 10/99

Thiel Dark Project 12^8

Rogue Spear 09/99

Unreal Tautnamenl 06/99

$17.90

$17.99

$16 99

$17.99

$17.99

$16.99

$17.99

$17 99

$16.99

$17 99

$12.99

$17.99

$17.99

$10.99

$1099

$18.99

$11.99

$17.99

$1299

$17.99

$16.99

$1799

$12.99

$12.99

$17,99

$16.99

$17.99

$10.99

$17.99

He'S bad. He's back,

v/orlds, over 30

games & 3 new characters.

•There are 109 special

'moves available, & you'll

I have to master them all

I before you reach the end

ol the adventure. Power-

ups like peanut pistols,

pineapple launchers & fruit

grenades add a frantic

shoot 'em up quality to DK
RA

1943 Euro Air War

3D Railroad Master

AMA Supetbike

ATF Gold

Aces: X-Fighters wgs

Air Warrior 3

Anarchy

Apache

Armored FisI 3

B-17 Flying Fortress 2

Conranche 4

Comanche Gold

F-16AgtessDr

F-22Lrghlning3

F/A-ISE Super Hornet

FLY'

Ml Tank Platoon 3

MS CFS Battle Midway

11/98 $39.99

10/98 $49.99

99/99 $39.99

03/97 $12.99

01/99 $49.99

12/97 $19.99

09/99 $41.99

08/95 $9.99

09/99 $38.99

10/99 $38.99

lOrSS $38.99

05/98 $29.99

06/99 $42 99

05/99 539.99

10/99 S39.99

06.99 $37.99

12/98 $19.99

09/99 $38.99

04/00 $44 99

09/00 $39.99

09/99 $48.99

09/96 $29 99

05/00 $44.99

08/99 $26.99

01/00 $44.99

07/98 $19,99

04/00 $46.99

06/99 $28 99

MS FS 93 Flight Bag 06/99 $29.99

MS FS 98 Grnd Canyon 09/99 $19.99

MSFS93lnsnlAirplnMkr02/99 $26.99

MS FS 98 MegaScenery 11/98 $31.99

MSFS98ScnryQnsliid 09/99 $28 99

MS FS 98: Concorde 01/99 $26.99

MS FS 98- RAF 04/99 $26.99

MS FS Airbus 2000 09^9 $22.99

MS FS Airport 2k V.2 11^9 $39.99

MSFSCusImPanIDsgn 09/99 $28.99

MS FS Global Seen Upgtd 09/99 $29.99

MS Right Sim 2000 PE 10/99 $69.99

MechWartior 3 06/99 $32.99

Mig Alley 10/99 $3999

NHRA Drag Racing 09/99 $34.99

Nations Rghier Command 09/99 $35.99

Need for Speed 4

Panzer Eliie

Pedal 10 the Metal

Privateers

Pro Pilot 2000

Revolt

Red Baron 3D

SU-27 Flanker 2

SU-27 Flanker Msn»l

SU-27 Flnkr 2 Add-On

Starslege

Steel Beasts

06/99 $42.99

09fl9 $39 99

08/99 $29.99

01/99 $52.99

10/99 $44.99

09/99 $38.99

11/98 $34.99

11/99 $49.99

02/00 $29.99

03/99 $22.99

11/99 $44.99

SONY PLAYSTATION

COMPUTER GAMES: HARDWARE

‘SILENT HUNTER II' Recreate the

battles between Hiller s U-boat s &
Allied convoys. Texture-mapped 3D

ships & aircraft allow lor multiple

camera angles. Multi-player mode
serves up hol-and-heavy wolf pack

action & cooperative play over the

Internet or LAN. Mission recorder S
replay functions

the battle. Multiple

make the game accessible to begin-

ner & expert alike.

Mindscape (Simulation)

Release; 12/99^
—

PC CD

CHEXL 500 Racing Set

CHF-16Combtstk USB

CH FlghtSiniYke USB LE

Ace Combat 3 09/99

Army Men Sarge's Heroes 10/99

CTR:Crash Team Racing 10/99

Chessmaster Millenium D9.’99

Clock Tower 2 1099

Cool Boarders 4 1199

Crusaders Might Magic 10/99

Dino Cnsis 09/39

Dune 2000 1039

FIFA Soccer 2000 10/39

Fatal Fury WId Ambln 09/39

Final Fantasy 8 09/99

Final Fantasy Aninology I0;'99

Gauntlet Legends 02/00

GranTutlsmo2 10/99

Grand That! Auto 2 10/99

Jet Moto 3 09/39

Knockout Kings 2000 11/99

Legacy KaIn Soul Reavr 08/99

Lunar 2:Eierna1 Blue 12/99

March Madness 2000 12/99

Medal ol Honor 11/99

Mel) Gear Solid VR Miss 10/99

Mission Impassible 11/99

Monsier Rancher 2 09/39

Mon Kombal Spec Forces 11/39

NASCAR 2000 09-39

NBA Lye 2000 10,39

NFL eiiU 2000 0839

NHL Hockey 2000 0939

Need Speeds Motor City 10/99

$46.99

$42.99

$42.99

$42 99

$39.99

$42 99

$42.39

$49 99

$39.93

$44.99

$39.99

$49.99

$44.99

$42.99

$44.99

$42.99

$39.99

$39.99

$42.99

$56.99

$44.99

$39.99

$39.99

$42.99

$39.99

$48.99

$39.99

$39.99

$42.99

$39.99

$44.99

PSX Dual Shock 0538

PSX System 0638

Panzer General Assault 11/39

Quake 2 0939

Res>deniEvii3:Nemesi$ 1139

Star Wars Pnanim Mence 09,39

Suikoden 2 0939

Thousand Arms 1039

Tiger Woods 2000 0939

Tomb Raider Dtk Heviin 1039

Tomorrow Never Ores 11/39

Tony Hawk's Pro Skater 0939

Twisted Melal 4 11/99

Vigilante 6 2 Offense 11/99

$44.99

$42 99

$44.99

$42,99

$42.99

NINTENDO 64~~l

Casllevania Spec. Ed.

Donkey Kong 64

Jet Force Gemini

Madden Football 2000

N64 Controller

N64 System Purple

NBA In Zone 2000

NFL QB Club 2000

Pokemon Stadium

Shadowgate Rising

South Park Rally

Staicratt

Super Mario Adventure

Top Gear Rally 2

10/99 $54,99

10/99 $54.99

1139 $59 99

10/99 $52.99

0939 $54.99

1036 $26.99

1138 $99 99

1139 $56.99

0939 $59.99

0230 $59 99

1239 $64.99

1039 $59.99

1039 $54 99

1239 $59 99

1039 559.99

0439 $84.99

1039 $94.99

D4/99 $29.99

0839 $15.99

0239 $47 99

0939 $129.39

0939 $28.99

04/99 $24.99

0739 $9.99

0739 $44.99

0438 $49.99

07/99 $49.99

1138S169.99

1238 $92.99

0939 $29.99

j DREAMCAST
I

Carrier 1139 $49.99

D/eanicasI Syslein 09/99 $229.99

Dreaincast Visual Memory0939 $29.99

House of Ihe Dead 2 0939 $48.99

Marvel Vs. Capcom 1039 $48.99

Mortal Kombal Gold 0939 $49.99

Power Slone 09.39 S49.99

Ready 2 Rumble Boxing 0939 S

Sega Sports NBA 2K

Sega Sports NFL 2K

SoulCalibui 09,39 $

Soul Fighter 10.39 S

Vidua Fighter 3

9 S48.99

9 549.99

9 S49.99

i $48 99

3 $46.99

Maxi Gamer Cougar TNT2 1039$I29

Maxi GmrCoug, Video I039S149

i
PClBUNDLES

Ballleground: Coll 2 0139 $37

Balllezone Gold 0939 $28

BIzzrd Game Year Cllcin 02/99 $59

Conquer Ihe World 1037 $19

Hall Lfe.Game of Year Ed 0739 $39

Heroes M8M Compeiid 1037 $29

Imagine It 09.39 $24

Inirply ISYrAnlhlgy 0939 $39

Might 8 Magic Compilaliont 138 $29

Quake Quad Damage 0539 $34

Staiciaii Bui Chest 12/38 $44

SlarsgeTrbsAcInPk 09.39 $59

Ufiima Collection 0238 $14

01999 CNJPSi Bits i



I

& multiplayer tor 8 peo-

Iple via LAN. and Internet.

interactive Magic (Strategy)

Reiease: 11/99

PC CD

Hot Deals!
Final Fantasy Vll PC $19,99
Total Annihilation PC $ 9.99
KlingonHonorGuard PC $ 9.99
Panzer General 2 PC $ 9.99

www.cliipsbits.com

or call 1-800-699-4263
Source Code 11200

Coming Soon!
Daikatana PC $38.99
Wizardry 8 PC $49.99
Tomb Raider 4: Final PC $33.99
Age of Wonders PC $44.99

COMPUTER GAMES: STRATEGY

‘HOMEWORLD’ combines ele-

ments ot space combat, strategy. &
action. Hundreds ot years atter

aliens destroyed your planet & relo-

cated survivors to the edge ot the

galaxy, a crystal starts to emit a

faint signal to lead you to your

homeworld. A immense mothership

is built to carry millions home, to

the untinown. Single play or up to 8

players on-line.

Release; 10/9!

PC CD

a $39.99

i S19.99

i $29.99

7 $19.99

} $39.99

i $24.99

$48.99

$29.99

$39.99

$14.99

$34.99

$48.99

$9.99

Eiireme Tactics

Farmland USA

Final Caunldown

Fleet Command

Force 21

Force Commander

Freelancer

Galilean Conflict

Gangsters

Glottal Domination

Gms Email: Risk

Hero MM3 Amgdn Bid

Heroes M8M2Gold

10/98 $48.99

08/99 $18.99

04/99 $44.99

05/99 $38.99

08/99 $39.99

02A)0 $46.99

12/99 $46.99

10/99 $35.99

12/98 $29.99

11/98 $19.99

11/99 $14.99

09/99 $27 99

12/98 $18.99

Heroes of M & M 3

Hidden & Dangerous 2

History ol World

Hollywood Mogul v2.S

Homeworld

Imperialism 2

impeiiuni Gelaciica 2

Jagged Alliance 2

Legend ottne Five Rings

Liberation Day

Lords ol Magic SE

MAX 2

MTG Duels Ol Pinesvrikr

Magic & Mayhem

Magic the Gathering Gold

Magic:tne Gaineiing

Majesty

Malkari

Master of Onon2

MechCommd Gold

Mechosoma

Metal Fatigue

Mind Rover

Mylh2v1.1

Netsiorm

Noble Armada

ORB.

Ores: Revenge Ancient

Pax Imperla 2

Pollllka

Populous 3

Prolllania Deluxe

RR Tycn 2; 2nd Century

Railroad Tycoon 2 GId

Reach lor Stars

Risk 2

Rival Realms

RoboRumble

Roller Coaster Tycoon

Roller Cstr Toy Exp Pk

Rulhless.com

SWAT 2

Sea Dogs

Sentinel Returns

Settlers 4

Seven KlngdmsAncAdv

Seven Kingdoms

Seven Kingdoms 2

03/99 $39.99

04/00 $44.99

05/97 $12.99

12/97 $29.99

10/99 $4899

04/99 $29.99

01/00 $41.99

07/99 $39 99

12/99 $42.99

03/98 $9 99

11/98 $3999

06/93 $25 99

02/98 $1899

05/99 $39.99

11/99 $28.99

03/97 $12.99

01/99 $48.99

04/99 $37.99

11/96 $9.99

OSiOT $28.99

05/00 $39 99

10/99 $44.99

09/99 $44.99

01/99 $27.99

11/97 $19.93

09/99 $45.99

11/99 $44.99

02AI0 $48.99

11/97 $26.99

11/97 $16.99

11/98 $16.99

08/99 $29.99

05/99 $16.99

09/99 $44.99

04/00 $46.99

11/99 $36.99

07/99 $12.99

12/96 $26.99

03/99 $27.99

11/99 $19.99

11/98 $9.99

07/98 $29.99

04/00 $44.99

10/93 $26.99

06/00 $42.99

06/98 $34.99

12/97 $35.99

11/99 $37,99

Shadow Company

Shadow Watch

Shadowpact

Sheep

Sim Theme Park World

SimCItySOOQ

SimMars

Soldiers at War

Sovereign

SlarTrk Armada

Slar Trk Gen Birth Fed

Star Trk New Worlds

SlarTrk Slarlll Comm

StarCon

Starcraft

Starcrafi Brood Wars

Starcraft Heiiibuiior

Stars Supernova

Stars Twinpack

Starship Diplomacy

Stellar Frontier

Submarine Tuans

The Rifi

The Sims

Theme Hosipital

Theme Park

Tola! Annhlln Kingdoms

Total Annihllaiion 2

Toll Annhlln Bhl Teles

Uprising 2

Wages ol War W95

Walt Street Tycoon

WaiiSireei Trader 99

Warol the Worlds

WarBteeds

WatCrah 2 8allle.net Ed

WarTorn

Warcratt 2

Waicrall 3

Wargasni

Warhmmr 40K Chs Gale

Waihmmt 40K Rites War

Warlords 2 DIx

Warlords 3

Warlords 4

Warzone 2100

Worms Armageddon

Beyond the Frontier

COMPUTER GAMES: ROLEPLAY!NG _b| COMPUTER GAMES: WAR

tofsDTx^Voodoo^S'

N' Confront

onsters with

struction as

.ost exciting

Features all

; engine, lull

'Sics. lifelike

crafted

the latest hard-

I support

IP cards.

EA (Roleplaying)

Reiease; 11/99

PC CD

FREE GAME OFFER!

ROLE PLAYIMG
I I

BOARD GAMES
|

'COMMAND & CONQUER 2:

TIBERIAN SUN' New engine,

improved controls, dynamic 3D ter-

Interactive & kinetic battlerield, ion

storms, ice fields & more. Play solo

skirmishes or take on your comput-

er in full Campaign Mode. Connect

v/ilh up to 8 friends over IPX or

LAN, or ona-on-one over modem

EA (Strategy)

Theciiniel^^eek^Mone^rSeinjnde^lo^am^^nsh. COD $8. Price, release, availability, shipping times

the 'per order" charge is charged once per order placed, the 'per item' charge

charged once for Mch Item ordered and the^per sh^pm^anf^ch|ro^^ls

willbeallocated to a 12 issue subscription to I^onipjter Games Strategy Plus.

:all lor details.

jr order, per shipment, and per item basis.

lo 75

'NOX' is a dark & creepy

Actron/RPG set in a bucolic world

that is being corrupted by a wicked

queen of the undead - Hecubah.

Use the innovative True Vision

System to hide in the shadows.

Outwit your opponents with sneaky

spell combinations. Use interactive

environments to set up a strong-

hold. Over 100 diltereni spells &

modes.

EA (Roleplaying)

Release; 11/99

PC CD

PLAHESCAPE TORMENT" An epic

mystery ol an immortal character

who suiters from amnesia &

searches for his own past, identity

& destiny, The player dies, only to

find himself miraculously resurrect-

ed in a strange place with his mem-
ory erased. Curiosity, tear, greed,

survival, sell-detense and revenge

will all take turns driving the char-;

acter toward an unforgettable end.

Interplay (Roleplaying)

^tlTT .T .-k Release: 11/99

PC CD

cimcHipsteirs.iNC CSWIi
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Contact Account Executive Tallie Fishburne

at 415.357.5226; tallie_fishburne@zd.coni

Imagine an IT job

where you make

50% more money
than you make today.

Or go to ^
dice.com and c )

actually find one.

^Hiceeom
High tech jobs online

110,000 high tech jobs, Including your next one.

AN EARTHWEB SERVICE

Pump Up YnuK pp
WHOLESALE SOFTWARE DISTRIBUTORS

1 Ann linn.ii/iyin mbspioneeiiiioad
I OUU UOU ll*|4ta HUNTINGDON VSllEt FA 19006

ADULT CD-ROM • DVD • MPEG • CDI • VHS VIDEO • OVER 1,000 TITLES

VISIT US AT: www.MIdnightCD.com
E-MAIL: Sales(3>Mldnigh1CD.com

PHONE • FAX • E-MAIL FOR FREE DETAILED BROCHURE
• CD-ROM INTERACTIVES / GAMES • • DVD INTERACTIVES / GAMES •

ACE IN THE HOLE S39 SAMUHAI PERVERT 2 DVD S36
A'NAL BLACKJACK $39 VIRTUAL S'X WITH JENNA OVD $36
CYBERSTHIP BLACKJACK $39 - DVD MOVIES -

CYBERSTRIP POKER $39 AWESOME ASIANS DVD 419
DIVA X: KANAKO $39 BLUE MOVIE: WICKED JENNA DVD $29
DIVA X: N'J DE BAHIA $39 CONQUEST DVD 429
HOT & BOTTLED (3 DISK SET) $39 EVERY MAN'S F’TISH DVD 421
POKER PARTY $39 LATEX DVD $27
P'RNO POKER $39 ROCKI ROADS WT DREAMS DVD $24
REFORMATORY (GAY) .$37 TWISTED DVD $24
VIRTUAL S'X WITH ASIA CARRERA $39 - CD-ROM STILLS / IMAGE DISCS -

VIRTUAL S'X WITH JENNA JAMESON ..$39 ADULT IMAGE LIBRARY 2 (2 DISCS) ....S2S

VIRTUAL S'X WITH ROCKI ROADS $39 NUDE CELEBS $29
VIRTUAL S'X WITH FARRAH $39 PRIVATE GIRLS SCHOOL $22

VISA • MASTERCARD • AMERICAN EXPRESS • CHECKS • MrO's

ORDER T01.L FREE AT: 8 0 0- 511-1123
or 323-466-9460 or FAX: 323-466-9464

MIDNIGHT CD, 7336 SANTA MONICA BLVD. - PMB 734
LOS ANGELES, CA 90046 - U.5.A.

FREE SHIPPING WITHIN U.S.A, ON ANYTHING IN THIS ADIII

CALL TODAY TO PLACE YOUR AD IN
COMPUTER GAMING WORLD MARKETPLACE
COMPUTER

GAMING 415-357-5226

ACOMPUTER GAMING WORLD DECEMBER 1999



ADVERTISER INDEX

ESS!
30fx Interactive

aoo'Co.
3D0 Co.

3D0 Co.

'IDQ Co.,

Aclivisipn_

Activision

Activision

Activision

Activision

Activts

Aurnal Semiconductor

Berkeley Systems

Blizzard Entertainment

BUY.COM
Chips & Bits

Cinegram Media Inc.

Cisco

CompUSA
Council on Computing Power

Data Becker

Dell Computer
Diamond Multimedia Systems Inc.

Diamond Multimedia Systems Inc.

Eidos Interactive

Voodoo
Hnroes III Exponsiori Pa,ck

...*tTO.^1?.''.lU;TpY?.i.^Sp,acp

Crusaders

Batitezone II

Soldier of Fortune

Vampire

Quake 111 / WalMart

Dark Reipo 2

A3D
100 Don t Know Jack

Diablo II

BuyPCQames.com
WWW cdmag.nom/chips.html

Search lor the Golden Dolphin

Networker Academies
Retail Store

RAM
KO
Dimension & Inspiron Lines _
ViDcr

Monster Sound

DICE
Omikron

Eidos Interactive

Tomb Raider: The Last Revelation

Thief Gold: The Dark Project

38-39

40-41

Eidos Interactive

Eidos Interactive

Erdos Interactive

Daikalana

Urban Chaos
Eidos Interactive

"44.45

n“'
Eloclronic Arts Sim Theme Park + 164-165

Electronic Arts USAF 192-193

Electronic Arts Sid Meier s Alien Crossfire

3D Graphics

MachV

146-147

Falcon-Northv/esl
177"

Firaxis Games Antielam 153

Flashcom.com DSL Connection

Age of Wonders

htoctiirnoGatherira of Developers 162-163

Galhenn^ of Developers Fly.!

Dual Controller

77

GT Interactive Software

GT Interactive Software

Unreal Tournament

Wheel of Time

136-137

i96-i'97
"

Hasbro Interactivo Diplomacy 131

Hasbro Interactive Civilization II: Test of Time 201

Hypersonic Hypersonic PC 181

irfogrames

Oulca.sl 215
Interplay Productions Inc. Freespace 2 150-151

Interplay Productions Inc. MiG Alley 503
Interolav Productions Inc. Mussiaii 2-3

interplay Produr

,

Iriterplay, Productions, l,nC;

Inierpiay PrqduCtiOris Iric.

Logitech

LucasArts Entertainment Company
LpeasArts Entertainmerit Company
Micrpsoll

Microsoft

’MiC[p,SOft

Microsoft

Mi.crospft

Microsoft

Midnight.CD

Mjndtiia'ker

yPQo!it}LProductiqns_

Monolith Productions

NQypLogipJnc.

NovaLpgieJne.

wrDTA_j;_
.ORJGJN .Sy,st,e_inSt Inc.

Radix,Jnc.

Psygnosis,

Razer Boomslarg,mouse 28-29

Red Storm Eniortainment Rogue Spear 12h

Ripcord Games Soec Oos It 122-123

Saitek Industries Ltd. Motpheous 189

Sci.Fi Cjianriel

SeoaSoft Networks, inc.

Outer Limits

lOsix

63

53
SegaSofl NetworkSj.l,nc.

SeaaSoff Networks. Inc,

jpsix

“lOs’ix

89
Y6i

Sierra Pharaoh 114-116

Swat 3
Sie.rra Sports .lll.3?ear_Racina3 _

Nascar.Legends

Mob Rule

22-23

Simon & Schuster interactive iso

Stargale Spflware„_ Staroate Software

Strateaic Simulations. Inc. Close Combat 4 210-211

Slrateay First

Take 2,ln,t'eractiye .Software,

Talonsoft

Disciples 80

Family of Products 128-129

Talonsoft Midden & Dangerous 204-205

Talonsoft Jaoaed Alliance II 155

Talonsoft Rising Sun 20
The Globe W
Wal-Mart Speed Computer Games 219
Westwood Studios Nox 86 87
Westwood Studios Tibenan Sun Success 35
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by Jeff Green

Insert Your Face Here
So You Wanna Be A Game Journalist? Join My School!

AS a mildly respected member of this field, the

one question I'm asked the most (other than
"what’s that thing on your nose?”) is, "How can

I get your job?”

Believe me, folks—it isn't easy. To reach this pinnacle, to

ascend this dizzying mountaintop, entails a commitment for

which few have the stamina. Like all the tough profes-

sions—medicine, law enforcement, terrorism—game jour-

nalism requires you to give yourself over to something more

than just a job, a paycheck. It is a way of life. Those of us

who have chosen to walk this difficult road have sacrificed

much. A decent salary, for example. A healthy complexion.

The respect of people over age 12.

Yet we walk on.

• • •

Some of you—the few, the proud—may still not be dis-

couraged by this. To you I say “bravo! " To you I say, well,

you just might be crazy enough, brave enough, to be one of

us. Which brings me to my point.

While deep in meditation one recent Saturday morning

—

during the break between Batman Beyond and Pokemon—it

struck me that while tomorrow’s young leaders have more
than ample access to medical schools, law schools, and ter-

rorist Web sites, there is a rather appalling void in our edu-

cation system for the aspiring gaming journalist.

Having recognized this void, 3've decided to “share the

wealth,” as it were, to spread my knowledge and skills

through the formation of the Greenspeak School Of Gaming
Journalism. This fully accredited correspondence course will

teach you, through a series of low-cost tapes and

videos—narrated by entertainment legend Joe

Piscopo—all you need to know to launch a career

in this glamorous profession. Soon you too can

be playing games at home while earning, literal-

ly, hundreds of dollars a year. Here's but a small

sample of the courses I'll be offering;

Introduction To Preview Writing;

Honing Your Cliches

Prerequisites: Proven wiiiingness to step up and take it to

the next level.

This intensive writing workshop will train you in the fun-

damentals of writing game previews. Critical to the course

will be learning how to sprinkle copy with such essential

phrases as “gorgeous 3D graphics," “the next generation of

[insert genre here] games,” and that catch-all closer, “we
can't wait to play it.” Rewriting press releases wiU also be

discussed, as will the best techniques for interviewing

game designers without asking any real questions.

The PR Flak; Friend, Or Spawn Of Satan?

In this reflective 10-part series of seminars, we will exam-

ine the complex, sometimes difficult relationship between

the gaming journalist and the game company public-rela-

tions flak (or "stooge.”) On the one hand, the PR flak will

annoy you endlessly on the phone, demanding covers for

games like REGIS PHILBIN 2D SOLITAIRE. On the other hand,

the flak can prove an invaluable tool for gaining last-minute

access to screen shots, spec sheets, and other pertinent info

that you forgot to get on your own because you were too

busy playing QUAKE 3 all week.

Game Review Workshop; Channeling Your Bitter Jealousy

Prerequisites: Lifelonff hatred of those with more talent

and money than you. Lack of tangible accomplishments

accompanied by need to criticize the hard work of others.

It's well known that game designers and programmers
make lots more money than game journalists. For example,

most can actually afford to eat everyday. Just because they

have more talent and money, though, is no reason to sulk.

In this course we'll teach you how to channel years of

resentment into revenge-exacting game reviews. Yes, in

one evening’s bit of work you can undo three years worth of

a talented person's effort. Even better, you can do it without

actually playing past the first 10 minutes of a game, or

knowing how to fairly critique a product. Specific tech-

niques such as false assumptions, unrealistic expectations,

and unfair comparisons will be discussed.

Stress Management Workshop

The greatest misconception of our profession is that it's

easy. In this course we discuss the often backbreaking pres-

sures of this job, and how best to cope with them. Through
proven psychological methods such as whining, psychopup-

petry, and group hugs, each session will help you come to

terms with different problems. In the first week, we’ll deal

with these topics: How Come Everyone Got An AGE n Beta

But Me?, Lunch Crisis: Taco Bell or Burger King?, and Why
Can’t I Get A Chick Like Lara? Tissues recommended.

• • •

Sounds great, huh? Amazingly, this is but a taste of what
my school has to offer. About the only think you won 't get

here is a Pulitzer Prize—you'll have to earn that yourself!

So what are you waiting for? Send me your money now—
and see you in class!

What Jeff doesn't realize is that the authorities were alerted to

this scam weeks ago, and should he closing in any minute. Send

your favorite ja/Ihouse survjvai rips toieff_green@zd.com. Kd'.'t

V Soon you too can be playing games

at home while earning, literally, hundreds

of dollars a year.A
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Your stereo has reason for concern. Because we can customize your Dell' Dimension'" PC into a true music

monster. The pre-tested and factory-installed Jukebox software lets you download MP3 files off the net and convert

your CD collection. The 512 Voice sound card, combined with Jukebox software provides CD quality ptoyback.

And you con store your entire CD collection on a roomy hard drive and create play lists; no more Fumbling for

that CD you just knew you had yesterdoy. It's one more benefit of the DelUme totol 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 DELr DIMENSION^ xpstsoo
The Audiophile's Nirvana

Intel* Pentium* III Processor at 600MHz 128MB SDRAM at lOOMHz
13.6GB‘ Ultra ATA Hard Drive (7200 RPM) 17" (16.0’ viewable, .26dp) M780 Monitor

IVEW32MB NVIDIA TNT2 M64 AGP Graphics NEW ASX Max" Variable CD-ROM Drive

NEWSB Livel Value Digital with MusicMatch* Jukebox Enhanced Version

A/£W Harman Kardon HK-595 Surround Sound Speakers with Subwoofer

3Com* V.90 56K'' PCI Telephony WinModem
MS" Works Suite 99 with Money 99 Basic

McAfee VirusScan 4.02 MS* Windows* 98, SE

NEW l-Year Dollnet” Internet Access’* with 20MB Online Backup'*

3-Year Limited Warranty’ 1-Year At-Home Service'

d! O QO lo'*' os $62/Mo., 48-Mo. Plan”
JLyjO 7 aS E-VALUE CODE; 89333-501021w

Dell* Recommended Upgrades:

20.4GB* Ultra ATA Hard Drive (7200 RPM). edd S84

Sony 4x/2x/24x CD-RW Drive, add $199

Rio 500 Portable Digital Audio Player, add 5269

1.800.531.2752 MON-SUN: 7A-I1PCT

BE DIRECT’

www.dell4tne.com

Pentium®///

"Monthly payments based on sales price depicted for 48-mo. term at 13.99% APR. NOT ALL BUYERS WILL QUALIFY
FOR THIS APR. APR for qualified customers varies by creditworthiness of customer as determined by Dell

Financial Services LP. Payments exclude taxes and shipping charges that vary. Taxes & shipping charges due
with 1st payment unless included in the amount financed, in which case your monthly payment will be higher.

Purchase Plan offered through Dell Financial Services LP., 14050 Summit Dr., Austin, TX 78728, to U.S. state

residents (including D.C.) with approved credit, excluding AR and MN residents. Availability may be limited or

offer may vary in other states.



BRINGING GRE4T V/ALUES HO/WE

NEW DELL* INSPIRON'’^ 7500

Mobile Desktop

Intel* Celeron'* Processor at 466MH2
15“ SXGA+ Active Matrix Display

SBMB SDRAM 10G6' Ultra ATA Hard Drive

Removable Combo 6X Max'* Variable DVD-ROM and Floppy Drive with

FREE DVD Movlo Offer” 2X AGP 8MB ATI RAGE Mobilitv'"-P 3D Video

a 3D Positional Sound with Wavetable

56K" Capable V.90 WinModem PC Card with XJACK
NEW MS' Office 2000 Small Business Plus Encana

<t O iA O ^ S87/Mo,.48-Mo. Plan"
t “T 7 * E'VALUECOD£:89334-801131g

Dell* Recommended Upgrades:

Dellnet" V/ear Internet Access” with 20MB of Online Backup”, add $129

HASBRO* Interactive Game Pack”, add $79

« CD-R/RW with formatted media, add $350

Inspiron'" Notebooks include:

McAfee VirusScan 4.02 MS* Windows' 96, SE
Lithium Ion Battery Inspiron™ Set-up Video

3-Year Limited Warranty’

DELL* INSPIRON”' 3500

Designed for Value

Intel' Celeron'" Processor at 400MHz 14.V XGA Active Matrix Display

32MB SDRAM 4.8GB‘ Ultra ATA Hard Drive

Modular 24X Max’ Variable CD-ROM
NeoMagic* MagicMedia'" 256AV AGP Video

30 Surround Sound with Wavetable

MS’ Works Suite 99 Software

^ / T70 Cy As low as S49/Mo.,48-Mo. Plan”
I X 7 7 £-VALUECODE:8933<-80ni7

Dell" Recommended Upgrades;

Internal PCI S6K Capable" V.90 Fax Modem, add $59

64MB SDRAM, add $99

Home Reference 4 Pack”, edd $79

NEW DELL* INSPIRON^ 3700

Light Weight. Light Price

Intel* Celeron'" Processor at 466MH2 14.1“ XGA Active Matrix Display

64M8 100MHz SDRAM 6.4GB‘ Ultra ATA Hard Drive

Modular 24X Max' Variable CO-ROM
2X AGP SMB ATI RAGE Mobility'"-M1 3D Video

30 Positional Sound with Wavetable

• MS* Works Suite 99 Softwere

4 O ^00 AslowasS6B/Mo.,48-Mo.Pl3n"

^^ yJ 7 7 ^ E-VALUE CODE: 89334-801 123g

Dell’ Recommended Upgrades:

96MB SDRAM, add $99

Kodak DVC 325 Digital Video Camera, add $129

HASBRO* Interactive Game Pack”, add $79

NEW DELL* INSPIRON^ 7500

Mobile Desktop

Intel’ Celeron'" Processor at 433MH2
15’ XGA Active Matrix Display

64MB 100MHz SDRAM 4,8GB‘ Ultra ATA Hard Drive

Removable Combo 6X Max" Variable DVD-ROM and Floppy Drive with

FREE DVD Movie Offer”

2X AGP SMB ATI RAGE Mobilitv'"-P 3D Video

3D Positional Sound with Wavetable

56K'' Capable V.90 WinModem PC Card with XJACK
NEW MS* Office 2000 Small Business Plus Encarta

O C O JS^ 1 °''^ as S74/Mo.,4a-Mo. Plan"7 a® E-VALUECOD£;89334-801125g

Dell* Recommended Upgrades:

• Upgrade to 96MB SDRAM, add $99

Dellnef* l-Year Internet Access” with 20MB of Online Backup”, add $129

IVfWQuicken* 2000 Power Pack, add $89

USE THE POWER OF THE E-VALUE"' CODE.
Match our latest technology with our latest prices.

Enter the E-VAIUE code online or give it to your sales

rep over the phone, www.deli.co m/e value

Celeron

^Monthly payments based on sales price depicted for 48-mo. term at 13.99% APR. NOT ALL BUYERS WILL QUALIFY FOR THIS
APR. APR for qualified customers varies by creditworthiness of customer as determined by Dell Financial Services LP.

Payments exclude taxes and shipping charges that vary. Taxes & shipping charges due with tst payment unless included in the

amount financed, in which case your monthly payment will be higher. Purchase Plan offered through Dell Financial Services

L.P., 14050 Summit Dr, Austin, TX 78728, to U.S. state residents (including D.C.) with approved credit, excluding AR and MN
residents. Availability may be limited or offer may vary in other states.

Pricing rot discountable. Prices and specifications valid in U.S. only and subjecttocliangc without notice. 'For a complete copy of Guarantees or Llmiiad Warranties, write

Dell USA L.P., Attn: Warranties, One Dell Way, Round Rock.TX 78682, ’At-homo or on-silo service provided via service contract between customer and third-party provider,

and is not available in certain remote areas. Technician dispatched if necossary pursuant to phone-based troubleshooting with technical support personnel, Other condi-

tions apply. ‘For hard drives, GB means 1 billion bytes; total accessible capacity varies depending on operating environmenL ’17X Min. 'lOX Min. '20X Min. '‘2.5X Min.

"Downloadspeedslfmited to 53Kbps. Upload speeds are less (in the 30Kbps rangel and vary by modem manufacturer. Speeds also vary depending on line conditions. Analog
phone line and competible server equipment required. "Includes 150 hours Internet access per month, with $1.50 per hour charge for each hour (or fraction thereof) over



NEW Dell Dimension* xpsiecio

Cutting Edge Technology

NEW Intel* Pentium' III Processor at 600MHz

128MB SDRAM at 100MHz

13-6GB' Ultra ATA Hard Drive (7200 RPM)

• 17” (16.0" viewable, ,2edp) M780 Monitor

N£W32MB NVIDIA TNT2 M64 AGP Graphics

NEWaX Max'” Variable DVD-ROM Drive with FREE DVD Movie Offer"

NEWSB Live! Value Digital with MusicMatch* Jukebox Enhanced Version

harman/kardon HK-195 Speakers

3Com" V,90 56K" PCI Telephony WinModem
WEWl-Yoar Dellnet‘“ Internet Access" with 20MB Oniine Backup"

<t OO OO «« As low BS S61/Mo„ 48-Mo- Plnn"

^^ \J

^

7 In E-VAlUECODEr8g334-50i021x

Dell* Recommended Upgrade:

/VEkVMS* Natural Keyboard Pro. Dell* Edition

Sony 4x/2x/24x CD-RW Drive

Altec Lansing ACS-340 Speakers with Subwoofer

Add S299 E-VALUE CODE; 09334-5OlO23x

The DelUme total ownership experience;

a complete resource for products and

services that make it easy for you to get

the most out of technology. .

DELL4me"

SOFTWARE: Deli offers a variety of software multipacks designed for work,

education or play. Fast Track Game 5-Pack!’ featuring Star Wars Rogue Squadron, S99

Quicken Power 3-Pack,” S89 Choose from one of four Education Packs, S79

PRINTERS: Dell Sim piifies your life and ensures compatibility by pre-installing drivers

for select printers” 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, $199 Intel* PC Camera ProPack, $129

Fuji MX1200, S299

SERVICE AND SUPPORT: DqII offers you the help you need when you need it,

via phone or online. 24x7 phone and online tech support Dimension Premier 3-Year

At-Home Service’, add $99 Inspiron 3-Year On-Site Service’, add $99 Support.dell.com

for innovative online support tools

INTERNET ACCESS AND SERVICES: Oell offers you access to the internet

as well as online services and resources designed to help you make the most of your PC.

Dellnet'" Internet access" with 20MB Online Backup" Simple drag and drop website

creation tool with 12MB storage Over S100 worth of special offers for Deli customers

with popular online retailers.

PAYMENT SOLUTIONS: Oell offers several payment options designed to fit a

wide range of customer needs. Dell Platinum Visa' Card Purchase Plan” E-Check

(automatic checking withdrawal)

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’ 1-Year At-Home Service'

NEW DELL’ DIMENSION* xpstsbo
High Performance, Great Value

Inter Pentium* III Processor at 550MHz

128MB SDRAM at 100MHz 512KB Integrated L2 Cache

13.6GB* Ultra ATA Hard Drive

17" 116.0" viewable. .28dp) M780 Monitor

• NeW32MB NVIDIA TNT2 M64 AGP Graphics

NEW48X Max' Variable CD-ROM Drive

NEWSB Livel Value Digital with MusIcMatch* Jukebox

Enhanced Version

harman/kardon HK-195 Speakers

3Com’ V.90 56K" PCI Telephony WinModem
NEW 1-Year Dellnef" Internet Access" with 20MB Online Backup"

I *70 As low as S63/MO.,48-Mo. Plan"

^ I y O 7 «rT £.VALU£COOE;89334-501018c

Dell* Recommended Upgrade;

NEW32MB Diamond Viper 770 NVIDIA "Ultra" AGP Graphics

NEW8X Max" Variable DVD-ROM Drive

100MB Zip Drive with One Disk

Add $269 E-VALUE CODE: 89334-5D1021c

DELL* DIMENSION* xpsT450
High Performance, Great Value

Intel* Pentium’ III Processor at 450MHz 64MB SDRAM at 100MHz

512KB Integrated L2 Cache 6.4GB‘ Ultra ATA Hard Drive

17” (16.0” viewable, .28dp) M770 Monitor

16M8 3DFX Voodoo3 3000D AGP Graphics Card

40X Max’ Variable CD-ROM Drive

Turtle Beach Montego II A3D'“ 320V Sound Card

harman/kardon HK-195 Speakers

V.90’' 56K PCI DataFax Modem
NEW 1-Year Dellnoi'” Internet Access’* with 20MB Online Backup"

/ "5 OO ^ As low os S40/MO., 48-Mo- Plan"
M JL 7 “ E-VAlUECODE:a3334-501012y

Dell* Recommended Upgrade:

NEWSB Livel Value Digital with MusIcMatch* Jukebox

G,Lite+ V.90 56K Modem"
Altec Lansing ACS-340 Speakers with Subwoofer

Add $209 E-VALUE CODE: 89334.501015y

NEW DELL’ DIMENSION* L400c

Affordable Desktop Solution

Intel’ Celeron’” Processor at 400MHz 32MB SDRAM at 100MHz

128KB Integrated L2 Cache 4.3GB‘ Ultra ATA Hard Drive

NEW 15" (13-8" viewable) E550 Monitor Intel’ 3D AGP Graphics

40X Max' Variable CD-ROM Drive SoundBlaster 64V PCI Sound Card

harman/kardon HK-195 Speakers

• V.SO" 56K PCI DataFax Modem
NEWI-Year Dollnef Internet Access" with 20MB Online Backup"

<t O OO As low 03 S27/MO, ,48-Mo. Plan”^077 aB E-VALUECODE:a9334-50l008v

Dell* Recommended Upgrade;

64MB SDRAM at lOOMHz 6.4GB‘ Ultra ATA Hard Drive

17" (16.0" viewable, .26dp) M780 Monitor

Add $159 E-VALUE CODE; 89334-501010u

l>800aS3l<27'52 mon-sun: 7A-IIPCT

150 hours. Remote subscribers subject to additional charge ot S4.9S for each hour of Oellnel service. Excludes applicable taxes and local/long dis-

tance telephone access fees or charges. Additional SI .00/hour surcharge for Dellnet service in HI and AK. 'Online backup services are provided by

a third party, and such services are provided subject to terms and conditions between such third party and the customer. Limited to 20MB online

storage; additional storage space available at adduional charge. Bell disclaims any responsibility for lost customer data. '’2.4X Min. "Soltwarc, pack-

aging and dooumeniaiion differ from retail versions. "For select Hewlett Packard primers. 'Modem is designed to allow max. download rale In G.Lite

mode of 1.5Mbps, but will vary with line conditions and distance. Activation of the (i.L'te feature on this modem requires a software update via Internet.

G.Lite service is not currently deployed, and once deployed, availability ot G.Lite service will vary by region and Internet Service Provider lISP), and

may differ from V.90 ISP services. Simullaneous use of a single phone line for access and regular voice/lax usage in G.Lite mode may require a line

sphner or filter under certain conditions. Installation of a line splitter must be performed by and is subject to additional fees charged by your local tele-

phone company. "Limited time offer. Includes one ID DVD title (max. S20.00 total value, including tax and shipping charges) with purchase of a new
Dell system with a DVD-ROM drive. Internet access required to register (or the offer; see details at www.dell.conVdellzone. Offer must be redeemed

within 60 days from the date of system invoice. Intel, the Intel Inside logo and Pentium are registered trademarks and Celeron Is a trademark of Intel

Corporation. MS, Microsoft, IntclliMousc and Windows arc registered trademarks of Microsoft Corporation. 3Com is a registered trademark of SCom
Corporation. HP and DeskJet are registered trademarks of Hewlett Packard Corporation. ©1999 Oell Computer Corporation. All rights reserved.

BE DIRECT"

o«M.
www.dell4me.com



SITTING IN I 01
MY COMPUTER^^HOULD
QUALIFY AS AN
EXTREyVIE SPORT.

Your heart beats like an overheated jackhammer. Sweat forms on your forehead. Your dilated left eye twitches.

It's just another normal ofternoon sitting in front of your Dimension*' XPS T-Series Desktop. It's normal becouse

this system offers 700MHr of processing power. The result; stunningly impressive streaming multimedia and

awesome 3D graphics. And when you log on, you can find that everything is cooler ond incredibly more intense.

The latest technology is one more benefit of the DelUme 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^ xpsieoo
The Multi-Media Workout

Intel* Pentium* III Processor at 600MHr 128MB SDRAM at 100MHz 512KB Integrated L2 Cache

27,3GB* Ultra ATA Horci Drive (7200 RPM) 17- (16,0’ viewable, .24-,25AG) P780 Trinitron* Monitor

WfW32M8 Diamond Viper 770D NVIDIA "Ultra" AGP Graphics NEWBX Max'" Variable DVD-ROM Drive

NEWSQ Live! Value Digital with MusicMatch* Jukebox Enhanced Version

(VEWHarman Kardon HK-595 Surround Sound Speakers with Subwoofer

3Com’ V.90 56K'' PCI Telephony WinModem MS* Works Suite 99 with Money 99 Basic

McAfee VirusScan 4.02 MS* Windows* 98, SE NEW MS* Natural Keyboard Pro, Dell* Edition

NEW 1-Year Dollnef" Internet Access'* with 20MB Online Backup'"

3-Year Limited Warranty’ 1-Year Al-Home Service’.

O yfOO As low as $68/Mo,. 48-Mo, Plan’

E-VALUECODE;89332-501024y

Dell* Recommended Upgrade;

WEVV19" (18.0- viewable, .26dp) M990 Monitor

250MB Iomega Zip BUILT-IN Drive with One Disk

G. Lile+ V,90 56K" Modem"
Add $279 EWALUE CODE: 89332-501027y

BE DIRECT"

D01L
1.800.531.2752 MON-SUN: 7A-IIPCT www.dell4nie.coin

Pentium®///

"Monthly payments based on sales price depicted for 48-mo. term at 13.99% APR. NOT ALL BUYERS WILL QUALIFY FOR
THIS APR. APR for qualified customers varies by creditworthiness of customer as determined by Deli Financial Services

L.P. Payments exclude taxes and shipping charges that vary. Taxes & shipping charges due with 1st payment unless

included in the amount financed, in which case your monthly payment will be higher. Purchase Plan offered through Dell

Financial Services LP., 14050 Summit Dr., Austin, TX 78728, to U.S. state residents (including O.C.) with approved credit,

excluding AR and MN residents. Availability may be limited or offer may vary in other states.


