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New Woclcls of Regl-Time Sti-ategic Role-Plgying Action

Actual Ggmeplay Screens

"Every aspect of Sacrifice blew me away. . . . the graphics engine, the unigue

style ofgameplay, the in-4epth storyline." -3DGPi/.com CAugustaooo)

"Sgchfice is ^ stunning ggme, an4 you won't

be 4isappointe4..."
- Gamespy.com CAugust, 2000)

"... checkout the breathtaking eye-can4y-'
- RlvaSP.cotn (August 2000)

"While the game itselFis revolutionary in it's

style, the graphics absolutely blew me away."
_3PCPU.com (August 2000)

"Shiny Entertainment's Sacrifice is in a league

of its own an4 left this avi4 game player

(ust 4rooling." -Tertg.com (August2000)

"1 like Sacrifice. A lot ftntastic gameplay,

inventive i4eas backe4 by even more

inventive character 4esign5..."

-IGN.Com (August 2000)

The game is 4rop~4e34 gorgeous.

It controls easily an4 its unique twist on
gameplay mechanics makes it {ust quirky

enough to stir interest among both casual

an4 har4core players."
- Pglly Raciai’.com (August 2000)

"After spending a good deal oftime playing

Sacrifice, we're as excited as ever about Shiny's

latest opus. It's refreshing to see a developer

that Is committed to inventing innovative

settings for its games."
- Ggme5pot.com (August , 2000)

. It's really rather impressive..,"
- oimgg.com (Septembcf, 2000)

" Not only 4oes the game boast a gorgeous

3P graphics engine, but it exhibits some
smart 4esign an4 gameplay as well."

- FIringsguga.com (August, 2000)

SUMMON CREATURES CAST SPELLS ON YOUR OPPONENT

SACRIFICE © 2000 Shiny Entertainment. All Rights Reserved. Sacrifice is a trademark of Interplay

Entertainment Corp. All rights reserved. Interplay, the Interplay logo and “By Gamers. For Gamers.” are

trademarks of Interplay Entertainment Corp, All other trademarks and copyright are property of their

respective owners.
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dreams of, yet dares not

do—actually drive an

SUV off-road.

Return to Wolfenstein

It's been 10 years since B.J. Blazkowicz

busted Nazi heads in

WOLFENSTEIN 3D. Now B.J. is

I IUU i back, facing a fresh army of

^ hideous Hitlerite henchmen in

true 3D. See why we think this could be

the best single-player shooter since

HALF-LIFE.
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Lean Machines @)
They fly like butterflies, sting like

bees, and they've got price tags that

won’t K.O. your wallet. Six lean,

mean, gaming machines face off in

our annual Ultimate Game Machine

roundup. Find out which machine

scored the TKO.

Battle of Britain 6B
Take the Luft out of the German Waffe in this simulation of the greatest

air battle of all time.

Bragon’s Lair 3B 72
Dirk the Daring comes out of retirement to star in a TOMB-RATDER-like

homage to an arcade classic.

Mystlll: Exile 7B
The most popular adventure game of all time comes back for thirds.

Majestic 80
A game that will send you faxes? Call your cell phone? Contact you via

Instant Messenger? Strange days indeed...

Oiablo 2: Lord of Destruction 86
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Disciples II: Dark Prophecy 92
The undead rise again in this sequel to a strategic sleeper hit.
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The legacy ofauthentic D&D’ aduenturihg

continues: Mew from SSI, the conmny
that practically inuented D&D r^^aytm
on computers, 3D adoenturing in the*9<
Foiiaomn ItrAms' unlike anything

you ve eoer experienced. The Pool of

Radiance, once thought inactive, now

emanates a force making all it touch^l

undead. Discover thepower behind thl^
'

vile resurgence and defeat it Explon

you never thought possible, the rulim^

Eluen City ofMyth Drannor

one of the most trysferl

ous and dangerous

places in the

FoKOormRmMs. tiew spells and
minimized pop-up
interface.
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Rating Pending

Project lEh I'm Eaing In Is the Erst military stealth

shaotortostresscunningandcovertnessoverErepawer.

Sent In: behind enemy lines Err a rouEne track and
capture, you:take am the rale ofDave Llen/elyo:Jones, a
British and’ US operative. Suddenly caugfit between
greed and treason, this assignment evolves lnta_ a sola

mission ofstealthandretaliation. ;

‘

Battle your way through Eastern Europe In pursuit of a
homicidal ex-Bussian Colonel bent on turning Europe into

a radioactive wasteland. An adrenaline pumping plat

keepsyou riveted as you go behind enemy lines to save

the worldEarn nuclear terror!

defeatEnemysurvBlUance, bunkers, tarfi



Ace pilots doTi't settle for cheap thrills.

Real flying is ail about

wrestling the raw powers

||^
of Mother Nature.

Hanging on as you

throttle your engines.

And relishingthe feeling

as your wheels kiss the

tarmac. You’ve never felt

anything tike the new

Sidewinder'^ Force

Feedback 2 joystick.

Using a next-generation

processor, it takes

technology to the limit

by delivering over loo

distinct forces with more

speed and strength than

ever before. Turning

more than 200 force

feedback-enabled game:

into the most intense

gaming experience

imaginable. So the next

time you’re ready to

push the envelope, you’d

better buckle in first.

02000 Mcrosoft Corporation. All rights reserved. Microsoft and SideWinefer are eiinef registered

trademarks or trademarks o1 Microsoll Corporation In the United States and/or other countries.
www.mlcrosoft.com/sidewinder



EDITORIAL

Return to Character

I
just got back from Japan. The big occasion? The Tokyo
Game Show, which is a very big occasion indeed, since it's

open to the public. A big deal for me was how vocally avid

the Japanese are about gaming. Don’t get me wrong—we love

games here in the States, too, but it’s not too often that you see a

computer gaming tradeshow where 15% of the audience is dressed

as their favorite gaming characters.

It got me wondering. Why don’t we see this kind of enthusiasm in

the States? A part of it is undoubtedly cultural. Being an 18-year old

with intimate knowledge of Snake from METAL GEAR SOLID won’t

get you socially ostracized in Japan. It will here.

Especially if you’re in your late teens, or in my
case, almost 30. Exploring this theory would

take an editorial of its ovm, but it basically boils

down to the fact that we still perceive games
and comics and even digital technology as the

domain of the immature or geekish.

Secondly. Japanese games take the time to

develop and build strong, often complex charac-

ters. For some reason—with the exception of

the FINAL FANTASY series and the METAL
GEAR games—deep storyteUing has fallen out

Being an 18-year old with intimate

knowledge of Snake from METAL GEAR

SOLID won’t get you socially ostracized

in Japan. It will here. ^
of favor here in recent years. Our love affair with action games has

been too hot and heavy.

It used to be that PC games were very story intensive, mostly

because they had to compensate for the lack of adequate graphical

representation. Not anymore.

Ironically, one of the most important games ever released

changed that. 1992 was a huge turning point for gaming. That’s the

year that WOLFENSTEIN 3D came out, establishing id Software as

one of the dominant game developers of the 1990’s.

That’s the year many a PC game developer realized that straight-

forward action games could sell hundreds of thousands of units.

The success of DOOM amplified these sentiments.

By the time id released QUAKE in 1996, character-devoid action

games dominated the market. By 1999, character-rich PC games
were extremely scarce.

HALF-LIFE Started to change this. And to come full circle, RETURN
TO CASTLE WOLFENSTEIN, our cover Story this month, should con-

tinue the trend. But you know, neither game will develop the one
Story element that provides the ultimate emotional hook: character.

Gaming needs to rediscover it. Kd'.v

• DECEMBER 20DO
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From the makers oi ihe award winning Pkarach" and

Cdcsar III. comes a cirv-bm'lding game of myrliologi-

cal proportions. I'catiiring more adventures and

gameplav than ever, /.eiis let.s voii interact with the

Olympians. Build a temple to Athena, or summon

rhe hero Perseus to battle the mvthic beast Medusa.

And as your city grt>ws, you can c\’en establish

ctilonics while engaging in diplomacy, or e.xiorcion,

with other city states. With action on land, sea— and

the heavens— Aeus pOM’es that cily-hiiiiding i.sn't just

tor mere mortals anymore.

AVAILABLE NOW

Control the fate of ancient

as you rule cities, defend

and rub elbows with

and Monsters.



TEAM DRIVE,
TEAM DRIVER

EVERYONE

Start in Go-Karts, then advance te Advance threugh the ranks to

F1600. F3 and the uldmate FI's! a WilliamsFI career - or start

there, if yon can hack it.



This is as close as you'll get to real F1 action on your PC without adding

tires and an engine. With actual WilliamsFI racing telemetries, you're

in for the ride of a lifetime. Start as a rookie in the Go-Kart series and

move up the rankings to F1600, F3 and finaiiy become a reai WiiiiamsFt

team driver.To make it this reai, our game designers

had to go the extra mile. Bnt it was the greatest

18.2 seconds of their lives! Coming Soon.
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^ _] Iktiricdnitfl lias been crucllu corruptcfl by the dernnyed ^ueen of IHUrarts*

xAi 4^ * Tite Hflad IFIattcr, JabbcriMich and ntiier familiar cfiaraeters haife become her menacing

millions.* 0ut'-run, outwit, or outfight these twisted characters and confront the sadistic 4!luccn*

Only one of you can suruiue* Traucl through wickedly surreal landscapes wielding an arsenal

of sinister toys, including rapid-fire playing cards and jach-in-the-box bombs» designed by

il^terican HlcOee of Ouahe* and Ouahe fame, and using an enhanced Ouake 111- I’^rena" engine,

l^ierican il'tcOces l!)lice pulls you into a fast-paced, third-person world where horrific

characters and fiendish puszlcs conspire to depriue you of your sanity before they take your life,

l^re you ready for the next chapter of Dlice? €jiSlt SliiCt^Ctl^Com
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Best Letter Ever!

My subscription just started and I must say, CGl^ is a sight to behold, I did almost nothing but play video games when I was

growing up, and even though I'm in prison, I still like to read about all the cool stuff I’m missing.

That's kind of pathetic, huh? I'm so addicted to video games that 1 subscribed to CGW, even though I have at least five more years

to do before I can play any of them, By that time they will be obsolete, and console systems will rule, but I'm looking forward to play-

ing all the games I miss, in chronological order, to see how PC gaming evolved while I was "away." I've been down since '92, so it's

going to be a long list.

Of course, I'll have to rob another armored car to be able to afford it...just kidding! Ha, ha! I would never do that again. From now on

I strictly rob drug dealers. Doh! No, no. I'm retired. Yeah, that's the ticket. ..retired.

Bobby “redrum" Hopper

03771-078 Unit7F

Yes, but They Did Make

Those Crop Circles

Your review of ASHERON’S CALL in the

July issue was entertaining and thorough.

We feel compelled, however, to clarify one

minor point.

Your article references “pyramid schemes”

under a section titled “My Way or the

Amway." The comparison clearly implicates

Amway as a pyramid and this is a highly inac-

curate characterization of our business

model, as the enclosed card explains.

In all likelihood you were not aware that the

Federal Trade Commission (FC) has estab-

lished a legal definition of pyramid schemes.

According to the FC, a pyramid scheme

compensates people for the simple act of

recruiting additional people, regardless of

consumer sales. Pyramid schemes are not

tolerated by the FC, the Securities and

Exchange Commission, the U.S. Postal

Service, and any of the 50 state Attorneys

General, or Amway. In 1 979, the FC found

that the Amway Sales and Marketing Plan is

not a pyramid because it is based on retail

sales to customers. Amway is recognized by

federal and state courts and regulatory agen-

cies as the example to follow for multilevel

marketing plans.

We hope this clarifies matters, and would

appreciate a correction of the inaccuracy.

Anna Bryce

Public Relations

Amway Corporation

Okay, sure. We're sorry. While you're here,

would you like to buy some of George

Jones' Nutrilite products?

Thumbs Up for PipBoy!

I just wanted to make a comment regarding

Dirk Swanson's letter (“Cover Carping,"

November 2000). It’s very obvious that Dirk

is totally unfamiliar with the FALLOUT series

(blasphemy!!!). Otherwise, he would have

instantly recognized PipBoy. Considering the

fact that the issue had a huge story on

FALLOUT, I think the PipBoy cartoon and the

radioactive orange was very apropos. I, for

one, instantly said “Ooooh.„.FALLOUT,..lemme

see!” Keep up the good work, guys!

Anne McKay

Penny Arcade by Mike Krahulik and Jerry Kolkins (www.penny-arcade.cnm)

Mike Krahulik and Jerry Holkins

Win a Monster Gaming System!

raiccn
Northwest

Valued at Almost; SBiOOO!
j Falcon Northwest MACH If FOR MORE

IGHZ AMD THUNDERBIRD PROCESSOR
OETAILS

512MB RAM, 60GB HARD DRIVE AIVO
19-INCH VIElAfSONIC MONITOR COIVXEST
HERCULES 64MB GEFORCE 2 VIDEO CARD

400 WATT KLIPSCH PROMEDIA SPEAKERS
rul.es.

PLUS HP DPIVE. mOEM. KEYBOm. UNO MORE! SEE PAGE 'ISO.

NO PURCHASE NECESSARY.
To enter, log on to www.contest.computergamingworld.com. and fill in your

name and address, e-mail address, and daylime and evening phone numbers, One
entry per person. Entries must be received by December 5, 2000.

Full System Details: AMD Thunderbird lOOOMhz, 256K L2 cache, 5I2MB SDRAM, ATX Midtower, ISM Deskstar 60G8 ATA100 hard dni/e, Viewsomc PF790 t9-inch .25dp

16x12 flat monitor, Hercules 3D Prophet II GTS 64MB GeForce 2, Keytronics 104 Key, Microsoft IntelliMouse Explorer Optical mouse, Creative Labs Soundblaster Live! X-

Gamer sound card, Klipsch Promedia 400-Watt speakers, 3Com V.90 Hardware PCi 'I'.SO modem, Iomega ZIP lOO-meg drive, internal, with one disk, Windows '98 Second

Edition Plus on CD. full version, TEAC 1.44mb floppy drive. 300 Watt povxer supply, 2 extra Ians. MSI K7T Pro 6330, 6 PCI, 0 ISA, ATA100 motherboard.

COMPUTER ERMINE HDRIO cgw.gimeiisl.con > DECEMBER 200U 31
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Internet Sports Leagues
George Jones' recent column about MADDEN 2001 (Inside Sports,

September 2000) states that "From here, it’s only a matter of time before we

see...career modes that play out over multiple seasons, and hype and hoopla

commensurate with real-life sporting events."

I just wanted to let you know that thousands of users are already using the

BASEBALL MOGUL and FOOTBALL MOGUL games to play career-mode simula-

tions. And unlike EA and HIGH HEAT, we’ve already spent years working out the

bugs, and we are focusing our efforts on Internet play, not 3D engines.

A recent Internet search revealed that BASEBALL MOGUL leagues outnumber

any of the other products. Moreover, we are continuing to support the product

and leagues with patches and new versions. A QuickPoll survey of over 1,000

users shows that BASEBALL MOGUL leagues are preferred 5-to-1 over rotis-

serie baseball, and are considered “easier to learn” by an amazing 13-to-1.

So, if your readers want some baseball action in the off-season, they should

pick up BASEBALL MOGUL 2000 at iMonkey.com and join a league!

Clay Dreslough

President, iMonkey.com

Scooter Knows Games...
Just finished Thierry Nguyen 's review of DEUS EX (October 2000). I don't

usually write to the magazines I read, but I felt compelled after this game review.

I bought DEUS EX the first week it was out in my area, and was totally absorbed

as soon as I started playing. So when I saw the 3 1/2 star rating in the review, I

felt it should have been higher. Until I read the review.

Scooter’s analysis of this game was on the money; the Al, crappy frame-rate

at some points, etc. The one thing he did, which I don’t usually get from reviews,

was that he conveyed the fun this game brings

to the player. I agree that maybe some won't be

as forgiving of the flaws, but as the article reads,

it's a game well done and ultimately a fine ride.

Again, great review, and thumbs up for an

sooth Edition!

Your Favorite Gaming Moment

What was your favorite gaming

moment? As part of our countdown to Issue 200, we're inviting

everyone to submit their wildest gaming experience in 200 words

or less. We'll collect the most interesting stories and print them in

a special section of the March issue. Here's your chance to be a

part of gaming history. Write to us at cgwletters@ziffdavis.com.

informative article based not only on all the tech slats of the game, but throwing

in the more relative gamer's opinion: It was fun!!!!

Ken Mall

. . .and Robert Coffey Doesn’t
Please Lord God King Game Designers, don’t listen to the ranlings of

blasphemer Robert Coffey (Inside Strategy, October 2000). Please continue to

innovate the interface of your blessed games. Refrain from using the cookie-

cutter approach to game-interface design, and try something new and innova-

tive. It might not always work, but it's the only way the interface is going to

improve and get belter.

Mike Hansen

Robert Coffey responds: I'm all for innovation. I’ve just played too many

games lately that have bent over backwards to be different and have only suc-

ceeded in creating needless hurdles for their games. Who wants to keep

right-clicking on empty terrain, because the game's funky interface prohibits

you from simply deselecting units? Try something new and innovative? By al!

means, but only if it helps the game and makes sense.
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FREEDOM FORCE could be

the superhero game

we’ve been waiting far

Fifty years of comic books have given us some of

the best stories and characters in fiction, spawning
dozens of books, magazines, and movies (including the

recent X-Men), but not one superhero game has been
worth the box it shipped in. Finally,

we hope, that's about to change.

Irrational Games, creators of last

year's award-winning SYSTEM
SHOCK 2, is taking a very rational

approach to the subject. "We decid-

ed not to license a comic book prop-

erty, which would cut our resources

in half for the game," says Ken
Levine, creative director at

Irrational. "Several of us are huge I

comic book fans, and we love to cre-

ate characters and settings for superheroes, so we
thought we could create a universe as compelling and
detailed as anything we could have licensed."

They plan to create three superhero games, the first

one set in 1962 in New York City. “The early 60s were
the coming-of-age of comics, where heroes had interest-

ing quirks—they were not paragons of virtue," says
Levine. “Our game will be in the style of Steve Ditko’s

Spiderman and Jack Kirby's The Fantastic Four."

The game will use the same engine as the upcoming
BRIDGE COMMANDER and DREAMLAND CHRONICLES:
FREEDOM RIDGE, which supports plenty of graphic

detail in a pannable, zoomable environment. FREEDOM
FORCE will reportedly have much of

1

the visual complexity of FREEDOM RIDGE,

combined with the bustling activity

of SYNDICATE WARS. The Streets will

be filled with traffic and people, the

latter of which are sure to become
hapless victims.

You'll start out with one superhero

with adjustable attributes, and you'll

acquire more heroes throughout the
I game. Taking down the evildoers confers

prestige points to invest in Increasing

your heroes' powers.

When news of trouble reaches headquarters, you’ll

choose up to four superheroes per mission and sweep
into action. Sometimes it'll be henchmen harassing the

crowd; other times it'll be superviliains tearing up parts

of the city. This is where the game should shine:

Everything is being built with destructibility in mind.
Your superheroes will be able to grab a telephone pole

or a bus, and commence with some high-octane ass-

OECEMBER 20D0 • COMPUTER CAMiNG WORLD



The GOOD...
EURO STUDIO WAVE

kicking. Walls will be smashed,

trees uprooted, bystanders injured,

and large structures destroyed.

Depending on their ability, heroes

can fly, burrow, or use force beams
to contend with villains wielding

powers that could be stronger than

that of your heroes.

"You can make a mess, from

knocking over the Statue of Liberty

to taking out the Brooklyn Bridge

—

the scale and scope of these bat-

tles should be huge," says Levine.

Irrational intends to support mul-

tiplayer and a wide range of mods
from users. But for now, they’re

focusing on the basics: story and

Next-Gen Jukebox
Play games, music, or strip poker via

broadband at your local pub

As our wired society hurtles ever closer

towards a merger of The Jetsons with The Matrix,

even the corner bar will have to enter the Internet

age. Don't be surprised the next time you stumble
into your neighborhood watering hole if some biker

dude is swiping his Gold Visa into a spiffy jukebox to

play ZZ Top while he surfs the Net.

But surfing isn't all you can do

acters with interesting motivations

and complexities to them. We're

really working hard to make this

world feel honest and realistic to

the period, on top of making it an

incredible game."

Stay tuned—we’ll bring you

more details as it nears its Winter

2001 release.

the heart of a PC. The
company making the

units, Ecast, is working
with Activision and other

developers to bring parlor

games like Shanghai and

action titles like QUAKE III

to the system, either solo

or multiplayer. Instead

of a mouse, the i-

G.E.M. will have a spe-

cial trackball device

to help you get

your frag fix while

waiting for your

drink. All of the

systems will be

wired with

broadband con-

nections for zippy

performance.

When the tran-

vestite in the corner

starts looking good,

you can serenade “her"

from emusic or rollingstone.com. If you like what you

hear, another swipe will send the CD on its way to

your door via Amazon.
The company has installed 15 units in San

Francisco, Denver, Oakland, Los Angeles, and Dallas,

and plans to roll out an additional 300 throughout the

United States by the end of the year.

Thank Gad far the Eastern

Europeans. While established PC

develapers are leaping like lem-

mings toward

next-gen con-

soles, game

design stu-

dios are pop-

ping up all

over the for-

mer Eastern

bloc. Croatian

developer Croteam is working on

SERIOUS SAM; Russian house Buka

Entertainment is working on

ECHELON; Bohemia Interactive in the

Czech Republic is developing

FLASHPOINT: 1985; and 1C:Maddox

Games is programming a great-

looking flight sim in Moscow (see

page 62). Welcome, comrades!

The BAD...

BUGS IN BILL'S HOUSE
Boy, do we

expect more

from Microsoft.

The company

that proudly pro-

claims its test-

ing ability, and

has an impres-

sive record of releasing clean

games, recently shipped MIOTOWN

MADNESS 2 and CRIMSON SKIES

with bugs. Numerous users have

reported lockup problems with

MM2, and a memory leak in

CRIMSON SKIES can result in the

loss of your career. We hope this is

not a sign of things to come from the

company that has to set the stan-

dard for ail software publishers.

and the UGLY

SDFX'S FUTURE
The picture at 3dfx isn't pretty. The

company reported second-quarter

losses of S100 million. Meanwhile,

TCHOTCHKE OFTHE MONTH
Nvidia's

GeForce 2

Y
es, the CGW editorial staff is a misbegotten aggregate of

seething human balls of hate— but we're future spree killers

with a heart. So thank you Blue Byte for providing us with this

month's tchotchke, an inflatable SETTLERS IV mace that lets us unleash

the white-hot fury bubbling beneath our deceptively benign facades,

providing us with all the visceral thrills of unchecked skull-bashing

homicidal mania, with none of the messy viscera. Now all we
need is a foam rubber Iron Malden, and

our lives will be nearly complete.

way in 3D

perfor-

mance.

None efthe

systems in

this month's Ultimate Game

Machine roundup were 3dfx-pow-

ered. Their next release, the $600

Voodoo 6000, isn't exactly going to

sell like hotcakes. But we hope this

3D pioneer can reverse its fortunes.

I
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read.me

The latest news on a
,

dozen games we’d like to

yank from the bitstream

You might just as well be
naughty as nice this year, because

a lot of games you may have
expected to be ready for gift

wrapping this holiday season are

slipping until next year. Let's take

a look at some of the biggies.

the time to polish the game—we
just hope they can keep their word
and get this cool-looking team-

based shooter out by December.

C&C Renegade

tion soon. Since the engine looked

sharp and ran smoothly the last

time we saw it, we’re guessing

Westwood has found incorporating

the game’s shooter focus while

retaining the feel of the C&C uni-

verse more challenging than

they’d imagined. Rumor has it the

game is still another year off.

Tribes 2
Sierra is going to “extend the

beta appropriately to finesse the

game so it meets the highest stan-

dards." Translated, this means
that Sierra is taking an extra six

weeks to make sure their title

can capitalize on the void creat-

ed by TEAM FORTRESS 2’s

absence and HALO’S defection to

At last, a C&C game that doesn't

resemble all the previous C&C
games! Westwood didn't have
much to say, other than to indicate

that it wouldn’t be out this year

and that they'd have more informa-

Xbox. Much of the extended beta

will be focused on balancing and
performance-abuse testing, but by
giving the team more development

time, they've recently been able to

add whistling mortars and
grenades, new explosion effects,

bases that go dark when genera-

tors are destroyed, moving storm-

fronts that will disrupt the battle-

field, and grav cycles that now can

hover over water as well as sub-

merge. We're glad they’re taking

Duke Nukem Forever
Last month we reported in

Pipeline that 3DRealms recently

advertised for multiplayer program-

mers. We’re hoping that's a sign

that they’re nearing completion

with single-player. Meanwhile,
George Broussard recently posted

an update on the 3DRealms Web
Forums that talks about some of

the weapons in the game.
Nothing's finalized yet, but the mix

sounds similar to DUKE 3Ds, with

the addition of sniper rifle and a

revamped version of the ever-popu-

lar Shrinker. Most weapons are

said to have alternate-fire capabili-

ties as well.

DNF has long been rumored to

include racy content that might
prevent it from being sold at retail,

but in a recent interview with

CGW. Broussard denied that would
be the case. You can expect some
strip club scenes and off-color

remarks, but it’ll be closer to PG-
13 than R.

DNF still has no official release

date, but we think we'll finally

see it by summer of 2001.

El Sid's Games
DINOSAURS and CIVILIZATION III

are coming from you know who,
but neither will be out this year.

“Sid is deep into game creation"

Firaxis told us, which sounds like

he’s either working feverishly or

taking a nap. According to Hasbro
Interactive, we can expect CIV III

in August of 2001, while no date

has been set for DINOSAURS, which
is an EA game.

Dungeon Siege
This action-oriented RPG from

the maker of TOTAL annihilation,
Chris Taylor, and Gas Powered
Games looks like a Summer/Fall
2001 game, Gas Powered recently

got the multiplayer game up
and running. “We are plowing
forward!" Taylor told us. We’re
waiting, Chris!

Anachronox
One thing's for certain, nobody’s

going to be able to accuse

What'S Up With ONI?
This one's a bit of a first. It's still being worked on by Bungie, which is now owned

by Microsoft, but will be published by Take 2 as part of the Bungie purchase agree-

ment. Did they get together and play scissors-paper-rock to decide who owns this

game? No matter who publishes it, you can expect this anime-flavored action game

in January, so take back that copy of DAIKATANA you get for Christmas and exchange

it for ONI!



What's Up With
Max Payne?
"What people saw at E3 and before repre-

sented very little of just how amazing the

game is," says G.O.D. high priest Mike

Wilson. From Remedy in Finland comes this

action game inspired by Hong Kong's John

Woo films, slated for mid-2001. We're told the

level design is basically done and that

Remedy is polishing, polishing, polishing the

game. All that polishing and some quite likely

Xbox development as well (Microsoft has

been showing a lot of MAX PAYNE footage of

late) are what's holding it up, but according

to sources, it would take something major to

delay it past another E3—G.O.D. doesn't want

to take it to the trade show a third time.

ANACHRONOX of being boring when it

ships in Q2 next year. All the parts of

this epic, futuristic RPG are finally

falling into place, and we like what
we’re seeing: a wickedly playful sense

of humor, scads of mini-games includ-

ing a rail shooter and an exotic male dancing

challenge (yes, you read that right), imagina-

tive graphics, and a combat system with very

cool spell effects that easily trumps its console

RPG inspiration. The whole package looks

very promising—we’re just hoping that con-

stant feature creep doesn't delay this baby so

long that gamers lose interest.

Team Fortress 2
"Not the dreaded TEAM FORTRESS 2 ques-

tions,” joked Sierra's press department as

we interrogated them. We didn’t get much
beyond name, rank, and serial number,

other than to confirm that Valve's notorious-

ly high standards (remember, this is a com-

pany that scrapped the first incarnation of

Half-Life and started over from scratch)

are pushing this title until sometime next

year. The game is being refitted with a

brand new engine with the rumor being

that they’ve dropped QUAKE III and
licensed Havok technology (also used in

WARCRAFT III) to depict realistic physics

properties. Take off your shoes and pull up
a chair, it’s going to be a while.

Obi-Wan
Finally, a small saber of hope for us game-

starved gamers. LucasArts said that OBI-

WAN may make it out this year. Yay! Then
they also said, “Until next year early you

may also wait." Drat! Memo to LucasArts:

Stop letting Yoda answer the phones.

Loose Cannon
Another title from Digital Anvil. Tony

Zurovich, the man behind the CRUSADER:
NO REMORSE series, is also behind LOOSE
CANNON, a game which combines driving

and first-person-shooter action. Digital

Anvil is currently taking a step back and
retooling the game to make sure it still

looks current when it ships late next year,

and possibly (much like DA’s real-time strat-

egy CONQUEST: FRONTIER WARS) reevaluat-

ing its overall playability and fun factor.

Freelancer
This is the game Digital Anvil's Chris

Roberts said he wanted to make when he

was making Privateer —now, if we could

figure out

what movie he

was trying to

make when he
made Wing
Commander.
While we don't

think Roberts'

reach extends

his grasp, the

scale of this

space opera

seems to be
more of a chal-

lenge than the team anticipated—witness

the dropping of the very ambitious multi-

player. This one looks like it will docking in

the Fall of 2001.

—Mark Asher and Robert Coffey

December 1985

This issue saw ^
the game

design debut of

a group calling

itself Interplay

Productions,

its first game,

THE BARD'S

TALE, set new standards in role-

playing games for atmosphere and

dungeon design. Now. 15 years

later, Interplay is the undisputed

king of RPG publishing with the

release of BALOUR'S GATE fl. Our

first impressions of BG ft:

Contender for one of the best RPGs

of all-time. Check out the review

next month.

10
December 1990

WING

COMMANDER.

Ah, we get all

warm and tingly

remembering

the rush of a

turning duel

with a Kilrathi

cat-warrior.

What we had forgotten, before re-

reading oiir review in this issue,

was just how revolutionary its

design was. It was the little

things—like seeing your pilot's

hand on-screen reacting to your

own joystick movements: how

training and the save-game func-

tion were integrated into the

game's fiction: how the music

changed dynamically to match the

pace of the action. We'd also for-

gotten that we used to pay S70 a

pop for games. Ouch.

December 1995

Speaking of big

bucks—how

about S12 mil-

lion? That's how

much Origin and

designer Chris

Roberts spent

making WING

COMMANDER IV, our cover subject

for this issue. As far as we know,

that's still the all-time record for

computer game budgets.



TAKE COMMAND AND

Choose from 21- 'Meche' to outfit with 'massive weaponry. Then, lead your
lancemates. in an epic 30-mission, single-player campaign. Or, join a fierce
multiplayer battle for up to 16 MechWarriors. Vengeance will be yours.,

1



Animated Violence



BY GEOFF CRAMMOND
Step into the virtual cockpit of the perfect simulation of the
Formula One Championship Season down to the last damper
and anti-roll bar. It will not be easy. But it will be fast. Screaming
fast. From Monaco to Silverstone, from rookie to ace, from
single player to 4-player speedfest, from checkered flag tc
champagne - GRAND PRIX 3 is the next step up for real racing
fans. Your car is waiting.

e 7000 Hnbio IntericInrE Inc All riglils reserved. Geme Code02000 Genfl Crammond. All ngdls reserved

At Oltcial Product ol the 1938 FIA Formula One World Ctamownsfiip Iterised by Formula One Administratron Hr

'Formula One", formula r, and 'FV. fl*

Formula One World Cnampionsbrp', (togelhe

wllti their foreign translations and permula

re trademarks uMlie Formula One groui

one small step for man...

one screamin
terracing
games.
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THE CGW PROFILE

Jason Hall
I

Monalitiiic Chief may

be worid’s largest geek

SANITY, NO ONE LIVES FOREVER, the LithTech

engine being licensed all over-you guys are on

a rolll

I'd like to believe that, but I really think that this

industry is cyclical and that it just happens to be

that all of these events lined up in a way that

makes it all seem very impressive.

You're like what? T2"l If you played id's John

Carmack in basketball one-on-one, you'd destroy

him, wouldn't you?

Actually, I'm 6'6'!You would think that if I played

him one-on-one I would win, but actually, Carmack

is so fast on the court that to even attempt to stop

him from his drive to the hoop would result in me

catching a pointy elbow to the eye—so I dare not!

If Carmack played you one-on-one in an IQ test,

he'd destroy you, wouldn't he?

We already competed in the 1994 U.S. Mental

Olympics. In the finals, both he and I had to sit fac-

ing each other at an empty table with a drinking

glass in the middle of it. The goal was to push the

glass across the table into the other guy's lap with

only the powers of our minds.We both failed to

accomplish this. I guess we both need to work on

our telekinetic skills. I consider it a draw.

What's with the hair? Extreme male-pattern

baldness?

Hair is for women, or men who can't bench press

more than 300 pounds.

Why is LithTech so hot right now? How many

licenses have you sold?

Well, the quick answer is that

LithTech is hot because it saves developers time

and money. We have sold a number of licenses. I

think we have only publicly announced around

16. 1 may be wrong on that, though...

Your strength is legendary, Is it true that you

threatened to bench-press a reviewer after a

bad BLOOD 2 review?

No. I never threatened anybody. I was at home

with my girlfriend that nighti Those are some

trumped-up charges! I'm innocent I tell you!

Does your girtfriend play games?

Sure - but that could get very x-rated and probably

isn't appropriate for public discussion.

SHOGO and BLOOD 2 were disappointing.'What

happened?

SHOGO and BLOOD 2 did well in their overall game

reviews (SHOGO more so than BLOOD 2), but the

sales of each product were less than spectacular to

be sure. As for what happened. It was probably a

combination of factors like timing, competition,

etc. We'll do better next time!

IceT did the voiceover for SANITY. What was

he like?

Cool guy. Very mellow. A much more knowledge-

able and thoughtful person than you would

expect. He's very creative.

What's this TEX ATOMIC game?

TEX ATOMIC'S BIG BOT BATTLES is for Real

Networks’ Real.com Games. When it's complete,

the game will be available as a free downloadable

demo under SMB.The full version is scheduled for

an Internet release during the first quarter 2001.

Electronic software distribution will be a growing

trend in the future, andTEX ATOMIC'S BIG BOT

BATTLES marks the beginning of our effort to pro-

duce incredibly fun commercial-quality games that

are of the appropriate size and cost for consumers.

How do you make a game that appeals to both the

hardcore gaming crowd and a mainstream audi-

ence?

Generally speaking, you don't.

They're very different groups

with diRerent expectation

CGW PC Gamer CGM Gameuower.coni Gamespot Gameceiilcr Average |

Dark Relan 2 04^ B- A A- B-*- C B+

Does Of War F C C- C- D- 0+
Earth 2150 B-i- A * A- B+ B* A-

Enemy Engaged:

Comanche vs. Hokum A•^ A . A- A B- A

Euoiua B- B B- C B C B-

Icewind Dale A A- B* A- A- B-h A-

KISS: Psycho Circus C B- B+ C C+ C B'

Klinoon Academy B+ 0 C • C* B- C+

Metal Fatique C C+ B- B c+ B- B-

Warlords: Battlecry B* A- A B B+ B+

levels. You can shoot for one of those markets and

put in some elements that may attract members

from the other-but it's a tough goal to achieve,

Very few games have ever been able to appeal to

both the hardcore and mainstream crowds.

What's down the road for Monolhh?

Expect to see more of a push toward console

development. Of course we will maintein our PC

competency, but you can expect strong growth

from us in the console area.

— interview by Mark Asher

ENEMY
ENGAGED: COMANCHE VS. HOKUM,

showing us that while the genre may

be fading, it's not going down without

a fight. Note that the high marks tend

to go either to interesting real-time

strategy games, or to the lone RPG of

the pack. Action games didn't seem to

score as well, and while opinion on

KUNGON ACADEMY was a bit spread

out, everyone agreed on the dog that

was DOGS OF WAR.

* Indicates game has not been rated

• DFCtMBril BODO
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Shopping Online?
Being lazy isn't always wrong. Consider online shop-

ping: Sure, it’s more fun to bag your game in a software

store, but do you really want to spend hours looking for

parking, waiting in line, and then paying full

price for a game you could buy in 10

minutes for less? It's far easier

to order online.

Online shopping is fast,

safe, and relatively cheap.

There are probably 25 good
sites to choose from, most of

which will deliver overnight if you pay
the extra shipping. You always know if the game is in stock,

you can leisurely shop for the best price, and there’s plenty

of information on many of the sites to help with your deci-

sion. Compare this with the shrug you'll get from the sales

clerk who only downloads Mac warez.

THE SIMS for $14.90.) Compuexpert even threw in a

free game.
Shipping fees are also a factor. Most sites charged us

$4-5 for standard delivery within a week.
Outpost.com is the big standout

here, with free overnight

delivery. This meant
Saturday delivery in our

case—you can’t beat that.

They aren't the cheapest,

but their prices are roughly the

same as most other sites. And once
you factor in the free shipping, Outpost.com becomes

extremely attractive.

Barnes&Noble and Compuexpert delivered by the next

working day (Monday). They both charged about the same,
but Compuexpert has the edge because they guarantee
two-day shipping via Fed-Ex for only $4.

Eight online game stores

take the CGW challenge

Fight Back With CGW
We wanted to find out who had the best price and service

online, so we decided to put eight e-tailers to a real-world

test (see chart). We ordered two games (DIABLO II and
MADDEN 2001) from all eight within a one-hour period on
Friday, September 8th. We opted for the standard or default

delivery, which usually meant USPS Priority or UPS Ground.

Most of the sites sent an email confirmation and shipped
the game promptly. We got all of our games within five

working days of the order, except for the deliveries from
EBworld and Egghead. EBworld took issue with the billing

address on our credit card. After sorting it out with them
over the phone, we got the game two weeks after the order

date. Egghead captured our customer information but failed

to record the order, so we dropped them from the list.

Most of the sites charge about the same amount, usually

$40-50 for major new releases. There were some standouts,

though. DIABLO II was $10 less from Compuexpert than on
most other sites—it happened to be the “48 Hour Madness"
special that Compuexpert was running that day. (Other

Madness specials have offered BATTLEZONE 2 for $9,90 and

Rating the Online Game Sellers

Amazon

Barnes & Moble (bn.com)

Bnvpcsofl.com

Chips & Bits (cdman.com)

Compnexpei1.com

Eiectronics Boutique (ebworid.com)

Ootpost.com

e of 1-5, 5 being the best. *Speed of delivery, considering how much we paid for shipping.

Making the Grade
But there's more to a site than price and delivery. The

organization and presentation of game-related content is

also important, as is the quality of the information avail-

able, Amazon leads the field with the best site design and
the best game information, complemented by tons of reader

reviews. Ebworld is also excellent and easy to navigate. At
the other end of the spectrum, Chips & Bits is outdated and
jumbled, but features all of the content from Computer
Games Magazine to peruse.

All of these sites will meet your needs, but we recom-
mend Amazon, Outpost, and Compuexpert for the reasons

stated above. If you know what you want, order your game
from Outpost for the fastest delivery or Compuexpert for the

lowest price. If you want to browse games leisurely, and
perhaps buy other things like books or DVDs, Amazon can
easily swallow an afternoon, but they'll meet all your needs.

Before you place your order, be sure to check the returns

policy—most e-tailers will only refund your purchase if it

remains unopened or if the CDs are defective. Some sites

require that you send the

discs to the publisher

for replacement. A few
sites, such as BN, will

allow you to exchange a

game you didn’t like for

another one.

One last note: Before

you start shopping, you
might want to check the

range of prices at price-

grabber.com to compari-

son-shop. Unfortunately,

not all the above sites

show up. If you’re not

sure if a game has come
out, drop by
gonegold.com to find out

the latest word..

Happy hunting.

Price Sveed/S&H* Site quaiity Overaii



Season on the Brink
CGW picks the Tap 10 games for the holiday season

The times, they are a-changing. Five years ago, the

onset of the PlayStation, Nintendo 64, and the ill-fated

Sega Saturn meant nothing but good things for PC
gamers, as every console game developer scrambled

towards the only stable platform around.

The situation couldn't be more different in the year

2000, Given the PlayStation 2's anticipated success—
despite Sony’s ability to ship only half the projected num-
ber of units by launch—PC and console developers alike

are shifting their focus away from the PC to the theoreti-

cally greener pastures of the Sony, Sega, and even the

Microsoft console platforms.

Even retailers appear to be console-biased. When
asked what they would sell a customer seeking an out-of-

stock PlayStation 2, managers at a San Francisco con-

sumer software store didn't even flinch. “We’d probably

push them towards a Dreamcast," they commented. "It’s

too hard to get PC games working, and Sega has better

games right now.”

Ironically, this year should see one of the strongest,

most diversified collections of PC games in the last five

years. Will this year's batch of A-list games
be enough to recapture the waning attention of game
developers? Considering the two-year development

cycles on most PC games, and next year's influx of the

Xbox and Nintendo’s Game Cube, we may have to wait

until 2002 to know for sure.

For now, judging by CGWs projected best-seller list for

the holiday season, the present day looks pretty spectac-

ular. And by itself, that's a strong, positive sign for PC

gamers. -George Jones

1 Projected Holiday Winners
1. Diablo II

Blizzard reigns supreme. ..again.

2. Who Wants To Be a Millionaire 2
Unfortunate but true. Regis' global domination

continues.

3. The Sims
Everyone who hasn't simmed will.

4. The Sims: Livin' Larqe
Everyone addicted to THE SlMS will have to have it.

5. Baldur's Gate II

The original sold a million games; the sequel can't do

much worse.

6. Crimson Skies
Proof that air-based action games—especially unique

ones—still sell.

7. Frogger 2
Don't underestimate the power of retro-games. And
don't forget about Hasbro's new PAC MAN title...

8. C8(C: Red Alert 2
Even the mediocre reception of C&C 2 won’t dampen
Westwood's sales.

9. Combat Flight Simulator 2
Microsoft knows how to sell the FLIGHT SIMULATOR
franchise.

10. Star Trek Voyager: Elite Force
Her-culesI Her-cuies! A Star Trefc game makes good.

Adjustable for Left-and
Right-handers

Smooth lever throttle,
9 buttons, trigger,
8-WAY hat switch & 3D Twist!

Intuitive Set-up using Saitek's
Powerful SGE software

Totally Adjustable to
custom fit any hand size

The New Standard in

Precision Handling.

Available now at: Babbages. Best Buy,
Comp USA. Electronics Boutique, Freo
Meyer, Fry’s Electronics, Musiclano,
Wizards of the Coast, and other
MAJOR retailers.

compatible WITH;

WINDOWS'"
AND HIGHER
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1?eal s<?u3ds pass -notes

Scream. Howl. Heckle.

The voice, man’s primal

form of communication,

will once again revolutionize

the way battles are won.

With Sidewinder® Game

Voice you’ll talk to and hear

your squad without losing ;

(

a step In an online firefight.^

Set up six different channels '

so you can plot with your

teammates. Or broadcast

abuse across the entire

9 warzone. Taunt ’em. Scare ’em

pfhiShgi Beca'use with the

•if*; ‘f.
power ofSpe'ech, your team’s

fnore like a r,eal squad—
' V • ••

, 7 focusirig,oh the huntand kill.

Instead of the hunt pnd peck.



riHiS MONTH’S TOP 10

PREORDERS
Escape from Monkey Island (lucasarts)

The first Monkey Island 3D graphic

adventure game, with all the humorous
antics and addictive gameplay of the

first three installments.

mmm
F Black S White raEcmowc arts;

Complex in detail, graphically gorgeous, 1
with free-flowing, individualized play. 1
Already voted one of the games that 1

Tribes 2 fsiefirw swoiosj

No armchair generals need apply, since

the action in Tribes 2 promises to be

so fast, you'll need your wits about you

before you charge into the fray.

Pool of Radiance: Ruins of Myth Drannor

(SIERRA STUDIOS] Not your run-of-the-mill,

linear role-playing game. Has a cooper-

ative multiplayer mode and a good deal

of character environment interaction.

UOm

NBA Live 2(101 (electronic arts)

The most visually appealing basketball

game on the PC. Enhanced franchise

mode lets you assume the role of a

general manager.

EverQuesf: The Scars of Velious

(v£ft/!wr/ivr£R/icr/vE;This 2nd expansion is

designed for mid- to high-level players,

and features now zones, new enemies,

new treasures, and an improved interface.

4X4 Evolution (gathering of developers)

A 4x4 racing game that’s all about

rough-and-tumble off-road 4x4 racing.

Features an interesting cross-platform

multiplayer option.

Battle of Britain (take ! interactive)

Brimming with all the details of the

vital air campaign over England in

1940, with literally thousands of pilots

and statistics to boot.

Star Wars Episode 1: Obl-Wan ilucasarts)

Follow the adventures of the young
Obi-Wan as he learns the ways

of a Jedi knight and the awesome
power of the Force.

Half-LHe: Counterstrika (sierra studios)

This mod is now the newest game for

Half-Life! Join a terrorist or anti-terrorist

assault squad and play hostage rescue,

assassination, or just blast the enemy!

(THIS MONTH’S TOP 10 )

,

Star Trek Voyager: Elite Force (Activision)

An outstanding first-person shooter

that pits the Voyager crew against

Klingon scavengers, the Borg menace,
and other sinister forces.

Crimson Skies (Microsoft)

An air-combat game set in thel 930s
with slick, tricked-out prop aircraft, a

nutty pulp-fiction storyline, and a '30s-

era Big Band/swing soundtrack.

Rainbow Six: Cover Ops Essentials (ubisoftj

This is a stand-alone mission pack that

includes new levels as well as historical

information about counterterrorism from

1970 to the present.

Madden NFL 2001 (ea sports)

With much improved graphics, this

game offers the most complete online

football experience available, as well a:

scrimmage and ranking modes.

NASCAR Heat (hasbro interactive)

A thoroughly immersive and brutally

honest driving experience. Even rum

practice laps or chasing the pros is

worth the price of the game.

ing

The Sims: Livin' large (electronic arts)

More character skins, more career

paths, more home furnishings, and
more of the original game's quirky,

sarcastic humor.

Dukes of Hazzard: Racing for Home
(southpeak INTERACTIVE) Fans of the 70's

TV show will enjoy this one, where the

adventures of the Dukes of Hazzard are

turned into a mission-based driving game.

Homeworld: Cataclysm (sierra studios)

The beautiful graphics, top-notch

sound, and 3D play mechanics of the

first Homeworld remain intact, but now
enhanced by deeper gameplay.

Star Trek: New Worlds (interplay)

Witness colony life at the most funda-

mental level as you go on missions that

require you to build colonies capable

of making vehicles and structures.

Panzer General III: Scorched Earth

(mindscape) Your skill and experience as

a tank commander is tested ir

armored warfare of the Eastern Front

campaign of World War II

iamazon.com:
Get thousands of game titles at up to 50% off at amazon.com/videogames



WHAT WE’RE PLAYING
Midtown Madness 2

Microsoft's arcade-stylo racing game is

fantasy role-playing at its best: driving

in San Francisco with no traffic or SUVs

or morons talking on cell phones. Biit

where's Pac Bell Park and the CflF

building?

DIABLO II and ICEWIND DALE were just

appetizers for the monstrosity that is

BALDUR'S gate 11. This RPG has the word

“epic" written all over it, and tiiiite a few

staffers have been seen clicking

around Chapter Two, which means we still

have, oh, about 1 20 hours of gameplay left

The original game was probably more

respected than played around the CffH'

offices, but the highly original missions

and gorgeous spacescapes of the follow-

up has hooked more than one space

cadet on staff.

An exciting, fun, polished first-person

shooter with all the subplots of a Star

M episode and more depth than any

movie-licensed game. Beams you into

the world of pointy-ear Vulcans, and -

believe it or not - makes it cool to be

a Trekkie.

Unreal Tournament: Strike Rirce

Just when we thought it was safe to

shelve UT, this mod came along and

enslaved half our staff. Borrowing the

best elements from ROGUE SPEAR and

HALF-LIFE, STRIKE FORCE combines real-

world weapons with some great level

design, crealing an addictive laotica! sim.

Don’t say we didn’t warn you.

I

t’s an earth-shaking month here in the Top 40. me sense of order, conti-

nuity, and predidabiiity that has ruled our lives has been ripped apart by

DIABLO II displacing HALF-LIFE at #1. Ye gods! it's been over a year since

we've seen anything but Half-Life on top - what does this mean? It means

Blizzard has done it again.

Most of the other changes are minor, with the exception of two superb

add-ons that made their debut this month: THE CONQUERORS and

CATACLYSM. Both are worth your time and money. CRIMSON SKIES and

BALDUR'S GATE II just missed this poll, so watch for them next month.

22 19

23 2B

30

31

32 -

33 26

34 14

35 30

36 35

37 -

36 40

39 -

40 37

Diablo II Havas....

Half-Life Havas ....

StarCraft: Brood War Havas

Age of Empires M: Age of Kings Microsoft

Unreal Tournament Epic/GT

Rainbow Six: Rogue Spear Red Storm

Baldur’s Gate interplay ..

The Sims Electronic Arts ....

Homeworld Havas

Quake III Arena Activision

Deus Ex Eidos

Final Fantasy VM Eidos

Age of Empires II: The Conquerors Microsoft..

Half-Life: Opposing Force Havas

Heroes of Might & Magic III 3D0

Sid Meier’s Alpha Centauri Rraxis

Icewind Dale Interplay ...

Fallout 2 Interplay

Planescape: Torment Interplay

Final Fantasy VMI Eidos

System Shock 2 Electronic Arts

Thief: The Dark Project Eidos

Thief 2 Eidos

Baldur’s Gate: Tales of the Sword Coast Interplay

SimCity 3000 Electronic Arts

Grim Fandango LucasArts

Need for Speed: Porsche Unleashed Electronic Arts ....

Rainbow Six: Covert Ops Red Storm

Roller Coaster Tycoon Hasbro

MechWarrior 3 Hasbro

Worms Armageddon Hasbro..

Homeworld: Cataclysm Havas

Command & Conquer: TiberianSun Elecfronic Arts

Soldier of Fortune Activision....

Freespace 2 Interplay

Age of Empires: Rise of Rome Microsoft

Heroes ill: Armageddon’s Blade 300

Dungeon Keeper II Electronic Arts

Caesar III Havas

Shogun: Total War Electronic Arts

WE WANT YOU!
Uote in the Top 40 Games poll at www.computeraam
ina.com. The more people who vote, the better the

results, but please vote only once per month.

IWTRITWlTftHn • DECEMBLR ZDOO



Work alone or tqfetlier with -other captains of your Star Ei

to disruptjpneniy shipping^-suppress Orion Krate^
capture planets aitdAkiltm^Iy^ t^i^n^uer hostiiafcioife

KLINQON'
EMPIRE

lyhan"
EMPIRE

mydhan"
KINOOOM

INTERSTELLAR
CDNCDRDIUM”'

MIRAK*
STAR LEA3UE

ONLINE METAVERSE^

MAEmiNG SYSTEM
Vie for control of the galaxy-

through territorial expansion.^and economic domination

Single playy* - 75 missj^BHIro cxplpre —
Real time damage tjSmires^

Dynamic coiored iighting/fom weapons, expiosions and stars

Ships and pianets come with luminosity mapping

With 8 Star Empiies yoU; command 1000+ variations of ships

and other spacecrafffreptesented by over 90 unique 3D models
k

Multiplayer options include Metaverse” campaigns at

flipside.com or battleRtrsitig MPIayer,TCP/IP

New -classes ittde FIGHTERS, ESCORTS,

FAST PATROL SHIPS, TENDERS and CARRIERS

The Mirak Star League, ancient enemies of the Lyran Star Empire,

joins the galactic war with fighters, carriers and twice the missiles.

Meanwhile the Orgaiiians liave returned, orchestrating tlie rise of the

single-minded "peacemakers" of the Interstellar Concordium. The ISC's

Plasmatic Pulsar Device is a key element of their brand of peace.





||ipeliii0 Software development Is an Inexact science, so pinning down reiease dates is like predicting

Madonna's next persona. These dates represent the best available Info we had at press time, if

you're a publisher, send your updates to: cgwpipeline@zlffdavis.com.

BLACK & WHITE; Was set to debut some-
time in November, just (n time for gamers to

give thanks to Lionhead for producing such a

unique game. But a combination of development

issues and the overcrowding of the market

made lionhead push the release to next Spring.

have a publisher, though.

X-COM: AUIANCE; Without saying why, Hasbro
announced that this formerly winter release is

now a spring 2001 reiease. Our guess is that the

artiflciai Intelligence is probably the culprit.

BLAIB WITCH CHHONICLES VOLUME 1: RUSTIN PARC: Even

though the NOCTURNE engine was adjusted to no
longer require a Cray computer, this game still

runs on the pokey side.

Croteam has delayed their multiplayer test in

order to tighten the network code.

Black tWhita!:^ Escape From Monkey Island

DREAMUND CHRONICLES; FREEDOM RIDGE; The physiCS

engine is the focus of the Mythos team for

DREAMLAND. That Is, they’re focusing on inte-

grating the physics engine into that good ol'

X-COM-style

ESCAPE FROM MONKEY

ISLAND; Must be in the home
stretch, because LucasArts

has released the demo, and

for them, that’s a fair indica-

tion that the game is almost

done.

^ 4 ^

/ r .

gameplay. They

officially pushed

the release date

to around Easter

of next year. SWAT 3; Elite Edition

SERIOUS SAM; While the

game itself is still on-track for

its spring 2001 release, the

multiplayer is lagging a bit.

WIZAHORY VIII:

They're still

going. The game
Is in the late

stages, and is

about to enter the

“polishing” stage.

They still don't

SWAT 3: ELITE EDITION: This should be

out by the time you’re reading this, which
means that owners of the original SWAT 3

should be able to download the enhance-
ments. Either way, you can finally take on

missions with some buddies, thanks to the

multiplayer additions.

4x4 Evolution G.0.0. Winter 2000 Elder Scrolls; Morrowind Bethesda Winter 2001 Praetotisns Eidos March 2001

American McGee’s Alice EA Winter 2000 Emoira Earth Sierra

UPDATE Anachrenox Eidos Summer 2001 Escape From Monkey Island LucasArts Winter 2000 Red Faction THQ Snrinn2001

1 Ann McCaftrey’s Freedom:

F!rsAR«Ulancfl.Red Storm.. ',1

'

,

D8cember.20J10

Fallout Tactics: Brother. 01 Steel Inlerolav

FIvI II G.O.D.

Spring 2001 Return To Wallenstein Activision Novembor 2000

Winter 2000 Rune 0.0.0. November 2000

Aroanuni Sierra Fahniaiy 2

B-17 flying Fortress Hasbro WIntar 200

BalllecruiserMiHeMum.^OP,^ Inc. Dacembar

Batlle Isle: The Andosia War Blue Byte Fall 2DD0

Batlle Isl e: Dartapace Blue Pyle Spring 200

Battla 01 Brilain Howan Winter 211(1

Battle Realms Crave Enteftainment
, Summer 21

618^,4 While JA March 200

Blair Witch ProjecUs) G.0,D. Winter 2W

CivlllMtion: Call To Power 2 Actwisinn Wnter 200

GlLMBa!keriyncljing..EA Fih,_2Dgr

Close Combat: Ulah^aBaJiMitlel Winter ,200

Combat Right Simu lator 2 Microsott Winter 200

Command 4 Conquer: Red Alort 2 Westwooii Novembe r

:

ypOATE Command 4 Conquer: Renegade Wwootf Winter 20D

Comrnandos.2.||d(JS. November

:

“"*”_CoiquesJ:.FrqnJierWare^ Winter 200

O esltoYBr Command Matte l Winter 200

Deu$ Ex_2_|idos Winter 200

Diablo II Expansion Blizzard Spring 2 Qfl

Dragon’s Lair 3D Blue Byte Ap ril 2001

I Ofeamjand Chron: Frerioni iilw Bethesda May 2001

I

uPDaii
Fo rever 3D Realms Summer 20

DungeDn Siege MJctdsoII August 200

Echelon Bethesda Winter 200

1

UPDATE Freelancer Microsolt

Galactic Commander Online 30DOAO Inc. Summer 2001

Giants: Citium Kabuto Inlerolav Winter 2000

NEW Ground Control: Dark Conspiracy Sierra Winter 2000

Halo Bungle January 2001

Harpoon 4 SSI Spring 2001

UPDATE Hitman; Code 47 Eidos

NEW Icewind Dale; Heart Of Winter Intemlav Winter 2000

IL-2 Sturmovlk Blue Bvic Spring 2001

I’m Going In Eidos Novamber 2000

legends Of Might 4 Magic 300 Winter 2000

Loose Cannon Microsott Fill 2001111 i1 Soring 2001

NEW Majestic EA Summer 2001

UPDATE Max Pavne G.0.0. Summer 2001

MechCommander 2 Microsoft

MechWarrior 4 Micrasolt Winter 2000

Motor City Onlioo Electronic Arts Soring 2001

NEW Mvst III Mattel Sorinn 2001

NASCAR Racing 4 Sierra Spring 2001

Naverwinler Nlnhls Intemlav Summer 2001

No One Lives Forever Fox Interacllve December 2000

UPDATE
0|)j QungjQ January 2000

Pool Of Radiance II SSI Winter 2000

NEW Serious Sam G,O.D, Spring 2gpJ

Sea Dogs Setliesda WinLarJOUp

Settlers IV Blue Byte November 2D00

VPDAT6 Sid Meier’s Civilization III Hasbro August,2001

Sid Malar's Dinosaurl Hrasis Winter 20D 1

Sigma MiergsoH _ Fall 2001

SUenl, Hunter H SSI Sujnmer Z001_

SimsyRIe.JA,, Spring 2^001

-
Sovereign Sony O nline Summer 2001

Squad leader Hasbro Wnter 2000„ „
Startgpja Eidos December 20QD

star Trek Bridge Command Activision Summer 2001

Star Wan Episode I: Phi-Wan LucasArts Winter 2000

Star Wars Online Verant Winter 2001

Summener THQ _ Soring 2001

Team Fortress 2 Sierra ^^I^J
Th_e_Wqrid l8_Nqt.En,ouoh EA ^nler 2000

Thief II I Eidus Winter 2001

Throne pi .Daikness^ierm Winter 2Mig

UPOATC Tribes 2 Sierra Winter 2000 _
Trppjqq.pm _M8rch_20gi,

WarCrell ill Blizzard Summer 2001

Warlords IV Mattel Spring 2001

Walerloo Breakaway Gaines
_

Winter 2000

UPDATE X-COM: Alliance Hasbro Spring 2001

Winter 2000

Winter 2000

_M8rch_20gi,

Summer 2001

Spring 200t

Winter 2000

Spring 2001
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In light of Lara's recent disappearance, those closest to

her gather together at the Croft Estatd^n a gray, rainy

day for a memorial service in her hon<^r. Afterwards, the

friends sit quietly together in the study of the' Croft

Mansion and provide new insightsl abput Lara's past

exploits that have until now remained a^se^ret.
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QUICK TAKES ON GAMES IN THE WORKS

Tomb Raider
Chronicles
III You know those TV shows toward the end of

the season, when the producers combine a bunch

of “best of” clips because the writers ran out of

ideas? That's about the same feeling you'll gel in

Tomb raider chronicles, where the "present

day" Lara has disappeared, so all you can do is

play the flashbacks. Fortunately, these are all-new

settings, like a Russian U-boat, Rome, and a

teched-out

I
,

V futuristic city,

^
. and Lara will

, ^
have access to

^ some brand-new

weapons, includ-

ing a sniper rifle

and chloroform. Chronicles will also include a level

editor, so you'll be able to design your own levels if

you don’t like the ones in the game.

As to where Ms. Croft has disappeared, rest

assured that all will be revealed in a future episode

of the game...or perhaps in Angelina Jolie’s

upcoming Tomb /?a/der movie, (www.eidos.com)

11-2

Sturmovik
With Microsoft's superiority in

the silicon skies, only the Russians

would be crazy enough to take them

on. Fortunately for us, that’s just what

they’re doing. A Russian development

group called 1C:Maddox Games has

dusted off the 11-2 Sturmovik "flying

tank" Russia used to defend itself

against Germany in WWII, and they're

using it as the centerpiece in a

painstakingly detailed sim that focuses

on the long-overlooked Eastern Front.

Sturmovik (“stormer") looks

almost as good as Microsoft's

COMBAT FLIGHT SIMULATOR 2, and

boasts as many features. Maddox

promises excellent flight dynamics,

scaleable difficulty levels, and person-

alized paint schemes and nose art.

You'll be able to fly 1 7 different aircraft

and dogfight with up to 32 players, as

well as take the rear-gunner position

of the 11-2, To reflect the plane's close-

in ground support role, a large num-

ber of ground- and naval-attack

missions will be included. Watch for

the stormer coming in fast and low

next spring.

(www.bluebyte.com)

DICIMBER 2DD0 • tgw.ginii



n/licrosoft Train

Simulator

Links 2001
LINKS 2001 is a wholesale upgrade to the respected LINKS franchise, most notably

in its beautifully enhanced graphics engine. Everything from golfer animations to satellite

green surveys have been updated and improved. But hardcore golf nuts will be most

impressed by the full-featured - yet easy-

to-use - Arnold Palmer Course Designer

Architect included with the game.

For more info, go to

www.microsoft.com/

games/link52001/.

Sosa’s

eat 2002
end of the 2000 Major League

lUt it’s not too early for our first look

tion of our favorite computer baseball

2002 promises some significant

est baseball game ever, including an

engine, animated base coaches, play-

nferences on the mound, a new pitch*

and an enhanced user interface. As

ly wait. Coming next spring.

Ill As anachronistic as they may seem in our

frenetic jet-and-lnternet age, the romance of the rails

still evokes a powerful lure. Witness the popularity of

Stephen Ambrose's Nothing Like It In The World,

describing the building of the transcontinental rail-

road-#! on the NY Times non-fiction list for the last

three weeks.

MICROSOFT TRAIN SIMULATOR is the most

ambitious attempt yet to recreate the experience of

riding the rails. You can take the controls of nine

different trains - from steam locomotives and

modern diesels to high speed “bullet trains" - and

operate them the way an engineer would, or enjoy

the views as a passenger or bystander. Microsoft

is laying 600 miles of track from around the world

to depict the scenery and towns of six famous

routes, and editing tools will let model railroaders

build any route they desire. Listen for that whistle

blowin' next Spring.

BTPffTJfWIHPWfflH^^w.iamejpot.cen • OECtMSER ?0BD



f%cient EnemiMiRr6zeft

An entirely new continent of beautiful and deadly glaciers and
ice flows, many new races of creatures to combat, dragons to

confront and quests to solve combine into one of the most com-

pelling expansion packs ever released.

* New frozen continent "Velious" located south of Antonica.
* 1

6

new advanced adventure zones including: ice caves, crystal caverns,

crypts, dungeons and frozen towers.

* New enemies including' Frost Qiants, Ice Dragons, Snow Ores, Cave ,

Bears, Snowfang C/iiolls, Storm Qiants and vicious Ottermcn.
* A more detailed playing environment with three times the amount of

polygons and larger textures than the current EverQuest world.
* Full version of either EverQuest or Ruins of Kunark required.

&-2000 Sony Computet Enlortsmmenl Amurica Inc EvorQusst is a (egis|ei«d

Iraoemartc atxi Scars el Velious is a trademark ol Sony Computer Enlertatnmer
America Ino. Veront Meladivsand Veiani Interactive logo are trademarks ol

Veram Inieraellve.' The StaOdn is a legisleied liHdemark of &ny Online
Ent^rtammenl Inc^ AH. rights r,9serve0, Sony Computet EnleitainiTient logo is a
resIS&ied trademartf-'ol Sony Collation...
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Battle of Britain
MiG ALLEY follow-up hits closer to home by Gordon Berg

“Never in the field of human conflict was so much owed by so

many to so few.” -Winston Churchill

More appropriate words were never spoken in

describing how the RAF defeated the

Luftwaffe above the skies of England. On the

brink of destruction and with the fate of a nation hanging in

the balance, the overwhelmingly outnumbered pilots of the

RAF dashed Hitler’s hopes of invasion. This year marks the

Battle of Britain’s 60th anniversary, and Rowan Software wants

you to relive that storied struggle.

With 13 years’ experience in the simulation business—and

being British—the folk at Rowan feel they can do justice to the

most famous air conflict of all time. If the preview build I’ve

GENRE: Simulation

RELEASE DATE: 04 00

been flying is any indication, PUBLISHEH- Eimlrt Intemlive
.

BATTLE OF BRITAIM (BOB) DEVEIOPEB: Rtusn Soilware

will do justice and then some,

surpassing even the quality of last year's Sim of the Year,

Rowan’s MIG ALLEY.

It can only be a good thing that BOB will employ a modified

MiG ALLEY engine that makes improvements in just about

every facet. BOB will have better-looking terrain with an

increased distance to the horizon, interactive 3D cockpits with

functional switches and levers, and the introduction of 3D

clouds into which planes can make their escape. But what will

truly set BOB apart from its contemporaries will be the scale of

battle. Some of the worst raids encountered by the British

during the battle involved as many as 1,000 attacking planes;
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where? When do you let your weary

pilots rest? As the Luftwaffe

Commander, what will you do differ-

ently? Can you make the Stuka more

effective? Is it truly possible to knock

out Britain's early-warning network?

Can you avoid repeating history?

Whether you're playing the role of

the Commander or pilot, the cam-

paign is played out in a real-time war

room that comes alive with reports of

potential raids and the calling out of

likely targets and anticipated

responses. Triggers can be set that

determine when you fly: on take off,

once planes have reached the coast,

once the enemy has been spotted,

etc. Those of you who just want to

fight can let the AI do all the tasking,

freeing you to simply choose when

you go up into the air. And in the air

is where BOB will truly shine. Even

in this late-alpha build of tlie game,

it’s obvious that this is a sim that

lives up to the Rowan pedigree. Like

MIG ALLEY before it, the dogfighting

is just plain fun. The radio chatter

gives the sim life, and the friendly

and enemy AI fly so believably that

you can't help but get sucked in.

Can I Have a Quickie?

Single missions will be included for

those who don’t have time for a full

campaign. These encompass training

missions as well as historic reenact-

ments—including the massive final

raid on September 15th, 1940. These

missions are also multiplayer-

capable, in addition to the team-play

and deathmatch multiplayer options.

BATTLE OF BRITAIN wiU have com-

petition from two other WWn sims

when released this holiday season.

But given what I’ve seen of the

work-in-progress, I’ve little doubt

that BOB will hold its own against

even the toughest odds, and deliver

the finest hours of air combat we’ve

seen in a good long whUe.

You, a Hurricane. and...1.Q00 Germans.

Rowan’s BOB will put those same num-

bers onto your computer screen! Even

more amazing is how Rowan has

pulled off believable AI behavior with

this many planes in the air, without

murdering the graphics frame-rate.

UNDER-ACHIEUER Tiie Ju87 Stuka was a terror over Poland, iiul

ineffective in England.

The Glorious Few

Five of the planes modeled in BOB
will be player-flyable, and you’ll also

have the option to man individual gun-

ner positions in the German bombers.

The British aircraft include the famous

Supermarine Spitfire and the true

workhorse of the battle, the Hawker

Hurricane. Although the Spitfire is the

better known of the two, it was the

Hurricane that shot down the lion’s

share of German aircraft in the conflict.

For the Germans, you can fly the

Mel09, the twin-engine MellO, or the

Ju87 Stuka dive-bomber. The hardcore

crowd has long been acquainted with

Rowan's dedication to providing phe-

nomenally intricate and accurate flight

models in their simulations, but BOB
will offer a friendly arcade mode as

well. With the option to customize aU of

the individual factors that comprise the

flight model and combat environment,

those new to flight sims can provide

themselves with greater challenges

down the line.

Choose Your

Although BOB is a historical sim, the

campaign itself is dynamic and unpre-

dictable—a different fate could be in

store for the once-mighty British

Empire, In 1940, the Luftwaffe nearly

broke the back of the RAF to pave the

way for invasion. If it wasn’t for Hitler’s

insistence on bombing London instead

of maintaining the continuous attacks

against factories and airfields, the RAF
might never have recovered. The cam-

paign can be set to reflea this blunder

by forcing the German forces to oper-

ate within the appropriate historical

context; or, it can be let loose of

history’s shackles, enabling you

to wage war with the benefit of

60 years of hindsight.

Taking direa command of the

war effort is a game unto itself.

Those up to the challenge will

be responsible for marshalling

Britain’s limited resources

against the seemingly non-stop

raids Germany launched against

shipping lanes, radar towers,

RAF airfields, and eventually

London itself. Which raid is a

"decoy" to draw up the precious

few RAF fighters? How many

planes do you send and to

NERVE CENTER BOG’S Operations Room, where all of (lie

action unfolds in realtime, uses plotting tables with historically

correct markers.

THE SWARM

UNDERSTUDY The Me-110 lighter was forced into a dive-bomber

role to replace the Stuka.

GOING DOWN This guy Is on the wrong end of the fight

• DECtMBEII 2030



Sega Rally now You know, like the

available on PC. one in your office.

Customize your car's setup
for maximum velocity and

perfect handling.

Leave the competition in Tackle 21 white -knuckled
the dust. Unless it's courses - day or night,
raining or snowing - through all kinds of weather
then let 'em eat mud

I



^UPlOKSHi^.

Sega's hottest racing game ever is now available on PC.

Get ready for that road-ohewing, dirt-spitting action

you've come to expect. With a fully customizable car, you
might even survive to see the checkered flag. Race the

computer or challenge your friends over the Internet.

And remember, if too much Sega Rally gets you fired from

your job... it works great on home computers too.
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DUNE’

Caladait
iFeafurecrGameworld
L*I.ih''a''series of 4

pn^Game
Visit www.westwood.com
for more information.

• Experience

Intuitive controls

and a familiar

interface.

Command one of 3 unique sides

that fits your style of play, be it

honor, evil or deceit.

Q Build alliances with any of 5

powerful subgroups to gain

access to bizarre new
technologies and units.

:
Do real-time battle on over 4

^
unique worlds as you plot your

course to the Imperial Throne.

j Create exciting tactical situations

using diverse new units, such as

the towering Kobra cannon and

the hulking Minotaurus tank.

2 Lead your forces through both

large-scale planetary strategies

and cunning ground-level tactics.

p Plunge into the full 3D universe

of Dune - one of the greatest

science fiction sagas of ail time.

Wage multiplayer war on the

internet or cooperatively in

campaign mode.

•I
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Can an old hero rescue
third-person action gaming?

by Robert Coffey

I
f Blue Byte can squeeze a couple slices of crappy
pizza, a minimum-wage job, and a chain-

smoking, mildly-psychotic girlfriend with an
oddly beguiling lisp into the DRAGON'S LAIR 3D box,

then I will declare that, yea, verily, these mortals have

o'erleapt the swift running rivers of time and space and have

perfected time travel. No classic game updated for today’s PC
has come close to recapturing the giddy, quarter-popping

frenzy of our arcade-haunted youth, but by recreating and

reinventing its source material, DRAGON’S LAIR 3D seems

poised to succeed where ASTEROIDS and CENTIPEDE 3D failed.

Blast Into Your Past

I first played DRAGON’S LAIR coin-op in a pizza joint on 8th

Street, NYC, during lunch breaks from ray grinding cashier job.

Where were you?

With countless millions having played the original game in

one of its many incarnations (arcade, console, DVD. PC, and a

soon-to-be-released Color Gameboy version that has to be

seen to be believed), DRAGON’S LAIR is one of the bricks in

the foundation of our hobby. The first 50-cent arcade game,

its film-quality cel animation made it the easiest game to find

in the arcade— it was the one with a gaggle of onlookers

crowding behind the player.

DRAGON’S LAIR 3D is less of a sequel than a recreation. It

opens with a minute of brand-new 2D animation by original

animator Don Bluth, before morphing into the game's new 3D

look as you guide your cartoonish avatar—returning-hero Dirk

the Daring—into a forbidding castle to rescue Princess

Daphne. As in the original, a pair of iron gates drop and heavy

wooden doors slam shut behind you as the adventure begins.

Those slamming gates and doors are just the beginning of

many familiar elements. Designers Dragonstone Software have

licensed several of the original rooms

(and some of the talent—the texture

artist was part of the original anima-

tion team 17 years ago) from the

coin-op game in order to allow

gamers to rediscover them. You'll

drop down the same perilous tower

COMPUTER 6XMINC VUDRID
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elevator, get blown down the same

hallway as you try to pull Daphne

from a monstrous hand, and battle

the same Black Knight as you hop

aaoss the same checkered floor.

Even though most of the 200 rooms

will be new, this will be a game that

will lean heavily on nostalgia to pro-

vide its enjoyment.

Playing in Toon

Part of that nostalgia comes from a

faithful recreation of the game’s 2D

animated look. A sharp new 3D

engine will bring colored lighting, a particle system, and more

detailed Giddy Goons and Crypt Creeps to the party, but the

whimsical look of the source game isn't being compromised. A
toon-shading system inserts black lines on models' joints

when they are bent, and anti-aUasing smoothes the charac-

ters’ edges in order to maintain that hand-drawn look. As

opposed to the hyper-realistic textures of other 3D games, the

fanciful weathered woods and stonework of the coin-op game

are being recreated using the original cels and concept art as

guides. The cumulative effect is astonishing—you actually feel

as if you're controlling a cartoon.

But DRAGON'S LAIR 3D will be much more than a stroll

down memory lane. For one thing, the gameplay will be

opened up incredibly, offering players a full 3D world to

explore and interact with. As in the original, danger will lurk

just about everywhere. You'll have to dodge falling stalactites

as you dart through a cavern flooding with black ooze, hop-

ping from ledge to ledge to escape into a chamber where you

must catapult yourself over jets of fire, then. . .well, you get the

idea. The focus is on fast-paced, action/reaction gameplay.

Still, some of the game's lady-or-the-tiger, multiple-choice

gameplay has been retained. For starters, one play option

allows you to charge through pre-scripted sequences and

make well-timed decisions, just as in the 1983 version. The

core game wOl feature classic-feeling moments, such as a

room where the exit is through

one of three different caskets—

finding the right one is a matter

of luck. Most gamers will proba-

bly take advantage of the new
save-anywhere system to store

their game, so that they can try

each coffin and treat themselves

to the faithfuOy recreated "crum-

bling skeleton” death anima-

tions that helped to make

DRAGON’S LAIR SO endearing.

Along with a much more

involved story, DRAGON'S LAIR

3D is adding a crossbow with three types of arrows, new

attack moves, and, most significantly, a magical amulet. The

amulet will serve two functions: First, it will act as an online

help system, gently prodding players in the right direction at

crucial points in the game; second, it will bind the five

magical "dragon essences” you'll gather, and store the mana

required to power the essences. While you'll need all five

essences to defeat the dragon at game's end, each of the

essences will act as short-term powerups: The Dragon Scale

protects you from fire, the Dragon Spirit makes you stronger,

and the Flame Sword wiO ignite your blade and allow you to

blast firebahs. Essences will not only help you fight, but will

also be vital to progressing in the game; for instance, you'll

need the Dragon’s Wing to protect you from falling damage

so that you can drop down a shaft to reach new parts of

the castle.

With an enormous worldwide fan base, DRAGON'S LAIR 3D

would seem to be a slam-dunk hit. There's only one stumbling

block-publisher Blue Byte now sells games exclusively

online. Keeping this game away from the eyes of less Net-

savvy casual gamers browsing Wal-Mart or EBX is bound to

deny them sales. But for those who seek it out online,

DRAGON’S LAIR 3D just might be the freshest thing they’ve

played since, well, since the first time they played it.

GOING DOWN? The hair-raising elevator drop is one ot the

rooms licensed directly tram the coin-op version of the game.

DRAGON’S LAIR 3D seems poised to [succeed

|

where[ASt^OIPS and CENTIPEDE 3D failed! ^





No matter what anyone says.

the trowel is not mightier than

the sword. With Sidewinder*

/fifrategic Commander, you can

•I finally focus on commanding

your army. That’s because a

quick push of a button will

^
- order the construction of vast

Infrastructures; Assemble
:

legions of troops. Delegate

g entireifiefdoms. Or jump to •

;9ny'spot on thetafttefield.

Set It lip with your keyboard

and mouse. Customize it for

72 different chores. And let it

do the.dirty work so you’re

free to strategize-at the speed

of thought. It won’ti however,

ciioreograph your victoryi.jig.r

But vwfre Yorking'on that.
p



EYE CANDY MVST III will coniliiiie tlio series' tradition of amazing rendered artwork, as seen in this shot of a gazebo.

Myst III; Exile
|The most popular adventure game of all time is back

|for thirds by Raphael Liberatore

YST was one of those rare gaming gems
that captured the hearts of gamers and
non*gamers alike, a genuine phenomenon

that remains one of the top-selling PC titles of all

time. After RIVEN, the somewhat disappointing sequel, the

game’s creators—Cyan’s Rand and Robin Miller—made it clear

that they were not interested in doing another MYST title,

Broderbund was in a quandary. They knew they had a very

successful franchise on their hands, but without the Miller

brothers’ supervision, they would have difficulty living up to

MYST’s success. The search for another developer ensued, but

only a handful of studios came close to meeting the challenge.

Enter Presto Studios, the creators of the highly successful

JOURNEYMAN PROJECT adventure game series.

The story of MYST III: EXILE is set 10 years after RIVEN.

Atrus—the D’ni scribe who creates worlds from Iris magical

linking books—and his wife Catherine have escaped the past

tragedies of Myst Island and

now live peacefully with

their newborn daughter in

Tomahna. But their peace is

quickly shattered when a

mysterious new villain

{played by actor Brad Dourif)

arrives to exact vengeance

on Atrus, As in the previous

games, players must explore

a series of mysterious and

wondrous ages (five in all)

to gradually uncover the

mystery of this new adversary.

Presto feels that MYST III: EXILE is a natural evolution of the

series, not just a continuation. Unlike RIVEN, where puzzles

and ages seemed illogical and confusing, MYST III returns to

its roots. Puzzles are more focused and coherent; also, the

game is more dynamic than linear, so players can move from

age to age without feeling like they have to finish a particular

puzzle before

jumping to the

next age. More

interestingly,

unlike the

original MYST,

EXILE wUI feature

a number of different possible conclusions.

MYST K: EXILE features major upgrades to the series’

graphics and technology. Presto is using a new real-time 3D

GENRE: Adventure • RELEASE DATE: QZ 01

PUBLISHER: Mattel Interactive

DEVELOPER: Presto Studios

CONTACT: www.myst3.coni

OrCEMBER 2fl00 • cgw.gamespot.i
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navigation engine, which allows players to pan a full 360-degrees in any

direction. MYST in wUl have sound enhancements—including an orchestral

soundtrack—and more movie footage, so you can expect to see more of

Atrus (played by Rand Miller) and Catherine in the game. The net result is

that the game's environments now feel more alive, without losing any of

the artistic beauty or spirit of its predecessors. Should Presto actually pull

this off without a hitch, MYST fans wiD have a lot to be excited about when

the game ships next year. £2217

NO MAN’S AN ISLAND Unlike RIVEN, all of EXILE'S five, unique ages will allow players to

travel from one to the other in a non-linear fashion. Each environment allows for real-time

movement anti interaction - so no more of the click-and-pan of yesteryear.
Take your

computer gaming

experience to

the nexttevel!

Dramatic

Efliianceineat for Your

Spoalers and Haadphnaes

For use with eaternally powered

speairers or headphones

Bass hecomes radically enhanced

and more rohiist

Great for games, music and

streaming audio and video

Turn PCs S Macs into impressive

sound systems

Hear the WOW difference™

visit www.woHthiiig.cam

Available from your local retail store,

oaiioe at www.wowtfiiiig.com, or

can 1-800-656-5426

SRSC«:)
www.srslabs.com

WOMT 1>uBassr

re traderrurks of SRS La
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PREVIEW

Knowledge is danger in the most

startling game you’ve ever seen,

by George Jones

Maiiictip

V n H .

L
et’s get one thing straight—there's absolutely

no way not to use hyperbole when describing

MAJESTIC. So here goes; EA.com’s top secret, veOed-in-

seaecy, mystery project represents the most unique experience

the computer gaming industry has seen since, well, since

computer games themselves. No kidding.

We're talking about an experience that recasts our hobby in an

entirely different light, one that will change your conception of

what a computer game can be, and will probably introduce scores

of new gamers into the mix, After all,

does your typical computer game char-

acter call you at home, screaming that

they are in mortal danger? Does your

typical game Instant Message you five

times a day?

Pardon our French, but MAJESTIC is simply going to fuck with

your head in ways you've never imagined. Described by Electronic

Arts’ VP Neil Young as a cross between The Game and X-Files, his

brainchild uses a bizarre and effective combination of video. AI,

the Internet, and real life to set your imagination ablaze, and in the

process develops a character-rich story that is driven by the most

powerful CPU around: your brain.

GENRE: Adventure » RELEASE DATE: Feb. 2001

PUBLISHER: Electronic Arts CONTACT: www.ea.com

What Is MAJESTIC, You Ask?

At its core, MAJESTIC is a fairly straightforward

adventure game. In fact, given the game's lack of fancy,

newfangled visuals, you could easily consider the experi-

ence old-school gaming, with the exception tliat old-school

games wouldn’t carry on an elaborate conversation with

you via AOL’s Instant Messenger. And, you wouldn't make

a long distance call to Oregon to solve a puzzle in an old-

school game.

As Young tells it, MAJESTIC has three significant points of

departure from standard adventure gaming:

1, Relativity. The relationship between gamer and game is

fundamentally changed. Typically, games require you to come

to them. MAJESTIC pushes itself to you. You might be sitting in

your office and then get a phone call on your cell phone from one

of the game’s characters.

SAY YOU, SAY ME
Part of majestic’s appeal lies in its use of realism: captured webcam conversations,

real faxes that are sent to the player, and eerily life-like Instant Messenger

cuiiversaiions.

IHlB 0ECEM8ER 2000 • cgw.gamespot.coi



A brilliant adventure stylishly blending espionage, action and humor set ir

advanced LithTech™ 2.5 3D Game Operating System — for the most reali

e late
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Get the Demo www.foxinteractive.com.
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PREVIEW / MAJESTIC

By Majestic '^eb Uslp
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2. Episodic.

MAJESTIC is

1
Audio ApF^cation

THE ULTIMATE ADVENTURE GAME Despite its

irippcd-oul faiend ai various pletforins - cell phones,

e-inuil, (axes, siid more - at its core, MAJESTIC is a

(ditty pure advetilnre gome. Picliired here is the object

troy. 5 rudimentary inventory that also indicstes ttie

player's progress in the game.

episodic. Upon

launch in February, the game will feature

two episodes and a pilot episode that gets

you started. From that point on, every

month will see the release of a new
episode. Gamers will be able to jump in at

the beginning at any point, however.

3. Realtime. Although fundamentally

turn-based, in that each of your actions

triggers events that in turn bring about

more possibilities, you play MAJESTIC in

realtime. Not real-time strategy realtime,

mind you. Real life realtime. Unlike most

games, when a character says they’E get

back to you tomorrow, he or she literally

means tomorrow. This could be a source

of some frustration for gamers accus-

tomed to setting their own gaming sched-

ules. But in the long run, it should build

suspense. And in the meantime, plenty of

fiction (and relevant, occasionally modi-

fied, real-life stories) will exist up on the

Web site for you to browse.

The biggest difference between

MAJESTIC and typical games, however,

involves story-telling and the game’s

method of advancing the plot. Not surpris-

ingly, this too looks pregnant with poten-

tial. Without giving too much away—
believe us, you wouldn't aiDpreciate it—

MAJESTIC tells an amazing multi-tiered

story with a soft, gooey conspiracy theory

at its center.

Ironically, the story involves a game

company whose top product appears to

conflict with the agenda of some higher-

powered, top-secret political agencies.

Conspiracy theorists might recognize the

name MAJESTIC—it has some fairly well-

known connotations, several of which pop

up in the game.

Old Meets New
The absence of punchy 3D graphics

means absolutely nothing. Think about

it—aside from the grand finale and some

fake bullets. The Game didn’t use a whole

lot of special effects to evoke paranoia

and mystery. But don’t lose sight of

the fact that MAJESTIC is, at its

core, an adventure game. The

inclusion of two fundamental

adventure game mechanics—story

and puzzles—are further proof of

this. Instead of solving obscure

use-the-cat-hair-to-make-a-mous-

tache-type puzzles, you are the

central character and the real

world contains the puzzles and

their solutions.

An avid adven-

ture gamer from

way back, Young’s

eyes light up as he

describes how

MAJESTIC actually

lies squarely on the

adventure game continuum that started in

the 1970’s on VAX systems, and was later

evolved by Infocora, Sierra, and games

like MYST. “We romanticize tire classic

games of old because, most importantly,

they stimulated our imagination," he

argues, “not because they had flashy,

realistic graphics. We want to get the

same results with MAJESTIC—but we’re

going to stimulate your imagination arid

your various senses. To tliis end, we don't

need high-end visuals. ..just active Imagi-

nations, story-telling, aird the active com-

5 Tilings Conspiracy

Theorists Will Love

If you don't know, now you

know...

The Hiram Key (Christopher

Knight, Robert Lomas): A fascinat-

ing tale that traces the ideological

roots of the Freemasons all the

way back to the Egyptians by way
of Jesus.

Q Behold a Pale Horse (William

Cooper): One of the quintessential

conspiracy-theory books. William

Cooper weaves an amazing tale of

connect-the-dots between secret

societies, JFK, and much more.

lifl The Montauk Project (Peter

Moon, Preston Nichols): An unbe-

lievable tale of top-secret U.S.

military experiments off the coast

of New Jersey.

01 The Official Art Bell Web site:

Ground zero for the notorious talk

show host's tripped-out conspira-

cy theories, www.artbell.com

Q Link (Walter Becker): Light on
conspiracy theory, but an inter-

esting theory of human evolution.

DiCEMBEil 2DD0 •

munlcation the Internet provides."

But aU this information begs an impor-

tant question: How do you play

MAJESTIC? Pretty much like real life. You

can almost consider it a terminate-and-

stay computet game. Once you download

the liny client and AOL's Instant

Messenger—if you don't have it already—

the roller coaster ride begins and the

game comes to you.

In keeping with the game's adventure

theme, you even have an inventory of

objects. A small app that resides in your

Windows system tray keeps track of the

various items you procure, be they virtual

keys or documents. Tliis program will also

notify you when new objectives have

been defined, or when new information

becomes available. As the game progress-

es, you'll also be able to use the program

to identify and chat vnth other gamers

who are at rougWy the same point in the

game. Be wary, though—you never know
who's real and who's fake.

In a two-hour, time-compressed demo

that illustrated MAJESTIC’s immersive

potential, Young played tlirough the first

few days of the game. As soon as he

signed up, lie was hit with a few instant

messages from various characters,

received a fax from a fictional (we tliink)

company that helped liim solve a puzzle,

and also got a phone call. Later in the

demo, the phone in his office rang; we all

wondered whether it was a real person or

another gaming moment. That's the

power of using real-life platforms and sys-

tems to advance the plot.

The game also features streaming

video, so broadband gamers will be able

to enjoy their sliiny new DSL lines. Again,

though, the real intrigue of the game

comes from the way it subtly infects your

life. Imagine sitting in another boring con-

ference-room meeting, and getting a

game-related fax hand-delivered to you.

Or, imagine getting e-mailed “classified"

documents that unveil a mysterious top-

down conspiracy. The possibilities are

endless...and if successful, MAJESTIC

could be too.

ZORK, MYSTERY HOUSE. WING
COMMANDER. DOOM. Once every few

years, PC gaming makes a huge evolu-

tionary leap forward into the realm of the

Brand New, a realm that every other

game developer quickly mimics. Only time

will tell if MAJESTIC prospers in terms of

coolness—the only currency gamers know

or care about—but rest assured that

they're on the brink of something huge.

Get ready—we are about to witness a

quantum leap in gaming.

And they said adventure games were

dead. Hell, and they said PC games were

dead...

COMPUTER GRMINB WDHID
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MUMAN SOCIETl'

MOKE THAN 300 lUilLDINGS tN A DO/tN
INDUSTRIES lO CKrATE AND MANAGE

POEITICS hl.iCnONS. MAYOIES, MINISTIRS
AND l“RI.SIDENTS

"TO GO ALWAYS FURTHER, "YOU'LL QUICKLY 'THIS COULD BE THE
WHERE NO PLAYER HAS FIND YOURSELF GAME OF THE NEW

SET FOOT BEFORE" ADDICTED" MILLENNIUM"
GAME SENTINEL GAME ADDICTS NETWORK GAMERS PULSE

EPISODE 1 THE RISE OF TYCOONS

THE PARALLEL DOMAIN

COUNTDOWN TO UUNCH 11-13-00 - THE ON-LINE GATE TO A PARALLEL DOMAIN,

WE HAVE COLONIZED THE PLANET. AS A Pi’COON YOU START WITH SlOO MILLION AND MUST BUILD YOUK EMPIRE AND HLLP THE

PLANET GROW. THE COLONY DLlTiND-S ON YOU! PLAY ON I INE WITH THOUSANDS OE OTHERS IN A PERSLSTENT WORLD!

FOR DEDICATED BETA TESTING PLEASE VISIT WWW.MONTECRISTOGAMES.COM

Developed by Published by

Monte Cristo
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Arm yourself with real-world weapons from Sig Sauers to C4.

Complete diuerse and challenging strategic missionsin^
several real-world locations. Demolish enemy sites,

J
rescue hostages, or fust wipe up the w
floor with the opposition in I
this wildly popular team- ^
based game based on

the award-winning / % -

Half-life engjnei% £ /
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PREVIEW

Diablo ll:
The Lord of Destruction

RENDER ME THIS Of course there'll be

new cut-scenes to dazzle the eyes and ears.

B
lizzard should be
under investigation

by the DEA. Like a

pusher on the comer handing

out dope to the kiddies, Blizzard

has been ruining lives and

destroying marriages to the

tinkling sounds of “ciick ciick

click.” But just as we were

finally recovering horn out

severe DIABLO n addiction;

just as our mousing fingers

were beginning to heal;

yea, even as we slowly

worked our way through

the Nightmare difficulty

level yet again, Blizzard

turns around and tells us

"Hey man, we got some

new prime stuff fo' ya’."

Should we check into

Betty Ford now or just

give up, take the

DIABLO-stuffed pipe,

and slowly inhale

the hack-and-slash

goodness within?

Yes, DIABLO n: THE

LORD OF DESTRUCnON
is coming. Evidently,

Diablo's brother Baal is

none-too-pleased that

we've cleaved ol' red in two.

While his namesake resides in

biblical Israel (Baal was the

pagan Canaanite god of plea-

sure and love; he even had

temple prostitutes), this Baal

has headed north into the

Barbarian Highlands. His mis-

sion: Destroy the Worldstone.

Apparently, this stone keeps the

forces of hell out of the mortal

realms, so in destroying it Baal

and his minions would heat

up a few of those northern

ice caps. Naturally, you'll

have to stop them before

they do anything rash; you'll

have two new characters

and a horde of new weapons

to help you along.

LORD OF DESTRUCTION is

the 5th act in the play

that is DIABLO n. Most of

What do you call an expansion for

computerized crack? Handy

GEHBE: Role-Playing » RELFASE DATE: B2 01

PUBLISHER: Blizzard DEVELOPER: Blizzard North

CONTACT: www.blizzard.coic

EASTERN GIRL V/illi a heavy Asian influence, the Assassin will he a

iiiartial arts powerhouse able to wield two weapons at nnce.

SB OrCIMBER ZDOO



YOU BETTER HOPE SHE DOESN’T HAVE A MICROPHONE.
She talks a big game. And why not? With FREE on-line gaming and voice chat Mplayer.com lets you play games

and talk trash 24x7. There’s always a cool event happening, and lots of opportunities to win prizes. You can challenge

the world in over 150 multi-player titles including action, sims, sports, and card games. Or, sit back and meet the

competition face-to-face in our video lobbies.

Make friends and beat people. Mplayer.com.

WANNA PLAY?™

MPLAYER.COM



PREVIEW OlABLa 11; THE UORB OF CDESTRUCTiaiSI

Li:

I COME TO SERVE
The Dniiii will he raining liown

teriut ill (lie form o( ice

slurms Bill! grizzly hears. Baal

beware.

!CE.... WINGS
One of the many

new baddies

I

yoiTN have (a

I contend with

Ll in the frozen

B north. Won't

she get^ cold?

the action

takes place in the frozen moun-

tains to the north. In holding

with the Barbarian theme of the

region, maps will now include

interactive environments such as

siege engines and battlements.

Joining you atop those battle-

ments will be the two new char-

acter classes: The wily assassin,

and the giant fur-clad Druid. The

assassin spends her time learn-

ing shadow magic and building

wickedly powerful traps; the

Druid can shapeshift, call upon

wild animals, and cast ice/wind

(dale?) spells. The assassin is

quite good with martial arts,

and will be able to wield

two weapons at once, while

the Druid falls somewhere

between the Necromancer

and the Sorceress: lots

of minions and lots of

boom spells. .

Of course, new charac- V
ters require new ^

weapons. While the

Blizzard press release

says that there will be

thousands of new >

weapons, there will more v.^S
likely be around 100 new
weapons, magic effects, and

enchantments—combining in

various ways to make thou-

sands of new combinations.

And speaking of combinations,

the Horadric Cube will have

some nifty new combos as

well. And, best of all, your

stash will be bigger, so you

can hold all these goodies in

storage for a good long time.

Unfortunately, with Blizzard

taking their time to build THE

LORD OF DESTRUCTION, there’s

been no mention of a

BattleNet overhaul. As of this

writing, things online were

still slowed to a crawl around

50% of the time. Let’s hope

Blizzard does a little updating of

the server code while they're tin-

kering with the new expansion.

While there's no actual release

date set, Blizzard North is

hoping to finish DIABLO H: THE

LORD OF DESTRUCTION before

the halfway mark of 2001. Our

thought on the matter: The

sooner the better. Our hands are

already starting to shake from

withdrawal. Come on Blizzard,

just one mo' hit. We really need

it bad, man.

YOU’RE NEW HERE, AREN’T YA You'll have tu start the game

from Act One and work ug to the new expansion. Don't worry - the

new characters will be right at home in the lirst four acts.

^

WIY. lwHUt BIG WALIB YOU HAVeW walls Will mast

‘engines ar^rftohiin’.
..
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T
he first rule of computer
game sequels: You can’t

keep the Undead Hordes
and the Damned down. No matter

how tlioroughly you crushed them under

the heel of your mighty empire in the

first game, they’ll be back in any sequel.

Strategy First’s DISCIPLES II: DARK
PROPHECY brings back the aforemen-

tioned evil races, as well as the

Mountain Clans and the Empire, for

some turn-based strategic fun that plays

a lot like the HEROES OF MIGHT AND
MAGIC series—but with enough unique

elements to create its own brand of

undead fun.

A decade has passed since the First

Great War in the Sacred Lands. The

game’s storyline is different depending

on which of the four races you choose to

inhabit. The Empire is on the brink of

civil war. The Mountain Clans have

TOWN RENOVATION Strategy First is giving DISCIPLES 2 a major graphics face-lift, including a switch to

800x600 resolution.

Disciples II: Dark Prophecy

assembled the runes to prevent

the Ragnarok, but dissident

clans refuse the authority of

the Cloudkeeper clans and pre-

vent the unification of the rune

wisdom. The Undead Hordes

want to revive the defunct god

Gallean, who was slain by the

god of the Mountain Clans.

And the Damned must find a

way to help Bethrezen escape

from where he’s been impris-

oned by the Empire. Whew!
The most noticeable differ-

ence in DISCIPLES II is the new
800x600 resolution. All the art

and animations have been

redone, and the spell effects—

one of the first game's high

points—should be even more

spectacular this time around.

We'll also see some new
units, according to Lead

Designer Danny Belanger: "We

are adding 50% more units and

buildings in the capitals," he

said. “This will greatly

increase the variety and the

possible combinations in each

race. There are actually around

I

Fight the undead again in the sequel to Strategy First's sleeper

by Mark Asher

38 units per race. We are adding about 50 new units in all,

giving the player more choices and options when upgrading

units. For example, players might develop an Elementalist,

who summons in battle an air elemental, or the Doppelganger,

who can take any shape.”

DISCIPLES II is adding content-specific triggers for surprise

adventures and events, "There are multiple conditions that

can trigger effects,” Belanger explained. "Some possible con-

ditions are; Move item to location, move unit to location,

destroy party, be in alliance, capture a city, etc. These can be

combined in any way to trigger any effea: Give item, spell,

cast speU, summon creature, and so on. An example of a trig-

gered event might

be that if the necro-

mancer were killed,

skeletons would no

longer come out of

the cemetery."

Neutral creatures in

DISCIPLES II will also be more aggressive and may pursue the

player’s forces. The battle system will feature more attack

options, and the capital cities that players upgrade to produce

new and better units are being completely redone.

Strategy First is aiming for a Spring, 2001 ship date for

DISCIPLES II, which will include 28 campaign scenarios and a

number of stand-alone quests. Besides the single-player

game, DISCIPLES II will support LAN, IPX, a gaming service

network yet to be determined, and hotseat play. Maybe tliis

time, we can finally kill those pesky Undead and Damned
for good! /?RT7

mams Hi am PROPigEy

GEMRE : StrateHY RE LEASE DATE: Q2D1

PUBLISHER; Strategy Firet 1
DEVELOPER: Strategy H rst

COtfTflGT: www.strategyfirstconi
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Put down that damn cell phone and

drivel by Tom Price

T
he tenn “4X4" may inspire thoughts of guys
named Cletus tearing through muddy back-

woods in a jeep filled with empty beer cans
and Slim Jim wrappers, but a “bubba" game this is

not. Instead of hillbillies, think soccer-mom; instead of shotgun

rack, think ceD phone; instead of tearing through the dirt and

mud in a powerful, big-tired, four-wheel-drive beast, think—no

wait, think that. Because 4X4 EVOLUTION will have you going

all-terrain in the newest and slickest SUVs on the market,

4Runners, Pathfinders, Xterras; over 50 SUVs and light trucks

will be available to race in over 16 tracks. This isn’t your inbred

cousin's automobile.

But the most interesting thing about 4X4 EVOLUTION from

Terminal Reality (makers of MONSTER TRUCK MADNESS 1 and 2)

falls under the "evolution" part of the name. Gathering of

Developers is concurrently releasing the game for PC, Mac, and

Dreamcast, and the cool part is, you'll be able to play cross-plat-

form over the Internet, courtesy of Gamespy’s "peer to peer"

technology. So, say your buddy in Baltimore is a dyed-in-the-

wool Macophile and your cousin in Colorado is a Red Bull-swill-

ing console freak, and the three of you want to play an off-road

racing game online against each other. Well, here’s your game.

In fact, up to eight players (four, if the host

machine is a Dreamcast) can play at once,

and the game designers have plans for a

world-wide, online ranking system. Cross-

platform multiplayer gaming is looking like

the wave of the future, with 4X4

EVOLUTION as one of the clear forerunners.

4X4 EVOLUTION’S light trucks and SUVs

are all fully-licensed, real-world vehicles. Makes and models

include the Toyota 4Runner and Land Cruiser, Nissan Xterra and

Patlifinder, Lexus RX 300, and more. Because of the licenses, the

vehicles won’t have external damage models (would someone

tell me why car makers are so paranoid about letting games

show their vehicles banged up? It happens, you know), but will

take hits to the physics model if you damage your truck. The

game will also allow you to create your own custom vehicles and

paint jobs, if you're not satisfied with the ones that ship with

the game.

The 16 tracks will take the player through various environ-

ments, from the Arctic to the Arizona desert. Terminal Reality is

planning on including a track editor as well, which should

extend the life of this game quite a bit—especially online. The

tracks are set in very active worlds, full of moving scenery like

RIDING OFF INTO THE SUNSET GraphicBlIy. this is a beautifiii game

liiat shuiiiil look good no matter what platform it's on. The moving background

objects are specific to the track. I bet you couldn't guess this was an Air

Force base.

BIG AIR The suspension reacts realistically to having the ground drop out

below it.

THAT'S NO WAY TO TREAT A LEXUS Sure, most Lexus SUV owners

(OK, most SUV owners, period) wouldn’t do this to their extremely expensive

automobiles, but it /sjust a game...

bird.s and airplanes, as well as moving obstacles like bulldozers

and other heavy equipment.

As a rule, off-road racers are hit or miss, but Terminal Reality

has an excellent track record for this kind of game—they have

the MONSTER TRUCK MADNESS titles under their belts. The dedi-

cation to online gaming, and the pro-gaming community flavor of

4X4 EVOLUTION are good signs that this title could be another

monster hit.

BEWRE: Haeing » RELEASE [

PUBLISHER: G.O.D.

DEVELOPER: Terminal Reality

CONTACT: www.terminalfeality

4x4 Evolution



The Greatest Show On Dirt
"

The meanest, nastiest, wildest sprint cars anywhere

get sideways on your PC for the first time ever.

Dirt Track Racing™: Sprint Cars puts you in the driver’s seat with your choice

of i6 World of Outlaws'" stars. Drive one of their cars or design your own.

Hit the dirt on 20 realistic speedways. Modify cars and tracks to make

the action even meaner, wilder and nastier. Get ready for more excitement

than you can handle!

Developed by
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www.wizardworks.com

Drivers Start Your Engines at

THE COMPUTER SUPfRSrMC *
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NEW MISSIONS Si

MULTIPLAYER
Animalsd Violence

An itrited Blood

AVAILABLE NOW
tA/ww. sierrastudias.com www.takedownstudio.com

SWAT 3 owners can upgrade their software to include Elite Edition's multiplayer feature and toolkit free ot charge. See
www.sierrasludios.com lor more details. © 2000 Sierra On-Line, Inc. All rights reserved. Sierra, Sierra Studios. SWAT and Close
Quarters Battle are trademarks of Sierra On-Lirie, Inc. All other trademarks are the property of their respective owners.
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retenders to the throne are

a dime a dozen, with store

shelves packed with digital

doorstops claiming to be the

next DOOM, the next QUAKE,
the next HALF-LIFE. These

poseurs have yet to get it even close.

So why should anyone care about

a game claiming to be the next

CASTLE WOLFENSTEIN? We’ve

heard that “next” crap countless

times already, right?

We should care because CASTLE
WOLFENSTEIN is the game that

started it all. Because the creators of

WOLF, id Software, are deeply

involved—even if they’re not actually

designing the game. Because after a

lifetime of creating envelope-pushing,

niche products like KINGPIN and

REDNECK RAMPAGE, Gray Matter

Studios (formerly Xatrix) has the

time, support, and drive to shoot for

the big time and apply their personal

brand of evil genius to a certifiable

A-list title.

Two years and counting after HALF-
LIFE, and the single-player shooter

bar is about to get raised again.

RETURN TO CASTLE

WOLFENSTEIN

Genre: First-Person Shooter

Publisher; Activision

Developer; Gray Matter Studios

www.activision.com

DEAD ALIVE Evil na^is + occult meddling

= lots o’ zombies,

PRETTY POISON The Leather

Goddesses of Phobos have^nothing on the

wicked dominatrix Priestesses of RETURN TO
CASTLE WOLFENSTEIN.
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Ill So what the hell does

"significantly involved" really

mgan^ If Id Software isn't

actually making the foilow-

up to their

little baby

mayhem,

CASTLE

f \ WOLFENSTEIN,

then what is the

scope of their role

- what defines

their "significant

involvement"?

According to

Graeme Devine of id,

it means that Gray

Matter and id are being very

cooperative on virtually every

aspect of the game, "from

how hard the first mission is,

to the placement of weapons."

Characters, level design, story

- every game element is shot

over to id for their input

(which runs from specific

suggestions to a simple "try

something else"), and then is

revised accordingly before

being implemented, id enjoys

veto power over any idea.

6o is returnto castle

WOLFENSTEIN the next game

from id? Nope - that would

be DOOM. But id does consid-

er RETURN to be the next id

game - It's their franchise

line, after all. It's a pretty

fine hair they're splitting

thjyre, but it does make sense:

id's stake in RETURN is very

personal if not practical,

hence ail that "significant

involvement." Given how obvi-

ously close the WOLF series is

to their heart, it speaks

volumes about the degree of

confidence they have in Gray

Matter's ability to create a

game true both to the spirit

of the franchise, and to the

demanding standards of the

company that originally

created it.

AH AcHon, Ail the Time
If Gray Matter wants you to know ID AS SUPEREGOthiiijr about

RETORN TO CASTLE WOLFENSTEIN, it is tliis? The focus is

smack on fast, hard-hitting action, every step ofthe way.

From the first chaotic moments straight through the final

showdown, the designers are creating the kinds of

memorable moments that scar tlieniselves into your

memory, the kind of unforgettable slabs of riveting

gameplay tliat lead to reverential recounting years / (

later—think “Knee Deep in the Dead” from .1-^

DOOM, think of HALF-LIFE’s “Surface Tension,” •<» /./

think of virtually every step of the originai ^
WOLFENSTEIN. With a game this revered, this Y

lii^i-profile, the pressure is on Gray Matter and A

they are determined to rise to the challenge.
. (

'•.

Skeptical? Then imagine this: You’re jammed

in a landing craft with otlier soldiers, surging
"

to shore through pounding surf. The door iT

drops and you and your squad storm the

beach, slo^ng through water toward a shore

that seems ever more distant mth each whistling mortar

shelL One ofthose mortars hits the man next to you, killing

him jiist as he reaches one of the many barbed-wire traps

lacing the beach. You push on, darting for cover, eventually

reaching the towering structure carved put of the clifftide.

Mowing do>vn hordes of godless Nazis, you finally infiltrate

the base and recover tiie top-secret codebreaking machine you

were sent aften. One problem^ ho\veryer-r-yp|ir escape is:-

blocked by the hpn’ t|o|pis\wipin| tfic beach frohi .

:iUi^h&ious jiaiRlihg oraft. Thank God you cleared out ftiat

niaichhb^gtin host and now turn the gun against this new

thi^-
And this non-stop

chaige into the maw of

w^ is, quite litcraily, the
.

ve^ begiunmg of the

game. It’s just the tip of an

iceberg that runs through

the twisting alleyways and .

crumbling homes of

LAYING PIPE It looks nice,

but hopefully the game will find

a way to liven up the requisite

sewer crawl,

COMPUTER GAMING INGRLO



SIDESHOW
BLOB This leg-

less horror is a

Big Unanswered

I

Questions libout BSHfRN

i TO CASTLE Wolfensheim

[11 WILL HITUEB APPEAR? We don't know

for sure, but we'd be shacked if he didn't make a cameo

at the very least. He does appear in numerous portraits

;
hsnging throughout the levels. .

.

.[2] SHOULD WE^ARE A80^T C;::'

MULTIPLAYER? Yes, if only because Gray

" Matter does. They won't say anything specific about

. multiplayer beyond the fact that the presence of several

hardcore multiplayer fans on staff guarantees a muiti- A
.
playerelement.'\'. :.vk

t3l WHAT ISTHE STQ^ AROUT? Gtey §
Matter swears the huge plot will have several twists ra

and turns, but isn't saying much more than it involves ^
Naris, the occult, and genetic experimentation and will

be told tbrouah brief cut'scones and overheard dialogue. 'V

[41 WILL I BE A8L=BTO COMMANCf .

.-OTHER While other:£oldiers wili

.
' fight alongside you, the'desig'ners haven't decided if or

how much you’ll be able to control them.

[51 WHEN WILL IT SHIP? No set date, just %
when it's ready. lijS

Big Answered

Questions About BETURN

TO CASTLE VUOLFENSTEIN

Dangerous Beauty
As deadly as the ganteworld of ttUTURN TO CASTLE

WOLFKNSTBIN nevei’ have you seen one as gor^ous as this. It

Starts with the stone, the rougli, slightly damp, incredibly nuanced

textures that are so c<mvinciug you’ll have to touch your monitor to

convince yourself they’re not real. In a sense they arc; the textures

arc the result of fuindreds of digital photographs Ukeii in

. Hmropean villages; This painstaking textiirc harvesting is already

payiixg off in spades, ci'eating environmatts that—while chiefly

[1] WILL THERE BE SECRET AREAS?
While you won't have to go around slapping the space

bar every step of the game, there wili be lots of secrets

in homage to the original game.

[21 WILL BOSSES REQUIRE YOU TO
PUMP EVERY BULLET YOU HAVE
INTO THEM? While bosses will need to take a

beating to die, you'll have to use your wits to beat them

as well. For example, one boss is vulnerable only while

using a powerful amulet to direct lightning at you.

[3] WILL RETURN SET NEW
STANDARDS OF GORE? No. You'll be able

to gib enemies, but there won't be any pain skins, hit

location, or limb loss.

[41 WILL I EVENTUALLY JUST USE
ONE BIG WEAPON ALL THE TIME? No.

Enemies will be vulnerable to certain weapons,

invulnerable to others. For example, the flame-thrower*

wielding Venom Soldier can't be torched, but can be

shot. Or blown up. Or just kicked to death.

[5] WHAT KINDS OF ENEMIES CAN
BE EXPECTED? All sorts and lots of them. The

game will start you off with various sorts of soldiers;

then, as the genetic/occult plot unfolds, you'll come up

against a wide variety of failed experiments, elite

forces, huge-breasted leather-clad priestesses, mad sci-

entists, and even nazi ninjas. Some bad guys wili require

you to blow chunks of their copious armor off in order to

expose their weak points. Boredom doesn't seem likely.

BLAZING TRIUMPH
return's flame-thrower is

amazing, easily trumping the

current “Best Flame-

Thrower" fitleholder. Gray

Matter's own KINGPIN.

. Reich s tailed

genetic experi-

ments. He attacks

• with an area-effect

eleclrica! assault,

or by simply hurl-

' ing himself at you

v and beating you to

V death with his

torso stump.

h(>iuhul-(iut Biiropc in villages; crawls tlu-ough crypts teeming with

^^omdead (and worse); ascends to i^ote mountain bases reachable

only via a perilous tram ride; and ends in the most simster, top-

-secret labs and bunkers in Hitler’s black empire.



You’ve Come A
Long Way, Wolfie
The original WOLFENSTEIN 3D was a : >

revolutionary game, but it's cave-man stuff

comjpared to today's best 3D action efforts. In

the eight years since Wolf's release, a

number of mini-revolutions in 3D game design

have occurred, bringing elements to the genre

that the original id design team could never

have imagined. Here are some of the high-

lights.

ART IMITATING ART By requir-

ing id to approve every facet of the

game's production, the finished

game models have an atypical

hdelity to the initial approved

concept sketches.

WOLFENSTEIN 3D was a misnomer. It gave

the appearance of a 3D world, but it was

actually 2D (or 2-and-8-half D, as some called

it). When you watched a character in WOLF 30

turn around, you were actually seeing differ-

ent pictures (or sprites) of the character

dravvn from different angles, it wasn't until

QUAKE that we had an environment capable of

rendering characters as 3D objects.

composed of various f

rock, bnck, anil « hJ;,

weathered wjods— . .< ' T

arc strikingly -

vibrant and wuded.

Some remarkable ^

work witli shaders . <*.

roiults in Hliuy, airblown cobwebs, ^w^g fibers on ilnolr

.

dcring logs, and gnmt witer-surfac^animatibnl almost

hypcr-rcaf environments should go a long way toward

creating a crucial .suspegripn of disbelief.
^

'

But the j^^dropping art isn’t limited to the walls^' floors,

Believe it or not, one of 3D gaming's most essential tools—the ability to look

around a 3D environment by moving your mouse—didn't exist until 1996. DOOM

used multi-level environments, but you couldn't look up or down; your weapons

auto-targeted. DUKE NUKEM 3D allowed us to look up and down with the key-
'

board, but not with the mouse. Chalk up another first for QUAKE.

CONTINUED ON-PAGE 108

Multiplayer aclion wasn't even a blip on the radar when id released

WOLFENSTEIN 3D. id finally broke through the barrier with DOOM, and IT man-

agers are still suHering nightmares from Ite broadcast packeting schemes which

crashed the networks of many Isqe colorations, including intel. But with due v

respect to Owangp and Kali, true out-of-the-shrinkwrap internet action—of any v

kind—didn't exist before QUAKE. '
•

••

Then; William J. 'BJ.*' Blazkowicz must escape a Nazi prison by shooting

everything that stands in his way. This "story" is comprised of a couple lines of

;

text iri a README file.;:

Now: Half-Life's Gordon Freeman unknowingly triggers a dimensional rift,

flooding Black Mesa facility with aliens. The arniy intervenes, but not in the way

the gamer imagines. The rich story is seamlessly and cinematically woven into

thegameaction.

AS ABOVE, SO BELOW.Two views of

Ihe same scene ^ow off two of the game’s

sharpest features 7 .enprtnous maps that

include.large outdoor s|^c^, and a:stri]^ng^

level of model detail! '

Like a sci-Q horror story come Uue, monster Al has evolved to a frightful point

Back then, tough monsters meant higher hit points and more destructive

weapons. Now, tough means UNREAL Bots, who viciously track and skewer even

talented players; or HALF-UFE enemies who puli their grenade pins as they die,

hoping to blow you up when you go for their ammo. Now that's progress.

DOOM signified a huge shift, not just for 3D shooters but for the whole gaming

industry. Up until this point, gamers rarely cracked into their games to modify

them. Witii DOOM, id openly embraced user modifications. Hallelujah—without

their innovations, would we have classic mods like Counter-Strike?

COMPUItR GAMING WOftll
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ION STORM
3RD LAW
Kiss: Psycho Circus

Deus Ex

Anachronox
Mike Wilson

I ‘ i

Mike Wilson

ROGUE
Alice

American McGee

RITUAL
1

Tom Hall
Scourge of Armagon

Sin

Heavy Metal: F.A.K.K. 2

XATRIX

30 REALMS

Redneck Rampage
Kingpin

GRAY MATTER inn
Rise of the Triad

Duke Nukem 3D
Terminal Velocity

Shadow Warrior

Return to Castle

Wolfenstein

4.

Six members of 3D Realms leave to start their own company,

Ritual Entertainment. Ritual creates QUAKE add-on SCOURGE

OF ARAIAGON—a huge critical success. Activision funds their

next game SIN, only to yank it from the oven half-baked, ham-

mering Ritual’s fledgling reputation.

7.

Former id marketing wiz Mike Wilson leaves Ion Storm to found

the Gathering of Developers with Ritual’s Harry Miller. G.O.D.

soon signs 3D developers Ritual (FIEAVY METAL: FAKK 2),

Terminal Reality {NOCTURNE), 3D Realms (MAX PAYNE), and

Foptop Software (RAILROAD TYCOON 2).

5.

Game designer Todd Porter persuades John Romero to form

a new game company. Romero unites Tom Hall, Mike Wilson,

Warren Specter, and others to form Ion Storm. Romero predicts

DAIKATANA will ship in November, 1997.

8.

Eight disillusioned developers leave Ion to found Third Law

Interactive (1988). They immediately start work on KISS:

PSYCHO CIRCUS, which ships in one-fourth the time of

DAIKATANA—and outsells it.

6.

Xatrix licenses the DUKE NUKEM 3D engine to create

REDNECK RAMPAGE (1997). Two years later, they unleash the

jarringly violent and obscenity-laced KINGPIN. Rechristened as

Gray Matter, they begin working on RETURN TO CASTLE

WOLFENSTEIN later that year.

9.

Former RAPTOR developers found Rogue Entertainment and

create STRIFE, QUAKE MISSION PACK 2 (DISSOLUTION OF

ETERNITY), and QUAKE II add-on GROUND ZERO. After join-

ing Rogue, former id-ling Barrett Alexander helps persuade fel-

low former id-ling American McGee to work with Rogue on

ALICE.
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COVER STORY

The Hiatniy nt Gaining 101

THE BIRTH OF WOLFENSTEIN
Wolf 3-D was the flame that ignited the shooter craze, but who sparked

that flame? It wasn't John Carmack sitting around in his underwear, dragging

on a skunk roach and wondering what to do that day. Or maybe it was, but

that's not the story we got from John Romero, who was there in The Beginning.

In 1S89, Romero joined a gaming magazine called Softdiskxo create one pro-

gram a month for the magazine's floppy disk. Many of those programs were

conversions of his earlier games for the Apple II. He began receiving fan mail

for his games, which he would proudly tack up on the wall of his office. Not

long after, while reading an article in PC Games about shareware publisher

Scott Miller, something struck him as strangely familiar. Glancing up at the fan

mail, Romero realized for the first time that all the postmarks on all of the fan

letters came from the same Dallas suburb. The same Dallas suburb where

Scott Miller lived. He fired off the analog predecessor of a flaming email.

That was all Miller needed. Miller explained that he had a proposal for

Romero, but he was concerned that Softdisk might screen his calls. He asked

if Romero would create shareware games for Apogee Software, for a percent-

age of sales. For S3,000 up front, Romero agreed. He tapped colleagues John

Carmack, a game programmer, and Tom Hall, who was creating games and

utilities for the Apple II, to help.

Three months later, in December 1990, they finished their first Apogee game:

COMMANDER KEEN. "When KEEN came out, it started making a lot of money,"

Miller recalls. He began sending id monthly checks of StO,000'S20,000.

"I recognized from the beginning that they had a lot of talent," says Miller. "I

spent hours on the phone with (John Carmack), and there was no doubt this

guy was a genius."

Up until this time, Carmack had mostly programmed 2D games. At one point

the three even created a Mario knock-off that made it all the way to the head

of Nintendo. Nintendo's refusal was a boon to PC gamers, because not long

after, Cermack began programming first-person perspective games.

Their first 3D shooter was called HOVERTANK ONE. It had fiat-shaded poly-

gons, with no texture-mapping. Miller recalls, ‘When I saw this it was like,

'Oh my God, we need to make a shareware game based on this.' It was mind-

blowing. It didn't take a rocket scientist to recognize this was the future."

id's next 3D game, CATACOMBS 3-D, had texture-mapped graphics, but sever-

al drawbacks. "There were still some fish-eye problems," says Romero. "The

movement wasn't quite right and it was in EGA: it wasn't the magic formula."

The next game got it all right, id knew it was going to take an unprecedent-

ed six months to complete, so they asked Miller to provide a $100,000 guaran-

tee in case it didn't sell. Originally, id wanted to set the game in a biomedical

research lab with mutants and call it "It's Green And Pissed."

Romero recalls, "It really bugged me. I thought we've got a cool new tech-

nology, why not have a cool idea? I was thinking, why don't we do a remake of

CASTLE WOLFENSTEIN? It was 11 years later, but a lot of people still remem-

bered it as an amazingly cool classic game. It would be in 3D, with you mow-

ing down Nazis. I thought what are they going to do? No one cares If you kill

Nazis. So I proposed the idea, and we did that."

They began working on WOLF in January of 1992. When they showed it to

Miller a couple of months later, it had strategy and adventure game elements.

Romero recalls, "In the original WOLF, you could move bodies, you could kill

someone and drag them around corners. We took those elements out because

it slowed down gameplay. The game was so overpoweringly speed-oriented,

we needed to make that apparent. We said, 'let's make this game violent and

fast' That was a 70fps game.

"When it was done, we thought the game was awesome. I remember think-

ing 7his is the coolest game I have ever played."

id released WOLF 3-D on May 5, 1992, and then they went to DisneyWorld.

While id rode the coasters on the Grand Plan, Apogee rode the wave of WOLF

sales that ultimately tallied 150,000 copies in only two years.

And the fan mail is still pouring in. —Ken Brown

HOUSES OP THE UNHOLY This gothic cathedral and this

village street really show off the game's attention to detailed,

realistic textures and architecture.

CONTINUED FROM PAGE 105

and unbelievably intricate stained-glass windows and

frescoes. Tiie ^aracter and monster models are shaping

.up to be some bfthe best to populate a game, and are the

best examples of what Hie QUAICE lO en^nc is capable

of. A dizzying ag^gation of real-world soldiers and

ingUtinarish monstrosities, the level of detail is so

astounding you can practically smell tlie leatlier of the

elite guard uniforms or the ozone crackling offthe

e.^osed electrical circuitry of the legless Lopers.

And then there’s tite £bme*thrower. Expect to be bear-

ing a lot about it. From the flickering pilot light that

whips back and forth ^vith your movement to the great

gouts of flame it spews, RETUiLN’s flame-thrower is the

best flame-thrower we’ve ever seen, and the kind of

weapon that inspires gamers to write gushing sonnets.

As great as all this eye candy is, it might be the sound

that will be most integral in creating mood and tension.

Howling winds in cemeteries, the sounds of trees bang-

ing against Endows as you investigate a cathedral, and
the moaning ofthe damned lurking for you just around

EUROPE ON FIVE BULLETS A DAY Much of the action

will take place in interactive environments reflecting the ravages

of war,
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W 0 L F E H S T E I M

the com^'^s&ould add up to an unrelenting

feeling'«£j^ead. Additionally, the excitement

of the actual fighting is ratcheted up by the

sound ^^iillets rattling off a warehouse’s

tin walls (hifittg a fircfight, and perhaps the

most Adseosdt painful sound of bullets hit-

ting a play^ character ever.

Fighting the Good Fight
Atmosphere and stellar graphics are all

well and but what diout RETURN is

going to elevate it above the rabble and make

it the landinark'singie-player game that Gray

Matter contends it will bei For starters, th^
are adamant about iiiduding only those

gime elejntents that make tlie experience

:ihib^teadfitsfly refusing to include auytUng

tliat has eveo/thc potential to detract from

file game^'en|o}ubifity. Translation: no

cra^ no no key rnnir, no. save points,

no vanishing-bodies, no objects you

destroyit:aSad np robotic nwsquitoes«' The! '

realism of reloading y<^r|iveap<ms has b^n
sacrifi^ed.to'keep gamq^day movqig,'but

every,weapon should ^gg^au alternate firing .

abifi^-foy^xahiple, the te^la gun can fire uv

bursts oricontinuous nfSSe, wlillb the '
•

,

Mauser rif^eatures a sSii^r scope. One nod

to realism is the way ci|g;^es will iidt spawt^

tliis means.Nazi reinforcements will be para-

chufing^^i^ving^^^^^^, s^-
deBdy''ajpeinng'in^a fairway you thb^ht •

you’d cleared.

GrayMatter is also spending a lot time

beefing up the enemy Al. Already, enemies

will pick up aiid fiu'ow grenades back at-

you—provided the fused bombs still have

enough time left that they won’t kill them-

selves tsying. Wc’vc also seen enemies .aiding

in jpfoups, using’grenades to flush yoo^out
'

from cover so that their cohorts can 'CUt-.yon‘

down with machine-gim fire. Enemies.'WLll

also intel^ently use cover, run for help^
'>

and-rdefyiQg.years of suicidal shooter/fMder

traditibri— actually realize that your IB’PG

trumps their pistol, and wiD run away-tf-you

burst into a room toting serious hardware.

gamers’ expectations are going to be and have scnibbed.’a Christinas 2<M)0

release, in favor of letting Gray Matter take dieir time and get it right.

Plus, Gray Matter has the added bouus of ordinal creator id Software

input to guide diem as well (see sid^ar for more on this).

Can they do iti From what wc’vc’secn, the answer would seem to be

a solid ‘‘yes.” If there’s any lutock ai^lust the game, it’s that RETURN
TO CASTLE WOLFENSTEIN can^t ship soon enough to satisfy our

adrenaline addiction. S33 : ; ,

Walking a Tighltope
While they’re elated to be working on.the

new incarnation of a much-loved classic

game, Gray IVlatter is acutely aware ofhow
high the &i:pectations are bound to.bet-iiew

do they stay true to the spirit of the o^gnal,

wh^^ u^d|tip^t^4 ^ving it some'of

their I'ptfyinltel^" f
Adirision is just as aware ofhow high

With the ease of new VERITAS MyCD-and VERITAS MyCD Pro”*,

you'll spend less time recording (and more time boarding).

Being a record producer has never been so easy.

Burn your CDs right the first time and every time

with VERITAS MyCD and VERITAS MyCD Pro. Perfect

for pros or beginners, it's the newest, easy-to-use

high performance gear that really rocks.

Start grooving - check out more stats at

www.ventas.com.

VERITAS



ensmNDmcontrols ofONC ofscvENmnaircraft. iNCWom tnffrf-4 mtocAt fau-ia

CORSAIR ANOA6MSZFRO. AND FLYA CAMFW6NIN THF PACIFIC. MAYSF YOU CAN7 CNANBF HISTORY. BUT
YOUR MISSIONS WIU 8£BASED ON YOUR PERFORMANCE. YOU'U FEa LINE YOU'RERIONTIN THEACTION

WITHAIROiAREmiSmYDmttDRimDOWN TO THE COCHPIT. SPECJACULAR DAMAGEEFFECTS
AND REAUSnC WEATHER OPTIONS ADD TO THE REALISM. AND CARRIER LAUNCHES AND LANDINGS ADD TO

THE CHALLENGE. WITHIMPROm 3-D SCENERYAND A.I.. IT'SANACRIAL COMBAT EXPERIENCE LINE YOU'VE

NEUER HAD BEFORE. SO GET UP THEREAND HOLD ON.
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ULTIMATE GAMING MACHINES

T
he opponents square off in the ring, sizing each other up, look-

ing for a weakness or an opportunity to land the knockout

punch. These aren’t the heavyweights, but the fighters'

smaller size belies their power and ability to withstand punishment.

The systems in this year’s competition for the Ultimate Gaming
Machine “Lean and Mean" crown all came hungry, with their eyes on

the prize. But in the end, only one emerged as champion—though three

others made a respectable showing, and the final two had the tools, but

not the talent. Step into the ring with us to see who can go the distance, and
who will wear the champion’s belt.

by Dave Salvator, Raphael Liberatore, and Jeff Green

Got WHat it Takes?
As we present this year’s Ultimate Gaming Machine roundup,

the hardware landscape has once again changed dramatically.

All but two systems in this roundup have AMD CPUs. They all

have nVidia-based 3D cards and sound cards from Creative

Labs. M.I.A. are both 3dfx, which is endeavoring to ship

Voodoo 5 6000, and Aureal, which has gone to that great PCI

slot in the sky. But despite the uniformity, we saw a gamut of

performance ranging from not so hot to very speedy indeed. So

it is with great pomp and circumstance that we present this

year's Ultimate Gaming Machine (somebody cue the bagpipe

player and the garden

gnome).

Usually, we present a

deluge o' benchmarks,

and let the numbers

speak for themselves.

But this year we decided

to look beyond perfor-

mance, and extend our

consideration into five

other important areas.

Performance and sta-

bility are still the main

consideration, but to

that we have added;

component choices;

included peripherals:

ease of assembly and

documentation: case

and innards accessibility

(for the inevitable

upgrades): and finally,

warranty and tech sup-

port. We'll walk through

these criteria one by

one, pointing out the

good, the bad, and

the. ..well, you know.

PerfomaTice/Stability
What to Look For:

Fast, rock-solid performance

Inclusion of good utilities (i.e. PowerStrip, System Mechanic)

Beefy power supply: at least 250 watts, preferably 300

Plenty of ventilation to keep things cool

What to Avoid:

Flaky, crash-prone performance, even if it's fast

Motherboard-down graphics and audio

Aggressively overclocked systems

The choice of 3D card

coupled with the choice in

CPU/chipset are the

biggest determining fac-

tors of gaming perfor-

mance. Thanks to some

new chipsets from Via

(KX-133 for Slot A and KT-

133 for Socket A), AMD is

now more evenly matched

with Intel. These chipsets

bring AGP 4X. 133MHz

SDRAM, and ATA-66 and

Ultra-ATA 100 support to

the AMD platform. Intel,

meanwhile, backing off on

its expensive RAMBUS
memory, has released its

815e chipset—which

offers nearly identical fea-

tures to the Via chipsets.

3D graphics card perfor-

mance is also close among

these systems, since

they’re all powered by

nVidia chipsets. However,

some feature GeForce

boards with 32MB of DDR

ALIENWARE GREY

3D GAMEGAUGE SCORE: 74,2 MODEL: Grey

• PRICE AS CONFIGURED: $1,700

CPU; Penlium-III 8G6MHz
RAM (AMOUNT/TYPE): 128MB PC133 SDRAM (Kingston)

m SYSTEM CHIPSET. Intel 815e

GRAPHICS CHIPSET/ VIDEO MEMORY:
18*^^

GeForce 2 GTS/64MB DDR
HARD DRIVE (MAKE/SlZEdNTERFACE):

IBM DeskStar, 30.7GB, ATA-66

SPEAKERS; Altec Lansing ACS54
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memory, while others boast GeForce 2 GTS boards with

64MB of DDR memory.

In 3D GameGauge and 3D WinBench testing, Alienware’s

Grey system took the top honors. Its 3D GameGauge score of

74.2 is one of the fastest scores we’ve seen. But the Falcon,

Hypersonic, and VoodooPC weren’t far behind, all hovering

around 68 in 3D GameGauge. One of the reasons for

Alienware's dominance was its 64MB GeForce 2 3D card

(Hercules Prophet II). Alienware also

overclocked the card by raising the

engine clock from 200MHz to 212MHz,

and raising the memory clock from

333MHz to 365MHz. So we're talking

about an overciock of 6% on the 3D

chip, and about 10% on the video

memory. But even with the clocks set at spec (200/333),

Alienware only lost 2 frames-per-second off its 3D

GameGauge score, and still led the pack. Alienware has an

additional fan to force air across the 3D card, and this configu-

ration is backed by Alienware’s warranty. The Grey never

locked up, and always snapped back to life from sleep-mode.

WIDE OPEN SPACES
Alienware’s case, after unplug-

ging the KoolMaxx ventilation

fan. has plenty of maneuvering

room, just watch that sharp

drive-cage clip.

Performance Comparison
1
Wienware Compaq

!

Deli
1

Falcon NW Hypersonic
1

VoodooPC

3D Card Engine Clock/

Memory Clock 212/365 120/300 200/333 200/333 200/365 130/300

AGP Mode 4X. fast-writes on IX 4X, fast-writes on 2X 2X 4X

CPU Pentium-lii

866MHz

Athlon 800MHz Pentium-Ill 800MHz Athlon

.(Thunderbird)

800MHz

Athlon

(Thunderbird)

750MHz

Athlon

(Thunderbird)

800MHz

System Chipset Intel 815e AMD 751 Intel 815e Via KT-133 Via KT-133 Via KT-133

3D Tests

3D GameGauge 74.2 58.0 64.6 68.4 67.5 68.2

3D WinBench 2000

(1280x1024x32,

Triple-buffered, 32-bit Z) 8/1.7 44.6 71.8 68 79.5 47.3

3D WinBench 2000

CPU Test 1,73 1.35 1.63 1.49 1.43 1.53

QUAKE 3 (1600x1200x32) DNR* DNR* 42.4 42.2 DNR* DNR*

3D GameGauge
3 PreviewTests

(1280x1024x321

QUAKE 3 33,7 13.3 31,5 32,6 31.6 32.6

MDK2 69.76 18.5 56.3 56.2 51.14 42.41

UNREALTOURNAMENT 58.6 33,17 39.22 33.43 52.47 37.85

2D Graphics

WBd9 High-End

Graphics WinMark 1040 974 917 1090 1070 1090

Storage and OtherTests

WinBench 99 HE

Disk WinMark 20000 16300 16000 19100 21100 19000

CD WinBench 99

WinMark 1700 1180 972 1250 1430 1730

Audio WinBench

% CPU Usage

(16 sounds via DirectSound 3D
-lower is better) 0.85 1.20 10.10 3.04 2.98 3.39

* Couldn't complete test because monitor doesn't support 1600x1200 resolution.

DECEMBER 2000 cgw.gimiiiBl.cDm COMPtllER BAHIhC WORIO



The Falcon, Hypersonic, and VoodooPC—aU having similar components—performed

well, but they trailed Alienware. These systems were loaded out with AMD Thunderbird

Athlon CPUs, though the 3D card in each varied. Interestingly, of the three, only the

VoodooPC was set to run in AGP 4X mode, despite all three systems using Via’s KT-133

chipset, which supports AGP 4X. The VoodooPC had an earlier GeForce card, but was

actually able to achieve nearly equal performance as the Falcon and Hypersonic, both of

which boasted GeForce 2 cards. But looking forward. Falcon and Hypersonic have more

performance “headroom" in them for future games. Unfortunately, the Hypersonic was

the only system that crashed repeatedly on our JANE'S USAF test, though its scores

were otherwise respectable.

Dell and Compaq brought up the rear. Dell has performed well in past shootouts, and

their system's performance was okay, but it wasn't as fast as past systems. Compaq,

however, shot behind the duck on its component choices, and its Presario used older ver-

sions of nVidia’s drivers. The Presario's gaming performance suffered as a result, and

was nearly 15fps behind the leader in 3D GameGauge,

Component Choices
What to Look For:

m A( least 700IV!Hz CPU and 128IVIB of PC133 SDRAM

NVidia GeForce, GeForce 2, ATI Radeon, or 3dfx Voodoo 5 30 card

At least 250 watts of power

At least 3 free PCI slots for future upgrades

What to Avoid:

3D cards other than the ones above

How
We
Tested
To shake these systems

down, we hammered them

with our own cruel cocktail of

tests that include a healthy dose

of Ziff-Davis' benchmarks, 3D WinBench,

WinBench, and Audio and CD WinBench.

Then we unleashed our own 30 GameGauge, a col-

lection of six DirectSD games (RE*V0LT, EXPENDABLE,

UNREAL TOURNAMENT, JANE'S USAF, PANZER ELITE, and

NFL FEVER), and one OpenGL game, QUAKE 3 ARENA.

These tests are run at 1024x76B with a mix of both 16-bit

and 32-bit color settings. We also used three tests from

our upcoming version of 30 GameGauge (3.0), which

you'll soon be seeing as our primary testing tool. In

these tests, we crank the test resolution up to

1280x1024x32 for every game tested.

We also ran the simple "burn” test of leaving the

systems on for over a week, letting them "go to sleep,"

and making sure they'd wake up uneventfully. All of the

systems ran reliably.
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FALCON NORTHWEST TALON 2.2

3D GAMEGAVGE SCOli£; 68.4

• PRICE AS CONFIGURED: $1,695

CPU; AMD Athlon 800MHz (T-Bird)

RAM (AMOUNT/TVPE): 128MB

SYSTEM CHIPSET: VIA Apollo KT133

GRAPHICS CHIPSET/ VIDEO MEMORY:

GeForce 2 GTS/32MB DDR
HARD DRIVE (MAKE/SIZE/INTERFACE):

IBM Deskstar 15GB 75GXP. Ultra 66/100 ATA
SPEAKERS: KUpseh PM 2.1

MODEL: Talon 2.2

No-name sound cards

Integrated CPU/monitor (a la IMac), which limits upgradability

This year, we saw more AMD iron in the roundup than Intel,

which is a testament to AMD's ability not only to offer a high-

performance chip, but to put it out in large numbers,

Intel, on the other hand, has had difficulty keeping the

channel fed with liigh-speed parts; the CPUs it has made
available in the one-gigahertz range generally cost more

than Athlons at the same clock rate.

All the AMD-powered systems except one use the

Thunderbird Athlon, which has a 256KB onboard Level 2

cache, though it's still marketed under the Atlilon moniker.

Two ways to tell if the CPU is a T-Bird are that it wrill be a

Socket-A chip, and its clock speed will be 700MHz or better.

Although onboard L2 doesn't deliver a large performance gain

on games, every little bit helps; so if you’re going AMD, opt

for T-Bird, or at least Duron. None of our contestants had the

value-priced Duron CPU, owing to AMD's aggressive pricing of

T-Bird chips. Compaq was the only company to send a non-T-

Bird Athlon.

Alienware opted for Intel. Their Grey system has an 815e

chipset that is surprisingly fast, considering that its predeces-

sor, the 810, was a dog, We liked Alienware's inclusion of the

extra KoolMaxx cooling fan on the side of its case to keep air

moving, especially since Alienware was overclocking the

GeForce 2 GTS 3D card. The Dell also has an 815e chipset with

a GeForce 2 GTS card, but Dell's box was slower, due in part

to a slower CPU.

Every one of these systems arrived with either a Sound

Blaster Live or the Value edition of that card. A competent part

with a beefy audio processor, it'll certainly get the job done.

We were hoping to see Turtle Beach's new Santa Cruz card,

but no such luck.

The VoodooPC and Compaq have only two free PCI slots for

future upgrades, whereas all the other

boxes had at least three.

Peripherals
What to Look For:

Front-mounted USB ports on the case

A split ergonomic keyboard (your wrists will

thank you)

A good wheel-mouse you've actually heard

of

What to Avoid:

No-name mice without wheels

Low-end speakers without a separate bass

unit

A 15-inch monitor; it's just too damn small

Peripherals can either enhance a gaming system, or make
it mediocre. Quahty components such as 17-inch monitors or

higher, good game controllers, and the other goodies listed

above are desirable components for hardcore gamers.

All of these computers sport brand-name 17-inch monitors,

keyboards, and mice. The best keyboard and mouse combo
belongs to VoodooPC for using the innovative Logitech

Cordless I-Touch Keyboard and Mouse. The rest of the boxes

have either the MS IntelliMouse or Logitech's Wheel-Mouse.

Unfortunately, none had a split keyboard, which we certainly

recommend for those who do a lot of typing on their PC.

Since sound is a major component of the overall gaming
experience, most of the PCs include good speaker systems.

Both the Alienware and Hypersonic sport Altec Lansing's

BIG BOYS, BIG NOISE
Falcon wins the speakers-to-

rock-your-world award with

the inclusion of these

Klipsch PM 2.1s.

ACS54 4.1 speaker system {four satellites + bass unit), while

Dell uses the Altec Lansing ACS340. Compaq's jBL two-chan-

nel speakers crapped out at louder volumes. Falcon NW leads

the field with Klipsch's powerful ProMedia 2.1 THX-certified

speakers. But the Cambridge Soundworks FPS2000 4.1 speaker

system on the VoodooPC MonsoonExtreme is also first-rate.

With DVD growing in popularity, Dell, VoodooPC, and

Compaq all arrived with DVD-ROM drives and software DVD
players. Of these systems, only the VoodooPC contains a slot-

loading CD tray from Pioneer. Both the Hypersonic and Falcon

use standard 48x CD-ROMs, while tlie AUenware features a

CEMBER 2OD0 • GOMPUIER GAMINB WORlIt



72x Kenwood CD-ROM. Ethernet cards are also in half of

the systems, whereas the Compaq, VoodooPC, and Falcon

all have 56k modems. Only Compaq sports the very useful

front-mounted USB ports for game controllers, though

Hypersonic's Silver Bullet does have two additional USB

ports in the rear. But Compaq gets extra credit for also hav-

ing a front-mounted FireWire port, which is great for con-

necting digital camcorders.

Ease of Assembly
What to Look For

A big color poster that clearly shows how to put things togeth-

er

A detailed description of installed components, and which

cards use which I/O resources

Manuals for every piece of hardware in the box

What to Avoid:

Any company unwilling to provide the above, even if it isn't part of their

'standard' documentation

TJI 9 e took a Straw poU here at the CGW office to determine

I /I/ who was the most technically challenged editor on staff,

W W and Jeff "bad hardware mojo" Green won by a land-

slide. We wanted to get the most non-techie test subject possible

to get these systems up and rurming, and see how long it took

DELL DIMENSION 4100

3D GAMEGAVGE SCORE: MODEL: Dimension 4100

• PRICE AS CONFIGURED: $1,699

CPU: Pontium-III 800MHz
RAM (AMOUNT/TYPE): 128MB PC133 SDRAM
SYSTEM CHIPSET: Intel 815e

GRAPHICS CHIPSET/ VIDEO MEMORY.
GeForce 2 GTS/32MB DDR
HARD DRIVE (MAKE/SIZE/INTERFACE):

Quantum Fii-eBall 19GB, Ultra-ATA

SPEAKERS: Altee-Lansing ACS-340
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HYPERSONIC SILVER BULLET '^icie k-k

3D GAMEGAVGE SCORE: Incomplete (USAF crashed)

MODEL Silver Bullet

• PRICE AS CONFIGURED: $1,699

CPU: AMD Athlon 750MHz (T-Bird)

RAM (AMOUNT/TYPE): 128MB PC133 SDRAM (Kingston)

SYSTEM CHIPSET: VIA Apollo KTI33

GRAPHICS CHIPSET/ VIDEO MEMORY:

GeForce 2 GTS/64MB DDR
HARD DRIVE (MAKE/SIZE/INTERFACE):

IBM Deskstar 15GB 75GXP. Ultra 66/100 ATA
SPEAKERS; Altec Lansing ACS54

them. We'd wanted to use Bobo the Baboon, but be was play-

ing a bar mitzvah at Lake Tahoe during our testing, so we set-

tled for Jeff. Here he is, ladies and germs, our very own Jeff

“Shecky" Green...

Gee, well thank you very little for that rousing introduaion.

But okay, fine. I can handle it. I can still do this piece and

maintain my self-respect. See if I ever write for this section

again, though. Stupid doody-head Dave.

Anyway, I'm happy to say that all of the machines

in question here are certifiably doofus-proof. Even if,

like me. you hate manual labor, and would rather

skinny dip with Janet Reno than set up your own
computer, you can rest easy knowing that any of

these systems will be easy to get up and running

without any professional assistance, or aspirin.

I set up three of these systems—-the Dell

Dimension 4100, the Compaq Presario 7000, and the

Falcon Talon 2.0—-in about 20 minutes each. That’s

from a sealed box to a completely running PC, give

or take a few trips to go wee wee and to get a sup-

portive hug from Jason. Not bad. The Dell system

was the easiest, thanks to a nice setup poster that

included not just moron-friendly pictures but actual

English words (and three other languages, too) to

explain the pictures. Never underestimate the power

of decent documentation to subdue the frightened

mind. Compaq’s documentation was also good, but

FEED ME VoDdooPC was the only box with a handy slot-feed DVD-ROM drive.

lacked that whole "word” thing. Falcon had pictures of what

plugs into what, but didn't put them into a step-by-step setup

guide. The other three systems. Hypersonic, VoodooPC, and

Alienware had documentation closer to Falcon's, showing

wiring, but lacking the step-by-step guidance that soothes my
soul.

The actual manual labor itself, in all cases, was surprisingly

painless, with such modern conveniences as color-coded

cables, so I was never tempted to plug the keyboard into the

sound port, for example. A nice job overall by these compa-

nies, who get my official Doofus-Proof Certification.

Now get this hardware out of my face and let me go play

some games.

Case Accessibility

What to Look For:

Mini-tower design, tool-less entry, and no sharp edgesi

Quick-release drive cage

Easy unblocked access to the CPU, memory, expansion slots, and

storage devices

What to Avoid:

Most "desktop” cases—they're too small to work in

Access panels with more than two screws

Cases without individual side panels

From time to time, you'll need to jump inside your box to

add or upgrade components. So we tore open these systems

and rated them based on accessibility and general case

design. The important factors include: ease of entry; tool-less

entry; unblocked access to the CPU, memory, expansion slots,

and storage devices; quick-release drive cages; and of course,

airflow and ventilation.

Of the systems we tested, most require the removal of two



screws and a side panel to gain entry. Only the VoodooPC

MonsoonExtreme and Dell Dimension 4100 machines use tool-

less entry. VoodooPC actually topped everyone’s design by

using an impressive tool-less mini-tower with removable side

panels for easy access.

Once inside, the Falcon Talon, Hypersonic Silver Bullet, and

Alienware Grey offer plenty of room to maneuver. However,

both the Alienware and the Hypersonic force you to

remove a hefty fan before gaining access. Actually,

the Hypersonic’s video card fan gave us fits, since

it's placed alongside the 3D card and it requires nim-

ble fingers or a helper to get it out of the way. The

Alienware system had a sharp metal clip on the hard

drive cage, so be careful when removing it.

Overall, both the VoodooPC MonsoonExtreme and

Falcon Talon offer plenty of space to play around in.

Considering the VoodooPC's tool-less entry and nifty box

design, it gets the nod with a 14-point rating, followed by the

Falcon, Hypersonic, and Alienware, all with 13. The lowest

scores go to the Dell and Compaq, whose crowded layout

makes it hard to access their drive bays and motherboards,

Warranty/TecK Support
What to Look For:

Toll-free tech-support line, 24/7

Web-based support

Drivers & DX7a loaded on the hard drive, in case you need to re-

install them

A bootable disaster recovery CD that can restore the system's orig-

OPEN WIDE
VoodooPC's case

allowed for tool-

less entry, and

plenty of play

space inside lor

future upgrades.

IT HAS GROWN STRONGEiJstNCE
STILL RUNS RED, BUTTHIS POiSdl

TTIME IT CALLEDi ORHAVE I Gl^OWN WJEAKEp: MY BLOOD
feEEPER. ALL,^^mS£D MUgaflNtlX PLACE It) REST.

.UME'MB THE E4EY KEDWARD TAlE
NOVEMBER2Q00 '

^
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COMPAQ PRESARIO 7000

3D GAMEGAUGE SCORE: 58 MODEL: Presario 7000

PRICE AS CONFIGURED: $1,699

CPU: Athlon 700MH2
RAM (AMOUNT/TYPE): 64MB PCIOO SDRAM
SYSTEM CHIPSET: AMD 751

GRAPHICS CHIPSET/ VIDEO MEMORY-.

GeFor(?o/32MB DDR
• HARD DRIVE (MAKE/SIZE/WTERFACE):

IBM DeskStar 3p.7GB, ATA- 66

SP£L4Jr£J7S: jBL custom 2-channel

inal drive image

Windows CD physically included

What to Avoid:

Any company with squirrelly tech-support hours (three hours of

available tech support per week don't cut it).

Warranty and tech support are the most overlooked features

when considering a system. All of our system manufacturers

offer a one-year warranty on components, including free ship-

ping. They also offer extended warranties if you so choose.

Compaq, Alienware, and Dell offer a comprehensive 24/7 toll-

free phone and Web-based tech support via FAQs, forums,

online help, email, and "how to” guides. Voodoo PC and Falcon

offer the same, except for no toll-free numbers and limited

Monday through Saturday tech-support hours. Hypersonic has

banker hours for phone support, but they do offer a toll-free

line. They also have one of the more helpful Web-based tech-

support sites of the group, though that assumes your system is

alive enough to see the Internet.

Other important support features include a recovery CD and

drivers, plus backup files on the hard drive, which are ail help-

ful items should you require a re-install. Hypersonic and Falcon

led the way by offering a recovery CD, and drivers, while

including a DirectX 7 backup folder on the hard drive. Compaq
has a recovery image on the hard drive, while DeD has some of

its drivers on the hard drive, but it fell short on the other items.

Alienware, surprisingly, lacked drivers on

the hard drive, but does offer a special

recovery CD for an additional fee.

And THE WINNER Is...

After watching the contestants slug it

out in our six-round title bout, we have a

unanimous decision. Alienware is our

new Lean and Mean champion, although

Falcon, Hypersonic, and VoodooPC could

come close to matching Alienware's per-

formance with a few component

upgrades, namely faster CPUs and/or 3D

cards. But Alienware's combination of

top-flight performance, solid stabUity, and

an accessible case with extra cooling—

with a side order of good component

choices and readily available tech sup-

port-combined to be an upper-cut knock-

out punch.

Falcon, Hypersonic, and VoodooPC all

have similar components, and, not surpris-

ingly, they have simUar performance to

one another. Kudos to Falcon for including

Klipsch’s thunderous PM 2.1 speakers, the

two-chaimel follow-on to the cranium-

peeling ProMedia V2-400s.

Dell and Compaq have fared better in past

roundups, but Dell’s performance wasn’t where it

should have been given its components, and its

shortfall remains a bit of a mystery. Compaq was
the only company whose system has USB {and

CEMBER 2000 • COMPDTER GAMINE WDRID



FireWire) ports on the front of the CPU where they belong. But

its component choices, particularly its motherboard running at

an AGP IX setting, cost Compaq in performance. In addition,

its jBL speaker set lacks a bass unit, so low-end response was

poor.

Also keep in mind that given potential CPU and memory

price drops, you might be able to load up one of these systems

with even more horsepower and still limbo under the $1,700

price bar, so check with the system maker and see how much
bang your buck will get you.

The Tale of tKe Tape
Wienware Compaq Falcon NW

:
Hypersonic VoodooPC

Rating (out of Five) 4.5 2.5 3.5 4 3.5 3.5

Price $1,700 $1,699 $1,699 $1,695 $1,699 $1,474

POINTS POSSIBLE

Performance/Stablilitv 30 30 22 24 26 22 26

Component Choices 14 12 6 12 12 12 10

Peripherals 14 12 8 8 12 8 14

Ease of Assemblv/Documentation 14 12 12 12 12 12 12

Case/Innards Accessiblity 14 12 8 8 13 13 14

Warranty/Tech Support 14 14 10 14 12 10 12

COMING NEXT MONTH
Tune in next month for the heavyweight bout of our Ultimate Game Machine slap-down, where we'll pit even more

machines against each other in a high-end shootout, and money will be no object. We’re talldng Pentium IV systems with

RAM for years, and monitors the size of Shag’s Barcalounger. Don’t miss it.

Bliiir Wiith Voliinif I: Rusiiii P<irr Blair Wiicli Volume 11: The Lfneiiil of Colfiii llotk Blair Wiielt Volume 111: The Elly Kedward Tale

Riisiln Parr combines iradilional adventure elements Human Head Siudlus Infuses Ihe power of Nocinrne''' The Elly Kedward Talc lotuses on jciion and will

such as research, exploralion and puzzlc-solvhiit lethtiology wUli Resident Evil-style paiite play, feature a spell-based combai system,

with a Iteallhy <lose of heari-poundlnc action In create making The Legend of Collin Rock a unli|uely

a frigltieningly cerebral gaming experience. satisfying romp through hell on Earth.

BLAIR WITCH'"

Gaihcring of Developers proudly announces a ihree-game series based on the rich mythology behind the hlockbusier film.

The Blair Witch Project'". Haxan Films has granted unprecedented access to its wealth of intricate folklore,

providing developers Terminal Reality, Human Head Studios and Ritual Eiiterialnment with ample lodder for detailed

and compelling storylines. These chilling narratives are powered by the awe-inspiring Nocturnc' engine, creating

infinite oppf)rtunities for masterful suspense and blood-curdling realism.

© 2000 Artisan Pictures Inc. All Rights Reserved. " The Blair Witch Project " and "Sllckman" are the registered trademarks and service marks ol Artisan

Pictures Inc. All Rights Reserved. ® 2000 Gathering of Developers. Inc. All rights reserved.



© 2000 Bectronic Aits Inc. CommanO & Conquer, Red Alert and Westwood Studios are trademarks or registered trsdcmaiks of

Electronic Arts Inc. in the U.S. antVor other countries. All rights reserved. Westwood Studios'’^ is an Bectronic Arts'^ brand.



THE EXPLOSIVE SEQUEL TO

ONE OFTHEMOSTLOVEO
PC GAMES OF ALL TIME

-

COMMANO S CONQUER
REO ALERT.

Integrate new top-secret technology

to your arsenal, Including Allied time

travel and Soviet Cloning Vats.

Fortify positions with Prism Tanks,

Tesla Troopers, Terror Drones,

Desolators, Giant Squid and Psychic

Mind Readers.

'k Rely on over 80 units with battle-

hardened veterans and alternate

modes of attack. Direct your

campaigns over land, sea and air to

deliver your fury.

Play either side in full solo campaigns

or as one of 9 nations in 8 modes of

multi-play and skirmish mode.

Wreak havoc with a friend through

the specially design co-op campaign.

'A' Experience each hard-fought battle

with cinematic movies that deliver

biow-by-blow intensity and brief you

on your next mission.



SPOTLIGHT REVIEW: CRIMSON SKIES

ACE THROUGH THE HOLE Flying thiougti (he famous ’Hollywood" sign is just one ul (tie game's ridiculously foolhardy challenges.

Flight sims meet Robin Flood in CRIMSON SKIES

flier Tiick
B

ack before it meant airport

delays and endless lines at

the metal detector, flying

was synonymous with romance

and adventure. And back before

there were striking workers griping

about having to put in too much

overtime, pilots were striking in

another sense: They were the

dashing young men whose exploits made headlines

in the afternoon papers and the newsreels. It's

been a while since a computer game has tried to

recapture this early spirit of adventure. Most flight

simulators spend all their time trying to authentical-

ly depict the minutiae of flying a real plane, forget-

ting that authenticity and fun don't necessarily go

hand in hand. I, for one, don't want to know how to

fly a real plane - but I’ve always wanted to try my

Requirements: Penlluni-ll 2B6, 64MB RAM, 025MB hanl drive space (250MB lor swap file).

Recommended Requirements; Penlium-lll 600. t28M8 RAM. f.2GD haid drive spara. 3D Support: DirecISD

Multiplayer Support: Modem (2 players), LAN, Internet (2-B players).

Publisher: Microsoft • Developer: Zipper Interactive • $55 • www.microsoft.com/games/crimsonskies
ESRB Rating; Teen; animated violence, use of alcohol.
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RED SKIES AT NIGHT Taking on a Soviet zeppetin by moon-

light is fun. but the real trick is to avoid confusing the water for

the equally dark, moonlit sky.

hands at a little seat-of-the-pants barnstorming action in the style of

Douglas Fairbanks, Jr., Buster Crabbe, or Indiana Jones. And that's

exactly what Microsoft’s CRIMSON SKIES offers.

Based on the pencil-and-paper game of the same name from FASA

Corporation, CRIMSON SKIES is set in an alternate universe where

the year is 1 937 and the United States has dissolved into more than

a dozen separate nation-states, There’s the Kingdom of Hawaii,

where the game begins; the Republic of Texas; the Confederation of

Dixie; the Nation of Hollywood; the Empire State; and so on. The sys-

tem of highways and train routes crisscrossing the continent either

never got built or has fallen into disrepair, and in its place air travel

has emerged as the dominant form of transportation. Cargo is carried

in huge dirigibles, borders are patrolled by local air militias, and

hijackings and raids are perpetrated by those most daring of rogues,

air pirates. Some pirates - like the dastardly Black Hat gang - are

ruthless, stupid, and unprincipled. But others are spirited rascals,

preying only on the greedy, sparing the innocent, rescuing the imper-

iled, and adhering to a creed of sporting conduct - modern-day

Merry Men, if you will.

Now, all bands of Merry Men require a Robin Hood, and sure

enough, that's where you come in: You're Nathan Zachary, gleaming

of tooth and square of jaw, air duelist by day and toast of the town by

night. You and your loyal shipmates tool around the skies in the cap-

tured Zeppelin Pandora, seeking wrongs to right, purses to cut, and

buckles to swash. CRIMSON SKIES comprises five ripping yarns

about Captain Zachary and his crew, each divided into four or five

missions, each mission containing several objectives. All the action

fakes place behind the throttle of one plane or another, but the

designers riff so cleverly on the theme “What can you do in a plane?"

that by the time the game ends, with an edge-of-your-seat flight

through the streets of New York City, you feel you’ve done a lot more

than flown two dozen missions in a flight simulator.

The Plane Truth

That said, what you actually have done is flown two dozen missions

in a flight simulator. And this is one of the game’s few weaknesses,

because the simulator in question is somewhat too basic for the sort

of grizzled veteran who wants a separate keyboard control for each

aileron, yet a tad hard to handle for the flight sim novice who just

wants to zoom around, shooting things. One person I know who falls

clearly into the “veteran flier" category (to protect his anonymity, let’s

call him my editor) tells me he completed the first five missions in

under an hour. Another person I know who has logged far fewer

I have a theory that someone
accidentally replaced the STAR TREK: NEW
WORLDS design docs with a list of things

you’re not supposed to implement in a

real-time strategy game.” —Tom Chick,

reviewing STAR TREK: NEW WORLDS.

©
A lale ot itoo Licenses

By Tom Price

T
his month, we review two games based on what’s probably the most

exploited license in computer gaming; Star Trek. While we’ve become

quite accustomed to deriding Star Trek games, thanks to the prepon-

derance of stinkers {i.e. HIDDEN EVIL), we can easily forget the decent or

downright good games based on the Star Trek license (anyone still playing

STARFLEET COMMAND?), STAR TREK VOYAGER; ELITE FORCE, is one of

those good games; STAR TREK; NEW WORLDS is a stinker. In fact, these

two games perfectly illustrate how a license can be utilized correctly and

oh-so-incorrectly.

ELITE FORCE is fortunate in that it’s based on a solid foundation, the

QUAKE III engine. But the designers at Raven made more than a Trek-

based QUAKE mod. In fact, the game is structured and looks very much like

an actual episode of the show, with accurately-recreated uniforms and sets,

similar camera angles and directorial style during the cut-scenes, actual

voices from the show’s stars, and a requisite corny Vulcan joke at the end.

It’s evident the designers are fans of the show, and the final product ends

up being not just a satisfying experience for Voyager fans, but for gamers

in general.

Now NEW WORLDS, that’s another story. Take the license away, and you

still have a piece of crap real-time-strategy game that no one in their right

mind would want to play. But this game publishing theory of taking any

piece of software, regardless of quality, and slapping a license on it is far

too common. Besides, what marketing moron came up with the idea of a

Star Trek RTS on the ground? Helllooo! It's called Star Trek!

Feel free to chime in (tom_price@ziffdavis.com) with what you think are

some of the best (and worst) licensed games of all time and why. I'll be

here, setting my phaser to uninstall.

DECEMBER REVIEWS
GAME RATING

Crimson Skies AA* 1
Dukes of Hazzard AAAAA 1
Homeworld: Cataclysm * A A A A

Madden 2001 A A A * 4

NASCAR Heat

Panzer General III: Scorched Earih

Rainbow Six: Covert Ops

Spec Ops II: Operation Bravo

Star Trek: New Worlds

Star Trek Voyager: Elite Force A'k'k'k'A

Steel Beasts
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REVIEW CRIlVISaiNI SKIES

BLAZING A CONTRAIL Plummeting to r herf death is the sort of thing

you like to see In an enemy.

hours behind a virtual throttle (for the sake of argument, let's call this

person me) kept veering into mountains, losing speed during over-

aggressive ascents, mixing up ground and sky at critical moments,

and generally making it seem like the cockpit was under the control

not of Errol Flynn, but of Jerry Lewis.

Mind you, I had a lot of fun playing CRIMSON SKIES, and so did

my editor - but he'd probably have enjoyed it more if if the sim

aspects had been dialed up a notch, and I know I’d have enjoyed it

more if they’d been toned down. I relished the swinging period music,

the faux-grainy newsreel footage, the sassy pirate banter, and the

crazy stunts, but I didn't appreciate that my plane was just hard

enough to fly that I had to re-play each mission three times to get

through it, (One nice touch is that if you die four times on any mis-

sion, the game gives you the option to skip it. Unfortunately, if you

fake advantage of this option, it means you enter the next mission

even less well-equipped than you were in the one you just exited,

which leads to a cycle of mounting frustration.)

Should Microsoft have given users a choice between a “high real-

ism” mode and an “auto-pilot" mode? Maybe, maybe not. But by

choosing a middle ground, they may have succeeded in satisfying

neither audience perfectly.

That's a shame, because in every other way, this is one of the most

satisfying games I’ve played in

ages. Most flying games think

they’ve given you enough variety

if they allow you a choice of

planes, and feel they've done

their duty as dramatic storytellers

if during one mission they ask

you to put the plane down during

a rainstorm. CRIMSON SKIES

gives you a choice of planes and

plenty of weather effects (the

handling of clouds and smoke is

particularly nice), but that's just

the beginning. You also have a

very interesting backstory and a

high-octane plot that’s full of

twists, and you have a lot to do -

far more than just participating in

dogfights. In one mission, you

have to rescue a captured cohort

by flying over a speeding train

and dangling a rope ladder. In

another, you have to match speed with an enemy plane, jump from

your plane to theirs, and menace the crew into ejecting. While in

Hollywood, you have to lay down enough cover for a crewmember to

steal Howard Hughes’ famous “Spruce Goose,” and then you have to

fly through an obstacle course made up of movie sets and landmarks

(through an “0" in the “HOLLYWOOD" sign, for example). It's zany,

it's over the top, it's...fun, CRIMSON SKIES is to the average realistic

flying game what the WWF is to regulation greco-roman wrestling.

Skies Matters

Unfortunately, there are a few other small points that detract from

the game experience. Too many of the actors deliver their lines with a

sort of ironic smirk, as if aware of the fact that they're imitating old

movie serials. (The right way to do this sort of thing is the way the

Serial Heroes
Want to get a taste of the real thing? If you hunt around on the

Web, you can find information about (and sometimes actual

copies of) the old serials to which CRIMSON SKIES is an homage.

Try www.movieflix.com for a free download of serials, ranging

from the 1940 epic Buck Rogers Conquers the Universe (which

happens to be the source of the slanted-text scroll that George

Lucas stole for the opening of Star Wars), to 1 952's Radar Men
From the Moon, starring George Wallace as Commando Cody.

For a less science-fictional view of the aviation world, learn about

Sky King at home.kscable.com/fcr/skyking, or snap up copies

of The Adventures of the Flying Cadets, Bruce Gentry: Daredevil

of the Skies, and Tailspin Tommy in the Great Air Mystery at

sepnet.com/rcramer/serials.

ft

Indiana Jones films did, with no sign that the characters think their

implausible, outrageous adventures are anything less than a matter of

life or death.) The game’s soundtrack is jaunty to a fault and gets tire-

some after a while. The audio stutters badly when the game is load-

ing a new scene, and the loading itself can take a very long time.

Having to wait through multiple loading sequences each time you

crash your plane is egregious.

But the handling of the planes themselves, once you get used to

the controls, is fine, and the levels are laid out well enough that flying

around in them is fun. There are plenty of tunnels, canyons, and

crevices to fly through, whether of the natural (Hawaii) or human-

made (Manhattan) variety, and you win kudos from your team and

snapshots for your in-game scrapbook for flying through especially

tight spots. Meanwhile, the worse the odds against you become, the

more exhilarating it is when you prevail. It may take three or lour tries,

but when you finally sneak your plane through the gap between two

bridge struts, blowing the thing up as you pass, there's no feeling in

the world like it.

It may not be “The Bridge on the River Kwai,” but CRIMSON
SKIES can certainly hold its own with all the Universal Studios serials

I've ever seen, and that's more than any computer game before it

could say.

ADVENTURE CAPITAL In this alternate history, zcppelins are eiiurmt}us,

. iborne capital ships just tieygino for liatruwing stiating tuns.
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An Avenging Angel

Anne McCaffrey’s

-inrfREEDOM
FIRST Resistance

WWW. re dst arm. com /free dam

3rd PEIISDN ACTION/AOVENTURE - Fight to free the plsnet

using tactics of secrecy and ambush!

STEALTH - Hide in the shadows unseen, but prepare for action

when you step into the light!

TEAH-BASEO GAMEPIAY - Control up to three characters per

mission. Lead a unified force or take your chances going solo!

FULLY-VOICED DIALOGUE - Connect with other characters and

immerse yourself in the story!

EASY-TO-USE INTERFACE - Whether you're a first-time gamer

or a true veteran, jump right into the action!

The alien Catteni forces have crushed Earth. Humanity has

been enslaved. All hope is lost, until a defiant Angel Sanchez

and her band of rebels appear on the scene to exact revenge

and take back the planet. Join Angel in the fight to restore

FREEDOM - at any price!



our tijirgit for conquegit

goEgi unquencfieb no longer.

Five new civilizations to lead or conquer: Aztec, Mayan, Huns, Spanish,

and Korean. Four new campaigns to emerge victorious: Attila

the Hun, El Cid, Montezuma, and the Battles of the Conquerors.

Your challenge: Expand your empire and rule the world.

www.microsoft.comfgames/conquerors
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REVIEW STRATEGY

Barking Dogs don’t lie—HOMEWORLD: CATACLYSM

improves upon an already great game

Unleash the Beast

JUST BEASTLY The Beast

Command ship (available in multiplay-

er and skirmish mode) produces just

like a normal Command ship, but can

also commandeer enemies with its

infection beam.

I

HOMEWORLD:
CATACLYSM
reviewed by Thomas L. McDonald

T
he real-time strategy genre was already on its way to

bennming a hit stale when HOMEWORLD gave it a jolt of

adrenaline. Thanks to a seamless blend of storytelling and

mission structure - and the first effective use of three-dimensional

space in a strategy game - HOMEWORLD deservedly became a

critical and popular smash. Everyone involved in the follow-up,

HOMEWORLD:

CATACLYSM, insisted that

it's not a sequel or a

mission set, but a kind of

“new episode" in the

HOMEWORLD saga, no

doubt hedging their bets in

case it turned out to be a

gobbler. They needn't have

worried. The designers at

Relic did well in entrusting their code to Barking Dog Studios, who

have produced a game that improves upon almost every aspect of

the original.

CATACLYSM picks up 1 5 years after the Kiith reclaimed their home-

world of Hiigara. The different factions have once again splintered, as

has the Taidan Empire, creating instability once more. You play as the

_
Somtaaw, a Kiith clan who seeks their fortune

in deep-space mining. As the game begins,

you answer a distress call from an Ion Cannon

Frigate under attack by the Taidan. Though you

no longer have the “mothership," you control

the mining vessel Kuun-Lan, which is capable

of producing a limited amount of combat

ships. With these beginnings, you start a new

campaign with a very different tone than that

of the original HOMEWORLD.

Enemy Mine

A number of factors stand CATACLYSM in

sharp contrast to HOMEWORLD, giving it a unique feel and opening

up different tactics and approaches. The very premise effects the

flow of the complex missions; 1 5 in all, most with 5 or 6 individual

goals. As in the origina! HOMEWORLD, the missions in CATACLYSM

weave a very complex and engaging story that is told primarily in-

engine, with some occasional cinematics to bridge larger gaps. This

approach keeps you in the game, and - along with the nicely dove-

tailed mission structure - give CATACLYSM a remarkably fluid, driving

pace. Since the Kuun-Lan is not primarily a ship of war, it has a much

greater arc of mission types, from the scrambling early assistance

mission through research and expansion of the Kuun-Lan fleet, until

its roots in mining are lost altogether.

Unlike the Mothership, the Kuun-Lan can move, which has a huge

impact upon gameplay as you shift the center of your force for maxi-

mum strategic effect. There are no more research ships. Instead,

research has been combined into the build menu, and research top-

CHARGE OF THE FASTER THAN LIGHT BRIGADE Nothing is

more stirring than a fleet of ships in claw formation as they close in on

the kill. Or, in this case, get their hutts kicked by superior numbers.

Requirements: Pentium-ll 2a3MH2, 32MD RAM. 10DMB hanl drive spacB. Recammeii[l(!.l Penduni-lll SSDMHz. 64MB RAM, 400MB hanl drive

spacs. 12MD or belter 30 oanl. 3D Support: SoRwaro. Glide, OirecIBO. Multiplayer Support: UN, imeniel (1-B players): one CD per player.

Publisher: Sierra Studios • Developer: Barking Dog • $40 * homeworl(l.sierra.com • ESRB Rating: Everyone; animated violence.

DECEMStn 2000 • cgw.jai COMPUTER CUMING HORID
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ics become available in groups, forcing you to choose groups of

technology that will allow production of specific ships and upgrades

(including special attacks for some ships). These new technologies

also enable the Kuun-Lan to recreate itself as it jettisons mining pods

to add specialized technology modules. As the game unfolds, the

Kuun-Lan evolves into a real ship of war. The other major effect of this

gradual evolution is to limit the size of your fleet, since the game

imposes a cap on the number of ships that can be built.

This addition cuts both ways, and whether you like it or not, will

have a lot to do with the way you play. The maximum number of ships

in your fleet can be expanded by adding new modules and creating

earners (which may also have expansion modules). This ship cap is

certain to be controversial among HOMEWORLO-ers, but it makes

sense in context and forces you to think tactically rather than to use

superior numbers in all cases. No mission is lost because of the fleet

limits that can't be won through more clever means. The only real

annoyance comes in salvaging ships, since you have to make sure

the fleet isn't maxed-out before you salvage, or else scurry to decom-

mission other ships to make room.

ters. It also makes fighting them very

tricky, since you need not only to destroy

them, but to do so while avoiding infec-

tion.

Several other changes have been

made to the core gameplay of

HOMEWORLO, and all add to the rich-

ness of the game. The ability of the

Kuun-Lan to move is balanced by the

addition of fog-of-war, which places a

new emphasis on the formerly worthless

scout-class ships. Complimenting this

change is the inclusion of waypointing.

You can set waypoints anywhere -

including the “Z-axis," or third dimension

- and have patrols run the waypoints

and then return, or run them as a loop.

Space is larger in CATACLYSM, and the

mixture of fog-of-war with the increased control of patrols gives mis-

sions a more realistic flavor. Yes, it adds a layer of complexity, but one

that adds to the overall effectiveness of missions. Ships can now

mine different types of objects, including dense, resource-rich crys-

tals. Finally, the new system adds a very welcome time-compression

feature and the ability to give all orders from the sensors screen.

All of this may sound suspiciously like I’m saying CATACLYSM is

better than the original HOMEWORLD. Well, get started on that hate

mail, ‘cause you know what? It is. Relic was busy creating an entirely

new world, game, and system from scratch, and they did it incredibly

well. But when a talented third party has time to work with a good

system, they often can improve it. They learn what worked and what

BIG PICTURE You can now give complete orders from the sensors

menu, wfilcli is absolutely essential given the more complex battletield.

The Beast Cube?

A more complex mixture of ships also helps to increase the tactical

sophistica-

tion of the

game. Ships

now work

better in tan-

dem with

other ships,

and finding

the best

strike-force

compositions

becomes a

major ele-

ment of the

game. The

radically dif-

ferent nature

of the enemy also becomes part of this equation, since you soon

move from fighting Taidan and Turanic raiders to facing a Borg-like

foe dubbed "the Beast." Beast fleets are unique in that they can't

construct new ship models without enemy contact. Using their infec-

tion beam, they assimilate enemy ships and turn them to their own

purpose. Once the Beast has control of a new ship model, it will be

able to construct this ship itself, This gives the Beast fleet a ragtag

mixture of vessels and technologies culled from everyone it encoun-

didn't in the original, and then make it better. That's what

Barking Dog has done.

CATACLYSM plays very differently than HOMEWORLO
does due to the combination of simple design enhance-

ments, premise, and new ship types. There’s more

emphasis on preparedness. There are moments when

caution is called for, and moments when you have to

react quickly. The game can turn on you in an instant,

such as when a plot twist in an early mission caught me with an

insufficient force. Simple design decisions demand more thoughtful,

careful gameplay, and that ultimately makes for a more enjoyable

experience, even if it those used to the original might find it frustrating

at first. By setting a few new elements in motion. Barking Dog

created a game that looks back to the original while moving the entire

genre forward a bit further. Call it what you will: sequel, add-on, new

episode. CATACLYSM is HOMEWORLD and then some.

• DECEMBER 2000COMPUIER BAMIKG WDBID
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Resisting fun is futile while playing ELITE FORCE

Borg-a-licious!

I

expecteil to hate this game. 1

expected an unhappy, unenjoy-

abie budge to an unrewarding

end. I expected to have to endure

yet another unendurable Star Trek

game thrown onto store shelves in

the desperate hope that hordes of

basement-dwelling, living-with-Mom,

38-year-old, Doctor Who-quoting

misfits might stop stuffing nacho

cheese Doritos into their blubbery mouths long enough to blow some of

their comic book money on a PC game. My expectations, to say the

least, were low.

But then I actually played STAR TREK

VOYAGER; ELITE FORCE and discovered not

another failure, but an impressive first-person

shooter light years ahead of other Trek games

and most other shooters to boot. ELITE FORCE

beams you into the world of pointy-ear Vulcans,

and - believe it or not - makes it cool to be a

Trekkie.

SpacB Marines

The game starts off with a little "Kobayashi

Maru” twist, quickly cueing you as to what uni-

verse you'll be operating in. If you've ever want-

ed to know what it feels like to face the chilling

blank stares of Borg waiting to annihilate your

STAR TREK
VOYAGER:
ELITE FORCE
reviewed by Jason Babler

CGW RATED

Astounding visual

and sound effects

provide the best*

ever sense of

immersion in the

Star Trek

universe.

very short, very

linear gamepiay

could be more

challenging; some

game triggers fail

to activate.

butt, well, here's your dream come true, in

short order, Voyager becomes disabled by

The Forge, a huge station run by a new

alien race; it generates a dampening field

that traps all nearby ships. The basic goal

of the game is to restore power and fight

off space pirates, aliens, Borg, and a little

insect problem along the way. You meet up

with a group of alien races drifting in the

grip of the Forge, including Klingons,

Melons, Humans, and a new stingray-like

race called Etherians.

Your character is Ensign Munro, part of Voyager's Hazard Team. This

group, formed by that oh-so-serious Tuvok, is exactly what the game title

suggests: an elite team that goes in when the action is too tough for the

usual away-team suspects. They pack new weapons, new charactere,

and a whole lotta attitude.

Engage!

While the game plot has all the makings of a Star Trek episode -

subplots involve budding romance, tension among the crew, and an

alien menace to end life as we know it (again) - the sounds and visuals

(textures and sounds were licensed directly from Paramount) pull you

deeper into ELITE FORCE than any lelevision/movie-franchised game

out there.

You will be amazed at how beautiful this game is - a refined QUAKE

III Arena engine captures the Star Trek milieu perfectly. Every space-

ship (particularly the Borg cube) is gorgeous and imaginative. Further,

you will be treated to a wide range of colorful and sometimes bizarre

weapons, all with secondary fire. Shoot a nasty Reaver with the

insane persona) Photon Torpedo Launcher, and you will see exactly

what I mean.

Character facial animations actually sync up with speech and are ren-

dered with a high degree of authenticity, down to Chakotay’s facial

tattoo. You interact with Captain Janeway, help B'Elanna deal with the

warp drive, get reprimanded by Tuvok, and get patched up by the holo-

graphic Doctor (looks like there's no hope for us guys with receding

hairlines, even in the 24th Century). Only Seven of Nine isn’t voiced by

the actual actor from the show; the voice-acting really helps to give the

game an authentic flavor.

Requiromcnts; Pentium-ll 233MIIZ. G^IMD RAM, 650MD liard

3D Support: OpenGL Multiplayer Support: (nternet. LAN

drive space. Recanitnendud Roquiremonts: Penliiini III, I28MG RAM, GeForce II 3G acceleralor.

(2-32 players).

Publisher: Activision • Developer: Raven Software * $46 • www.aclmsion.com

ESRD Rating: Teen; animated violence.
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Your teammates have

personalities, which is

hard to pull off without a

certain amount of cheesi-

ness (especially with Star

Trek). From the hard-ass,

practical joker to the con-

stantly whining engineer,

your squadmates play

significant roles through-

out the game, providing

added drama, firepower,

and comic relief. When a

heroic team-member dies

in a long, heavy battle

against the Reavers, it

affects your entire crew

and you as a player. How many games do that successfully?

Not many.

Another reason to love your crewmates is their pathfind-

ing. You hit the elevator button, and they all ojsh to you so

you can continue your quest - no rounding up members

who get stuck behind corners or who can't see you when

you're five feet away from them. Other games could learn

from a lot from this little feature.

Your battle leads you through different ships that are

strung-together, floating scrap-heaps. Each vessel is a

unique and richly detailed experience that mirrors the race

that built it whether it’s the cold, dingy appearance of a

Klingon Bird of Prey, the Human federation ship that winks at an

original Star Trek episode, or the hive-like Harvester that tears up

ships for scrap.

Each craft has its native alien that you must reach out and pulverize,

most from the Star Trek universe, all dramatically rendered. Watching a

cavernous level full of Borg beam in and set their collective red lasers on

your forehead will please any player, fan or not

Disengage

Navigating through these beautifully designed ships, however, can be

as boring as watching a Vulcan play chess. 1 won't spoil what you get to

do in the game, but I will tell you what you won't get to do. You won't

get lost in these huge ships, because doors simply don't open and ele-

vators only go to one floor, always steering you in only one direction. You

won't get outsmarted by an enemy, because the Al isn't that smart -

horrible, in fact, when it comes to

some bosses. Apparently, “intelli-

gent life" doesn't notice I just vapor-

ized its buddy (adjacent) and that

I'm setting my sights on them next.

And you won't be able to vary

your gameplay more than planting

your phaser on whatever's in front

of you. Stealth...well, there's not a

lot of opportunity for being sneaky,

even when you're supposed to be.

Your enemies’ main tactic is to rush

at you in groups. (A note to Al pro-

grammers: Battling one cunning

Tribble is more enjoyable than 1 00

dumb Klingons, every time.)

Clever scripted

events move the

game along and

create that

Voyager feel.

Navigating across

an invisible bridge,

a little space walk-

ing, and lining up a

laser to vaporize

an obstruction may

not be brain-bog-

glers, but they add

to gameplay.

Unfortunately,

some scripted

events failed to trigger, forcing me to replay small sections so a door

would open after a battle, for instance.

Oddly, the game’s best asset is also its biggest weakness. It feels like

a compact, satisfying episode of the TV show: cautious exploration

punctuated by riveting sequences, such as a desperate last stand on an

alien vessel, or returning from a mission to find Voyager swarming with

invaders. That's all well and good, but the sweeping excitement of a big-

ger-budgeted motion picture, with more of those memorable battles,

would have been more rewarding. That, and more than the 1 0 or 1

5

hours of gameplay this brief game offers.

But for Trek fans and gamers in general, this is a quality game that

brings respect and real fun to the Trek gaming franchise. Hopefully, now

that the standard has finally been set, we will see a better, less cynical

effort the next time a developer bravely goes where everyone and their

momma have gone before. S33
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The Entertainment Software Rating Board (ESRB) rating system can help you decide whether a

computer or video game is right for your family. The ESRB system offers both RATINGS that tell you

what age the game is appropriate for, and CONTENT DESCRIPTORS that indicate whether there are

particular content elements which may be of interest or concern.

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

rnnionf may be suitable Content may be suitable for Content may be suitable for Content may be suitable Content suitable only Product is awaiting
(nr persons ages 3 and older. persons ages 6 and older. persons ages 13 and older. for persons ages 17 and older. for adults. final rating.

CONTENT DESCRIPTORS (found on the back of the game box);

The content descriptors tell you whether the game includes elements such as;

MILD ANIMATED VIOLENCE
Contairts scenes depicting cartoon/ animated/ pixilated characters in

unsafe or hazardous acts or violent situations.

MILD REALISTiC VIOLENCE
Contains scenes depicting characters in unsafe or hazardous acts or

violent situations in photographic detail.

COMIC MISCHIEF
Contains scenes depicting activities characterized as slapstick or

gross vulgar humor.

ANIMATED VIOLENCE
Contains depictions of aggressive conflict involving cartoon/anlmat-
ed/pixilated characters.

REALISTIC VIOLENCE
Contains realistic or photographic-like depictions of aggressive con-

flict.

ANIMATED BLOOD AND GORE
Animated/pixilated or cartoon-like depictions of mutilation or dis-

memberment of body parts.

REALISTIC BLOOD AND GORE
Depictions of mutilation or dismemberment of body parts in realistic

or photographic-like detail.

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

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

SUGGESTIVE THEMES
Mlid provocative references or materials.

MATURE SEXUAL THEMES
Contains provocative material; including depiction of the human body
in either animated or photographic-like formats.

STRONG SEXUAL CONTEXT
Graphic depiction of sexual behavior and/or the human form
(i.e., frontal nudity) in either animated or photographic-like detail.

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

STRONG LANGUAGE
Commonly referenced four-letter words.

GAMING
The depiction of betting-like behavior.

USE OF TOBACCO AND ALCOHOL
Product contains images of the use of tobacco and/or alcohol in a

manner which condones or glorifies their use.

USE OF DRUGS
Product contains images of the use of drugs in a manner which con-
dones or glorifies their use.

INFORMATIONAL
Overall content of product contains data, facts, resource information,

reference materials or instructional text.

EDUTAINMENT
Content of product provides user with specific skills development or

reinforcement learning within an entertainment setting. Skill develop-
ment is an integral part of product.

SOME ADULT ASSISTANCE MAY BE NEEDED
Early Childhood Descriptor only.

SR
ENTERTAINMENT

SOFTWARE
RATING BOARD

1 -800-77 1 - E S R B www.esrb.org



When the time came to conquer

Gaul, he rounded up his

friends from the 'net

When they said it coutdnt be

done, he instant-messaged

them and toid them it would.

And when the broken bodies of

theirfoes lined the streets of

their conquest, he got back on

the chat channel and

decreed;

uer.
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Another small-time developer comes through big-time for military sim fans

SIIVIULATiaiM

Tank God

STEEL BEASTS
II

T
ank simulations have always been a bit thin on the ground, and

with the cancellation of TANK PLATOON!, it looked like 2000 was

going to be a barren year for tread-heads. Fortunately, unex-

pected reinforcements have arrived in the form of STEEL BEASTS, a

superb modern armor sim

from online publisher

Shrapnel Games. In what

has been a theme in mili-

tary titles this year,

Shrapnel Games shows

that as long as you don't

require top-of-lhe-line

graphics, a small development team can produce a realistic simula-

tion with gripping gameplay and not a trace of a bug.

Team Yankee

Steel beasts is a modem armored warfare sim-

ulation in which players can directly command

either the U.S. M1A1 Abrams, or the German i

Leopard 2A4 main battle tanks. While these are I

the only two driveable vehicles, STEEL BEASTS
\

models a wide range of contemporary AFVs, from

tanks to armored personnel carriers, as well as

infantry. Thanks to the designers' consultation with

some real-life lank jockeys, the

gunnery systems in both the Abrams
******^^ and Leopard are meticulously recreated, to the

extent that excessive use of laser range-finding

can actually burn out the tank's laser. Few

compromises are made to realism, resulting in

a stark recreation of the modern battlefield.

Being caught in an artillery barrage usually

means death for your entire platoon.

The graphics in STEEL BEASTS are 2D only,

but they're surprisingly effective at depicting

trees and terrain contours. Smoke effects

obviously suffer, but the lack of 3D doesn’t

functionally detract from the game. The

combination of graphics and sound does

much to create a compelling battle experience, regardless of the lack

of polygons,

STEEL BEASTS is very much a strategy game as well as a sim.

Before riding into combat, players plot out their strategy in the plan-

ning phase. The orders given can be made sufficiently complex (and

the unit Al is generally good enough) that engagements can be

fought almost entirely from the map screen, with only occasional

forays into the tank commander's seat.

Once the planning is over and the execution phase starts, STEEL

BEASTS is one intense game. When the shooting begins, you have to

pay attention to the combat environment, listen to your gunner, and

keep track of the other vehicles in your platoon. If you've spent some

time devising a comprehensive strategy, you can just sit in the gun-

ner's position of any one of your tanks and do the dirty work

Failing to Plan Is Planning to Fail

If Steel beasts is engaging in solo mode, it's

absolutely engrossing in multiplayer. The tension inherent

in facing a human opponent is magnified by the fact that

against a capable player, the planning phase takes on immense

significance.

When playing larger scenarios, STEEL BEASTS becomes almost a

wargame, albeit one in which you can jump into one of your tanks at

a crucial moment and turn the tide of battle. Should their own tanks

be destroyed, players can jump to any other friendly unit - even tak-

ing over as the gunner in a tank controlled by another friendly player.

Cooperative multiplayer in STEEL BEASTS is a blast,

STEEL BEASTS comes with a delightfully thick manual that provides

a fascinating look into the workings of a modern tank while describ-

ing the game in detail. The $40 pricetag is a great value, considering

the wealth of gameplay in the many scenarios, multiplayer, and

scenario editor. Score another one for the little guy. w-i'.'/

Requirements: Ponliiiin 2SGMH2. 32MB RAM. 225MB liani drlvii

30 Support: None. Multiplayer Support: Internet UN (2-i

space, 2MS SVGA video canl.

I players), modem: one CO per player.

Publisher Shrapnel Games • Developer: eSIms > $40 plus shipping • www.shrapnelgames.coni • ESRB Rating: Not rated.
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Turn-Based and Real-Time Conflict Simulation.

Strategy Gaming will Never be the Same!

Download the Demo at

bluebyte.net TM

www.bluebyte.net
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REVIEW ACTiaiM

Red Storm writes the definitive field

manual on kick-ass tactical simulations

The Killer Elite

L
eave it fa Red Storm to come up with another tactical simula-

tion well worth your time and effort. COVERT OPS ESSENTIALS

is a stand-alone game that is basically two products in one: part

ROGUE SPEAR, and part Counter-Terrorism encyclopedia packed

with more CT info than the terrorist archives of the FBI and NSA

combined. Well...almost. Not only do players get to experience three

new gutsy ROGUE

TOM CLANCY’S
RAINBOW SIX:

COVERT OPS
ESSENTIALS

reviewed by Raphael Liberatore

Spear missions

and six well-

designed training

missions, they also

get an insider's look

at the secret world

of CT operations, via

an interactive

database loaded

for bear.

COVERT OPS

comes in two CDs.

The Mission CD is

where three hearl-pounding RAINBOW SIX missions take you info the

jungles of Bolivia to rescue hostages, the Arctic Circle to insert a

satellite module, and to North Dakota where mercenaries have seized

a nuclear silo. All of these missions are tough, and require detailed

planning: the experience of ROGUE SPEAR and RAINBOW SIX grog-

nards should pay dividends here. These are some of Red Storm’s

best missions yet - too bad there’re just three. Fortunately, COVERT

OPS includes all of the multiplayer components and refinements that

make ROGUE SPEAR the best tactical simulation on the Internet.

The second CD is what makes COVERT OPS ESSENTIALS a keep-

er for the tactical sim library, or for anyone contemplating a career in

Counter-Terrorism (CT). COVERT OPS provides a comprehensive

overview of Counter-Terrorism from 1 970 until the present. You start

out in the Ready Room, the central hub where you pick an operative

to train and test. Information is gathered via a “Nodeball," an easy to

use, multi-layered, navigational interface. Utilizing Nodeball, candi-

dates have the opportunity to access over 15,000 briefings and arti-

cles on various CT subjects. Your goal is to learn everything there is

to know about CT Forces, Historical

Cperations, Gear, Tactics, Intelligence,

Psychology, and the Future of CT operations.

COVERT CPS also contains video interviews

with top experts in the field, as well as photos

and video footage of weapons and equipment,

along with a description of the tactics typically

employed. There are several presentations and

interviews on subjects such as ballistics and

room clearing, as well as insertion methods

and equipment use. For example, under the

topic of Counter-Terrorist Tactics, players learn

about Field Tactics, Combat Training, Military

CGW RATED

VS. Police Tactics, and Operational Tactics. Click on Combat Training,

and primers surface in two more areas of study - Basic and Combat

Training. There's also a special section about the making of the

Rainbow six and rogue spear games. The information is quite

thorough-including field manuals and bibliographies - but even as

comprehensive as it is, the intel is still basically at a survey level.

Great for a layperson, but don't kid yourself that you've been trained

as a CT operative. You'll have to join the SAS, Delta, GSG-9, or other

Special Cperations units for that. If there's a knock against the pre-

sentation here, it’s that more video of actual situations would have

been welcome - there's a lot of discussion about the hostage crisis

at the 1 972 Munich Clympics, but no video.

Cnee you feel ready, you can test your skills and knowledge

through a nifty little testing feature known as Cfficer Candidate

School. Using one of the many R6 operatives as an alter ego, you

take multiple-choice and image-based exams in topics ranging from

psychological profiling and hostage negotiation to kit selection and

Intel photo analysis. You’ll discover quickly whether or not you learned

which weapons and equipment are best used in certain types of

covert missions. Once you successfully pass a test, you gain a certifi-

cation ribbon. Complete four ribbons, and you're done with that field

of study. Once you pass all seven fields of study, you gain the rank

of Rainbow Commander.

Covert ops essentials feels like a natural extension of

Red Storm's RAINBOW SIX series. Fans of tactical sims will find

this game a challenging and worthwhile experience. Just don't go

setting up a kill house in your backyard before checking with the

neighbors.

MAKING AN OIL SLICK The junkyard training mission is a good level

for honing your skills when facing superior odds. These dead terrorists

didn’t spread out in the room before the entry team hit them hard, making

the job easier than what It could have been.

^ -kJ.

fentluni III, 128MB RAM, IB MB 3Q accelerator. 16B tisidRequirements: Penllem-II 266, 6AMB RAM. BOOMB hard drive space. Recommended

driva stHC^ 3D Support: BireclBB Multiplayer Support: IAN. Internet (2-16 players).

Publisher: Red Storm Entertainment • Developer: Red Storm Entertainment, Magic Lantern, and Zombie Studios • S30 • www.red-
storm.com * ESRB Hating: Teen; animated blood, gore, and violence.
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"The latest edition

ofthegame

irmovofes in some ways
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"The Setflers IV is

on track to be the

best Settlers gome

yet with all of the

new features that

have been added."

^ GDmersNfiws.ccm

Featuring the New Dark Tribe

Just wken you mustered the art of war.

The gods changed the rules.

Download the demo and

free Smaik-A-Thief! mini-game at

bluebyte.net www.bluebyte.net
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REVIEW RACING

TAKE UP THE CHALLENGE f ijavs pro-

•liflver (ana Hasbro’s technicaj^n^iiltanipfr:

U6m HE^IBdbily Cobdiito Truff/orfnsi,

:fiioBfl¥a»Ji«s4p. but dldn't^Ite gatif

done. Check out mycopljiiiatam paint iob...

This rookie has championship potential

Bring the Heat

UP ON THE ROOF
Dale Earnhardt finds him-

self in a familiar position

at Daytona. You too can

find yourself upside down

if you aren't careful -

racing at 200mph on

these super speedways.

H"In

NASCAR HEAT

I

asliro Interactive has accomplished something Papyrus and

Electronic Arts haven't been able to do. They've created a

NASCAR game that’s enjoyable for both newbie racers and

simulation gurus alike.

Now, you may find that hard to believe, since most NASCAR
games usually appeal to one or the other. Papyrus's NASCAR
RACING series has always been geared towards the hardcore simula-

tion grognards, while Electronic Arts’ NASCAR titles - with their

reduced emphasis on real-

ism - have appealed more

to arcade-style racers.

NASCAR HEAT has all the

options that those other

games have and more: 19

authentically

reproduced

tracks, including Daytona from the Winston Cup circuit

(only Indianapolis and Pocono are missing, due to licens-

ing issues); 27 Winston Cup drivers and their respective

cars and sponsors from the year 2000 season; and the

usual single-player options such as single race and cham-

pionship modes, which allow you to race a single race at

a time, or to compete in a full

season for points against the other

Winston Cup drivers.

What’s different about NASCAR
HEAT is that its very realistic

physics model and near-photoreal-

istic graphics engine are made

more enjoyable by the number of

single-player gameplay options

that the most inexperienced player

can handle, but that the hardcore

CBW RATED

Incredible

graphics; numer-

ous single-player

modes, catering

to all feueis of

BKperience.

Steep hardware

requirements; a

few bugs.

simmer will still find fresh and challenging.

Can You Beat the Heat?

The most unique gameplay option is the Beat the Heat challenge:

36 different challenges that are introduced by popular NASCAR
commentator Allen Bestwick. These challenges help you develop

your stock car racing skills by putting you in various real-world situa-

tions. They range from running a lap at a competitive pace, to using

proper drafting techniques to pass, to working your way through a

multi-car pileup. Some of the scenarios require you to use overly

aggressive tactics when, overall, finishing an actual slock car race

requires a cool hand and a lot of patience. Keep that in perspective

while completing this mission-based portion of the game.

Race the Pro is another new gameplay option not seen before in

Requirements: Psrlium-ll 233 MHz. 32 MB RAM. 20 M8 tiad drive space, 6x CD-ROM dnve. Direct 3D-canipabble video card (AMR AGP min.]. OireclX-campalilile sound

card. DireclX version 70 or higtier. |(le^m'antlod ((equirerdaftf'^^te-lll SOO NH^T2R MB RAM, 2G0 MO hard drive space. 8x CD-ROM drive, GoFonre or Voodoo

S^rUeo card,‘6@^JIjiftHgltfi]filrEt!(£GPPB>lt)le eoiiht! carl 3D Support: Direct 3D Multiplayer Support; Up to 1 B players (TCPIP).

Publisher: Hasbro Interactive * Developer: Monster Games, Inc. • $40 * www.hasbro-interactive.com

ESHB Raliny: Everyone
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Also find thousands of other hot software games at up to 50% off.
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REVIEW IMASCAR HEAT

NASCAR games, it lets you race against a

ghost car, representing one of 10 top

NASCAR Winston Cup drivers like Bobby

Lebonte, Rusty Wallace, and the Intimidator

- Dale Earnhardt himself - driving their

best lap at their favorite tracks. The king,

Richard Petty, even gets a cameo doing a lap

at Daytona.

You'll have to drive your best laps to beat

the pro-driven ghost cars; because you can't

collide with them, you can use their line as

the best example. When you're done, save

the replay and then watch the pro through

the cockpit view to see how they drive the

track. While this is a great feature, I would

like to have been able to compete against

even more drivers and more tracks.

Look, Mom—I’m on ESPN

Graphically, this is the best

NASCAR title to date. The car detail

is simply amazing, and in some views,

it's as if the cars drove straight from

your TV set to your computer monitor.

Adding to the perception of realism,

particle effects are especially well

done, as evidenced by the realistic

smoke that comes from your tires and

burning engine (post-crash). Each

track is authentically reproduced to

the finest detail. Skid marks and

scrape marks look much more realis-

tic than before. The detail of the pit

area is finally done

right. All the crew trail-

ers with number signs

are present, represent-

ing specific pit boxes.

Pit crew animations

are vastly improved

over previous

NASCAR titles, with

more polygons giving

them a more rounded,

human appearance. All

this stunning graphical

styling comes at a

price, however. Even

my Pentium-Ill 500

with a GeForce2 video card struggled to display all this detail as

the number of cars in the field increased. The release notes state

you need at least a P-lli 600MHz to run a full 43-car field. Expect

nothing less than a super-charged, Winston Cup-rated computer

with 700MHz horsepower to be able to produce all the titillating

visuals this game is capable of.

Once you take the wheel in NASCAR HEAT, the physics model

really shines. Driving these cars feels like you really do have 700

horsepower at your disposal. The cockpit moves forward and back to

simulate the force of braking and acceleration on the driver’s head.

Your wheels lock up from braking too hard, causing your car to spin-

out - and if you do spin, be prepared to gel airborne. You may quick-

ly find yourself upside down. Unfortunately, the default damage model

is set to extreme arcade mode, and moving up to expert or hardcore

mode doesn't improve the realism as much as it should. You can

TALKING HEAD Allen Bestwick runs the

show in (he Beat the Heat races and pro chal-

lenges. It’s a very nice touch in the game, and

will help rookies learn the ropes.

ELUIS IS NOT THE KING You can kiss the

ring (and the bumper) of the great Richard Petty to

see what true legends are made of.

crash and bang your

car around without

much consequence

and still win the race.

This isn't really a bug,

since Hasbro wants to

cater to the new and

inexperienced sim

racer, but there’s a

patch being developed

- it should be out by

the time you read this

- that addresses

these problems and

creates a more realis-

tic damage model in

the expert and hard-

core modes.

Bugging Out

The aforementioned

patch should also take

care of some of bugs

that keep NASCAR
HEAT from being a

truly great game.

Some bugs include

problems with the

computer Al-controlled

cars (although they are

the best I have ever

seen in a racing sim)

during cautions and

pitting. They drive at inconsistent speeds and ram you

under flags, causing your car needless damage. They

have problems reentering traffic from pit road at the

super speedways, causing major jams. I was also

unceremoniously removed to the desktop every time I

finished racing Daytona in championship mode with a

43-car field.

The ganie does have multiplayer capability, but it is far

from complete. There's no built-in player matching ser-

vice to search the Internet

for active races. And once

you manage to find a race

and connect to it, there are

no practice sessions to

allow you to practice with

your fellow drivers. You can

only go directly into a race.

Also, there's no option for

yellow flags in multiplayer,

so you always have to

race under green flag

conditions. This is a big

disappointment for online

racers who want perfect recreations of NASCAR events, and it

detracts from the overall potential of the game.

Once the patch is released, you should have many options,

from extreme arcade-style racing to advanced simulation mode.

That, coupled with the new physics model, will make NASCAR
HEAT a real jewel to satisfy any racing fan - whether you're an

arcade racer or a realistic-simulation guru. Until that time, how-

ever, this game is truly a diamond in the rough. Kdli
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REVIEW STHATEC3Y

STAR TREK: NEW WORLDS sucks harder than a black hole

She’s Gonna Glow, Gap’n!

I

have a theory that someone accidentally replaced the STAR TREK;

NEW WORLDS design docs with a list of things you're not sup-

posed to implement in a real-time strategy game. This would

explain a lot. It would explain why you can’t save a game in progress,

so you'll have to play through an entire hour-long scenario in one sit-

ting; if you lose, you get to start over from the very beginning. It

would explain why there is no way to change the game speed, or to

pause and give orders. It would explain why you can't change any

sound or graphics options from within the game. It would explain how

Star trek; new worlds turned out to be one of the worst real-

time strategy games you

STAR TREK;
NEW WORLDS

reviewed by Tom Chick

Set Tricorders to “Huh?"

It would also explain how some basic

features you expect in any RTS managed

to be left out: A skirmish mode, way-

points for units, patrolling orders, config-

urable hot keys, designated gathering

points for newly-built units, options to

move your armies together, and Internet

multiplayer support are nowhere to be

found in NEW WORLDS. It would explain

the hideous interface and the lack of

useful information available to the player. It would explain how

Klingon, Federation, and Romutan units and buildings are functionally

identical with almost nothing to distinguish the three races, aside

from a single vehicle at the top of each race's “fech tree," It would

explain a convoluted resource model that's completely antithetical to

the pace of a real-time strategy game - five raw resources are con-

verted into five processed resources with silly science fiction names,

with no discernable pattern for why you need them, what they're used

for, or where you can

CGW RATED
DARE TO BE (STUPIDLY) DIFFERENT A

row of icons indicates unit health instead ol the

standard green bar.

'
/ ir-i

‘

get them. It would explain

unnecessarily tedious and

vague building upgrades, and

poorly-used rules for

crewmembers and unique

trainable officers who can be

assigned to different tasks.

It would explain why NEW
WORLDS is a textbook exam-

ple of an entirely useless 3D

engine making a game harder

to play - the limited camera

control makes it a chore to

look where you want to look,

not to mention the insuffer-

able difficulty of giving units

specific orders for movement and combat. It would explain why drag-

selecting a bunch of units and ordering them to attack a target

results in a strung-out column of units fumbling their way across the

map and arriving at different times - so that they can be conveniently

destroyed one by one. It would explain the limited group-control

options, the way you can only build bases on pre-set tiles, the

sluggish graphics, the twitchy mouse support, and the absence of

feedback at the end of a scenario.

Praising With Faint Danins

However, what's not explained by my theory is how this wretched

excuse for a game was actually packaged into a box and put

on shelves.

If you were feeling charitable, you might enjoy the atmospheric

graphics, the gratuitous lens flare given off by photon artillery, and the

detailed bustle of a developed base's cargo ships and construction

bees buzzing to and fro. You might even appreciate the unfolding

storyline about a new alien race, and some interesting alien ships and

structures. And if you were desperate to find some redeeming value,

there's always this: After playing NEW WORLDS, suddenly STAR

TREK ARMADA and FORCE COMMANDER don't look so bad. H33

Requirements; Penliuin-ll 30DMH2.&1MB RA!^.400MH lianl drfve space. 3D Support: Direct 3D Multiplaver Support: tAN.Inlemel (2 or 3 players): oee CD

per player.

Publisher: Interplay • Developer: 14 Degrees East $45 • vnvw.interplay.com • ESRB Rating; Teen; animated violence.
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TAKE^'-STANJ'D
IN THE BATTLE BETAA^EEN

GOOD AND WIL

last..Our prayers have been answered."
-PCGamer.com

"Evil doers should now prepare themselves

for a solid butt-kicking." -DailyRadar.com

“...intense...excellent storyline... graphically

one of the best on the market."
-MeccaWorld.com

IMMERSE YOURSELF IN

ROME, 171 A.D. WHILE an empire rules above ground,
a battle wages in the catacombs. \bu must rescue prisonc'rs of the Roman Government, but cb you

have wl-«t it takes to challenge the clemon-fxjssessecl^ Prove yourself in llie Colosieum aixl survive

being stalkc^l by the Ultimate Enemy- The time for heroes is now, . .r-i..

You are ihe CATECHUMEN,
HUNT OR BE HUNTED IN

THE CATACOMBS OF ROME

ORDER NOW!
1-877-672-0031

www.catechumen.com

TEST YOUItSELF AGAINST
TRULY EVIL OPPONENTS

SURROUND YOUItSELF

IN DIGITAL SOUND
PROGRESS THROUGH
18 INCREDIBLE LEVELS



REVIEW WARQAIVIE

Exiled to the Eastern Front, with only a

Panzer General for company

Burnt Ground

P
ANZER GENERAL was a game that infuriated hardcore

wargamers while enthralling almost everyone else. The game

played like a cross between chess and Stratego, had no dis-

cernable scale, and borrowed the conventions of wargaming while at

the same time giving that hobby a great big raspberry. The genius of

the design was that it reduced all the complication of traditional

wargames to a simple formula, while retaining an emphasis on

strategy. Only the most cantankerous history buffs were immune to

its pleasures. Three sequels later, that appeal is fading.

Go With What You Know
PANZER GENERAL III: SCORCHED EARTH is not an expansion

pack. Ownership of previous games in the series is not required. In

PANZER GENERAL III:

SCORCHED EARTH
I

reviewed by Bruce Geryk
, |

HOT STUFF Realistic smoke and animatiQns..,o{ih.

WINTER VACATION It looks nice, but the Interface still suffers from

many of the same problems as PANZER GENERAL 3D.—

4^
r •

fact, it’s not even recommended, because if you have played any of

the previous games, you'll probably end up wondering why this game

wasn't released for half the price as an add-on for PANZER GENERAL

3D; ASSAULT. The core game is exactly the same, and while the

scene has shifted to the Eastern Front, precious little else has

changed. There are four new campaigns (two German and two

Soviet), and a Battle Generator that will let you create scenarios with

British, American, German, or Soviet units, but besides that and a

few improved 3D effects that you'll barely notice, calling PANZER

GENERAL III: SCORCHED EARTH a “new game" is like calling vinyl

“genuine Naugahyde."

tanks, bringing up artillery to reduce towns, protecting your assets

with air cover) requires thought and planning, and is no walkover,

either. While not even close to a military simulation, the PANZER

GENERAL series has an almost puzzle-like feel, and if you're into

strategy puzzles and military history, so much the belter. The new

campaigns can be very tough, meaning that it'll take several playings

of each scenario in order to advance. When you do, you'll be able to

“promote" chosen leaders, which allows them to perform more

actions each turn with the units under their command. This role-

playing-like character building used to be tied to the units themselves,

but was shifted to a leader-driven system in PANZER GENERAL 3D:

ASSAULT. The old system, however, had a bit more character.

SCORCHED

EARTH does have

its moments. The

strategy of coordi-

nating units (catch-

ing infantry in the

open with your

CGW RATED

It’s Not Easy Being 3D

The biggest problem with the game, though, stems from

SSI’s assumption that 3D graphics would make the game

better. In PANZER GENERAL, it’s exactly the opposite. While

some may enjoy seeing their tanks kick up little clouds of

dust, this amusement turns sour when the ambiguous 3D

view makes you overlook an anti-tank gun, or misjudge a

mouse click for a bomber attack. The map can be rotated so

that the view is nearly vertical, but there isn’t a functional 2D

view. A 2D “strategy map" (what does that make the normal

map?) allows viewing of the entire battlefield, but it primarily

serves as a general overview and "jump map" for reposition-

ing the camera.

PANZER GENERAL III: SCORCHED EARTH is, minor

improvements notwithstanding, a box with four campaigns

that could have been included in PANZER GENERAL 3D:

ASSAULT. Those who have not yet sampled the addictive

pleasures of this system are encouraged to pass this one by

and find a copy of PANZER GENERAL II.

Requirements; Penliura-ll 233MHz. 64MB HAM. 350MD hanl drive space, SMB 30 video card. 3D Support; Yes Multiplayer Support: UN/IPX. TCP/IP (2-4

pla/ers): one CD per player.

Publisher; Mattel Interactive • Developer: SSI • S29 • www.ssionllne.CQm • ESRB Rating; Rating pending.

COMPUIEB GAMIHC WDHIO
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REVIEW SRORTS

I

With Microsoft's decision to scrap this year’s version of NFL

FEVER, PC football fans are faced with the old Henry Ford

Choice: they can have any football game they want, as long

as it’s MADDEN 2001.

Fortunately, you need not fret over this lack of options. Because

whether you choose to play MADDEN 2001
,
or you decide to play

MADDEN 2001 ,
either way you'll be getting the finest title in the

series, and quite possibly the

finest PC football game ever.

But what's really interesting is

that this year’s PC version - pro-

vided you have some serious

horses under your hood - actu-

ally looks better than EA's bally-

hooed PlayStation 2 version,

mostly due to the PlayStation's lack of anti-aliasing and to the lower

screen resolution of the TV.

MADDEN 2001

Publisher; Electronic Arts • $S0 • ESRB Rating: Everyone

The only football game in town soars

to new heights,

Wide Open

Smooth...

The gameplay in both games is virtually the same, with incredibly

fluid action that moves faster than any other game on the market.

Unlike some previous versions, you can actually

establish a running game, though its success - much

as on the real gridiron - is largely dependent on your

offensive line. The passing game works extremely

well, too; you have to check safeties, check for man

or zone coverage, and then throw the ball on the

break to your receivers. And the blitz creates some

terrifying moments.

Although a little unbalanced, the juke moves (con-

trolled by the left- and right-shoulder buttons on the

Microsolt gamepad) make for many oohs, aahs, and

red faces on opponents. Better still, sure-bet plays

appear to be absent, although on defense, you'll

probably play it safe and consistently pick the same

pass and run defenses.

version, MADDEN 2001 allows wanna-be Difkas to

manage their teams' on-field strategies, as well

as personnel (including free-agent signings)

and front-office decision-making in either

single-season or an extended franchise mode.

Also as in last year's version: You really can

make like Ditka and get the big heave-ho if

your team underperforms.

Where EA really demonstrates its apprecia-

tion for the PC market is in the online suite

that allows you to engage in an entire season

or career play, both playing games and manag-

ing personnel. It works well, although finding

your way into the league is a little tricky.

Players interested in just setting up single

Win or Else

CGW RATED

The amazing vist

als complement

the fast-paced

action and rock-

solid Al.

The commentary

is surprisingly

flat; internet play

is still not all the

way there.

games can still get their

online fix. Unfortunately,

although the gameplay is

faster than last year's ver-

sion, it's still nowhere

near the quality of the

online play in Sega's NFL

2K1 for the Dreamcast

(see page 176). Players

still slip around a little bit

loo much, which makes tackling extremely difficult; and the game

tends to crash mid-game.

The only other aspect of the game that needs serious work is the

game commentary, which is horribly inadequate. Pal Summerall and

John Madden sound under-sampled and flat, and their commentary

appears to consist of no more than 20 lines of dialogue.

But for the most part, MADDEN nails everything else right on the

head. In fact, we have only one suggestion for next year's version.

The Great Games mode, which allows you to play through over 25

classic games, needs to allow you to play through all the games with-

out successfully completing each one. The infamous Heidi game -

where the Raiders scored 1 4 points in the last 1 :30 - is impossible,

and you can’t get to any of the other games until you beat this one.

Maybe EA could incorporate a challenge mode, which awards you a

score based on how many Great Games you win?

Requir-ements: Penliuin 20DMHz. 32 MB HAM, BOMB hani drive

3D Support: DiredSD Multiplayer Support: Internet UN.

space. Recpinm^tled Requirements: Penfiiiin-ll 400 MHz, 64 M6 HAM.

modem, and same-system.
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review

SPEC OPS II: OPERATION ORAVO

iir**

G
ame Development Lesson #1; A sequel should not build

upon the problems of the original. You should stay off the Harleys
:

until you've taken the training wheels off your Schwinn. Not following this

simple law will make you fall down and go boom - much the way SPEC OPS II;

THE GREEN BERETS did. Don't our fighting boys deserve better?

Enter SPEC OPS II; OPERATION BRAVO, a free downloadable expansion of

S02 that upgrades your game into the PLATINUM COLLECTION, the retail re-

release of the SPEC OPS series (along with a

strategy guide). OPERATION BRAVO contains 25

nicely rendered missions in jungle, desert, urban,

and arctic terrain. But much of the game’s interface has been watered down, with

fewer menus, FMVs, pre-mission briefings, and operatives (there's only two

instead of four - making some missions almost impossible to finish). OPERATION

BRAVO sees minor tweaks in both A! and gameplay, but your Al buddies still

shoot beyond the line-of-sight while ignoring orders. Sadly, most of the bugs (and

shoddy Al and gameplay) still remain from S02, especially when using D3D.

Both my Pentium II and III constantly crashed during play. Even though former

S02 owners can get OPERATION BRAVO for free, it's time we call in the firing

squad and shoot this game dead. -Raphael Liberatore

Genre: Action • Publisher: Ripcord Games « Developer: Zombie *

Free Download www.zDmbie.cQm * ESRB Rating: Teen; animated violence,

DUKES OF HAZZARD: RACING

FOR HOME

Genre: Racing • Publisher: South Peak Interactive *

Developer: Sinister Games * S3R www.southpeak.com *

ESRB Rating: Everyone

R
eviewers often slam games inspired by

movies or TV shows for not being true

to the originals. Rest assured, this piece of

crapware is completely true to the original TV series

from whence it was spawned; It's stupid, insipid,

cheap, boring, and ultimately a waste of lime. Oh
yeah, and it will rot

your brain.

Rather than engage in

the debate of why this game was made in the first

place, let's just take a look at what makes it suck.

First, it's a PlayStation port, and a very bad one to

boot. The graphics engine is atrocious, with glaring

seams between polygons, low-res textures, and

chunky frame-rates that put it on a par with anything

pre-NEED FOR SPEED. On top of that, the missions

are extremely repetitive (just like episodes of the

show), and usually offer nothing more than getting

from point A to point B while either ramming someone

or evading the cops. Plus, you only get to bust out

your dynamite-equipped arrows once! All these coun-

try bumpkins seem to do is deliver mortgages and get

mistaken for bad guys, Garsh, will those old Duke

boys ever quit? God, I hope so. -Tom Price

^EVERYONE

empire-us.com
This ad is a parody, and is (or entertainment and amusement only. Duh. Created by Mind's Eye Productions Limited for Entertainment International (UK) Limited. 0 1999-2000 Entertainment

International (UK) Limited. Published by Empire Interactive. Empire is a registered trademark of Entertainment Intemallonal (UK) Ltd. Exclusively disbibuted in North America by Jack of All Games.

• DECEMBER 2DDDCOMPUTER BAMING WORLD



HARDWARE IN SEARCH OF THE ULTIMATE
GAMING RIG • REVIEWS • NEWS

COOL NEW ramiRES M WMDOWS HE, BUT ITS NOT A MUST-HAVE FOR GAMERS

Don’t You Hood ME?
T he bane of PC gaming is, no, not really. It does add some cool

well, the PC: an often-can- features to Windows, but if your sys-

tankerous beast that all tern is running fine with Windows 98,

too frequently stands between the upgrade isn't necessary. An
you and your games. Meanwhile. exception would be if you’re looking

the neighbor’s game console just to build out your own Pentium-IV

fires up and goes. Sure, our games system, since Windows ME is

Pentium-IV-aware, whereas 98 is not.

But given the short supply of those

by D3V6 Sdivstor chips, and that the top system mak-
ers will snarf up the lion's share of

them, home-built Pentium-IV rigs are

a ways away.

My System's Keeper

ME's new features include system
utilities to help maintain OS stabili-

ty—like System Restore and System
File Protection—as well as Microsoft's

Movie Maker and an enhanced Media
Player that now has trippy visualizers

like WinAmp. Also new are several

Wizards for adding functionality like

ISDN, home networking, and digital

cameras and scanners. Of all the new
stuff found here. System Restore and
System File Protection are the most
valuable to gamers, since they’re

intended to eliminate the annual

Windows re-install ritual.

System File Protection (SFP) essen-

tially “plays goalie," guarding about

800 system files and monitoring appli-

cation installs. If an app’s installer

tries to over-write a critical system
are usually cooler, and deeper, file, SFP first copies that file to anoth-

but getting dragged into driver er folder before letting the installer

hell when all you really wanted continue (the installer could crash if

was a little taste of UNREAL
TOURNAMENT is about as

pleasant as a prostate exam.
Enter Windows ME,

Microsoft’s latest incarnation

of the "Windows 9X" dynasty.

As Windows 9X has evolved, it

has steadily improved, added
features, and generally gotten

more stable. But a major

plumbing overhaul won’t

happen until the next version

of Windows 2000, code-named
Whistler, due sometime late

next year. So Windows ME is

the swan song for the

Windows 9X Oses.

Is Windows ME an essential

upgrade for gamers? In short.

Win98 vs. ME Performance Comparision

Wintiows 98SE lAJinnows ME

3D GameGauge Score 77.7 60.5

Additional 3D Tests

3D WinBench 2000

(1280x1024x32)

24-bit Z, triple-buffered 72.7 72.5

3D WinBeiicb 2000

(1600x1200x32),

24-bit Z, double-buffered 52.2 49.8

QUAKE 3 (1600x1200x32) 42.5 42.5

QUAKE 3 (840x480x16) 134.7 135.4

2D Graphics Tests

WB99 Biz Graphics WinMark 371 486

Microsoft

“Mndowsm?
Millennium
Edition

Better Living In the Digital Work!

System Restore and

System File Protection are

welcome additions; faster

boot times; Pentium lU-

ready; likely to have better

long-term stability than

UUindows 98, but...

CONS

No radical advances; no

gaming performance

increase; full version is

expensive.

SYSTEM REQUIREMENTS: Pentium

ISOMRz or better, 32MB RAM, 460MB

to 645MB hard drive space, VGA

grapliics, CD-ROM drive, Internet con-

nection, Windows-compatible sound

Price; $50 upgrade vemion (from

98/98SE), $90 upgrade version (kom

95/98/9888), $170 full version

www.microsoflcom/win[lciwsme

DtCEMeca 2000 • cgH.91mespDl.c110152 CDMPQTER 6RMIN6 WORIO



HARDWARE

not allowed to write all of its files). After installation, SFP compares

the two files, and if the new files are older or tweaked versions of the

originals, SFP copies the originals back, ensuring a basic system stability.

Smooth Ride In

It takes about 45 minutes to install ME, which looks almost the same as a

Windows 98 installation. Unfortunately, the ME disc isn’t bootable, so I had
to hunt down a DOS CD-ROM driver to start the installation. They call this

progress? Windows 98 CDs have been bootable for some time now, so if

your machine supports using the CD-ROM as a boot device, you can launch

the install right off the CD-ROM. That hiccup aside, the install went pain-

lessly, and Windows ME discovered and installed drivers for my somewhat
obscure sound card, and the motherboard-down Ethernet adapter.

Clean Cut

VOODOOS" - Full-Scene Anti-Aliasing

for the smoothest, sharpest images

and the cleanest cuts

.

Performance; More of the Same
We ran Windows ME through our usual benchmark obstacle course, which

includes ZD's WinBench, 3D WinBench 2000, and CD and Audio WinBench,

We of course also tested with CGWs own 3D GameGauge, a suite of games
that we run to measure real-world game performance. The test system was
a l.lGHz T-Bird Athlon, running on Gigabyte’s G-7A motherboard that uses

Via’s KT-133 chipset. The box was equipped with a GeForce 2 GTS 3D card

with 32MB of DDR memory running version 6.21 of nVidia’s reference

drivers, and 256MB of PC133 SDRAM for system memory.

What we found is that Windows ME, for the most part, runs about even

with a clean install of Windows 98SE for 3D gaming performance. Windows
ME was about 4% faster on 3D GameGauge performance. In additional 3D
graphics tests, the two OSes were even on both liigh-resolution tests that

stress the 3D card, and on low-resolutions tests, which exercise the CPU,

chipset, and memory. Through the course of testing, both operating systems

appeared equally stable.

A Miraculous Recovery. . .Well, Mostly

To test System Restore, we created a Restore Point, then installed some
games. We changed some of the system’s network settings, adding the IPX

protocol and a Netware client. Next, we took the system back to our initial

restore point. We found that System Restore removed aU Registry keys from

the three installed games, but only deleted some of the game files from the

hard drive. The games were only installed and not played, so there weren’t

any save-games that an installer wouldn’t have known about; this partial

deletion struck us as odd. The games were also removed from the uninstall

list. So, you'd still need to go and delete the games’ folders yourself, but the

Registry appeared to be completely clean of any keys from these games.

System Restore also reset the network settings to their original state,

removing both the IPX protocol stack and the Netware client.

All told, Windows ME does add some valuable features for gamers, but

they aren’t essential. If you’re running Windows 95, or if you think you need

a fresh installation of Win98, you should consider upgrading to Windows
ME (alternatively, Symantec’s $60 Ghost utility offers System Restore fea-

tures for Windows 98). But if you and your system are living in harmony

with Win 98, keep it. KriU

GADGET OF THE MONTH
hat the hell does an electric scooter have to do with

computer gaming? Urn, nothing. But 1 saw one buzzing

around the streets of San Francisco, and said, “It will be mine,

oh yes." ZapWorld makes “alternative transportation" vehicles, all elec-

tric, that range from the Zappy to motorized bicycles all the way up to a

full-sized motorcycle. They even make small cars. OK, well, glorified golf

carts. The Zappy can move along at a pavement-searing 15MPH, and

can go several hours per charge. In a congested city, this is just the

thing for getting from point A to point B, provided there are

no hills {up or down) between you and your destination.

At that point, the Zappy rides you. But, the handle bars

fold down, and at 37 pounds, you can schlep it onto a

bus or the subway.

Z^pWorid Zappy • $600 • www.2apw0rld.net
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YOUR TWO BEST RECIPES FOR BUILOIIMG THE ULTIMATE GAMING MACHINE

Power Rig

;

Action Gamepad

I Interact Hammeihead FX

^ Gravis Gamepad USB

Case Anlec SX-830 S213 300 watts. 8 bavs, plenty of cooling

Motherboard Asus CUC2 S180 AGP4X, Intel 820e, RAMBUS

CPU Intel Pentium-Ill IGHz $750 Expensive, but if you want the best...

Hemorv Kinnston 256MB PC8D0 RDRAM $600 RAMBUS, babv!

Disk Controller Adaofec 2916D $190 Slinhtlv faster, but also PCI 64 stinuort

Pfiniarv Graohics Hercules Pronhet 11 Ultra 6AMB $525 Can vou sav giganixel?

3.5" FIoddv Drive Teac $20 Yoti still have to have one

Hard Drive tanlum Allas «- II $850 Now at 366B

Backiin $270 5.2 alas ol backuo

CD-ROM/DVD Pioneer 6* SCSI DVO-304S $170 New Pioneer Slot-Drive DVD

Monitor Mitsubishi OiamondPto 22" 204Du $1,150 Perfectly flat: nood USB suonort

Priinarv Audio Sound Blaster Live Platinum $165 For four-sneaker DirectSound. A3D. and EAX

Sneakers $170 Loud, clean, uncolored, and kickin'

Notvvorkina 3CDM Etberiink 10/100 PCI $40 Reach out and fran someone

Hetworkinn Hub HetqearDSIDS $95 Multiolaver & DSL modem suonort

Keyboard McospllNalaralKaytardPro $59 Natural in. Newlouch out

USB Hub Logitech WinijMaii 7-pon USB Hub $70 Get them USB ports upstairs

Total w/o Game Controllers! $5,577
Flighl Joystick CH F16 Conibalstick USB $65 Onboard Ihrollle

Rudder Pedals CH Pro Pedals USB $100 Nearly perfecl (ool placemenl

Total $5,742
The Fine Print: All recommendallons based on anlual evaluations and testing. Prices listed are average low quotes from Web price search

engines like www.computershopper.com or www.pricewBlch.com. Lists compiled by Dave Salvator.

Lean Machine
Component Manufacturer

Case Antec Gemstone Case

Motherboard ASUS A7V

CPU AMD Athlon 909 w/coolirra fan

Memorv 12BMBPC133 SDRAM

Disk Controller Built-in UDMA/33

Priinarv Granhics Guillemot Prophet II 32MB DDR

Floanv Drive Teac

Hard Drive Maxtor Diamondmax 5800 Plus 20.4GB dnw

CD-ROM/DVD Pioneer OVO-105S

Monitor Optiauest 095

Primary Audio Sound Blaster Value

Sneakers Boston Acoustics BA-635

Modem Aclionlec PCI Call-Waitino Modem

Keyboard Microsoft Internet Keyboard

Mouse/Pointinn Device Logitech USB Wheel Mouse

Joystick Logitech WingMan Extreme Digital

DECEMBER 200D •
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C
hoosing the
right 3D card

depends on
your CPU and your
motherboard, so we
have two recom-
mendations for you:

For a Pentium
233MHz or slower,

or a PCI mother-
board (no AGP), or

a motherboard-
down AGP graphics

chip with no AGP
slot, get 3dfx’s Voodoo 5 5500 PCI board. At around $280, the

V5 5500 delivers solid performance and has very good FSAA
compatibility. And, when you swap in a new motherboard/CPU,

you can migrate the Voodoo 5 board to the new setup and use

it there until you decide to get an AGP-based 3D card.

For motherboards with AGP, we recommend Hercules’ 3D
Prophet II Ultra, based on nVidia's GeForce 2 GTS Ultra chipset.

With 64MB of DDR SDRAM, this board will blast games at

1000x1200 - if your monitor can handle it. If its $500 price

tag is too much for you, get Hercules’ 3D Prophet II, using the

GeForce 2 GTS chipset; the 32MB version comes in at just

under $300.

FIRST IMPRESSIONS ON
PENTIUM-IV AND DDR SDRAM

We’ve been testing Pentium-IV systems for next month’s

high-end Ultimate Gaming Machine shootout, and the

early numbers are provocative. A I.SGHz Pentium-IV is

about 44% faster than the fastest 866MHz Pentium-Ill in this

month's system roundup, using 3D WinBench’s Processor Test

which tests CPU performance handling 3D data. But that

same Pentium-IV was only about 11% faster than a

Thunderbird Athlon 1.1GHz on the same test. Given Pentium-1V’s

36% clock advantage, my guess is that Athlon will fare well

against Pentium-IV, given equal clock rates. More on this next

month.
Early performance data on AMD’s new 760 chipset shows

that DDR SDRAM used as system memory could challenge RAM-
BUS for performance supremacy in the coming months. The

760 offers a 266MHz front-

side bus, which could allow

for system memory to hit a
whopping 2.2GB/sec of

peak bandwidth. At press

time, chipset maker Via

had Just announced its

Apollo Pro266 and Apollo

KT-266 chipsets for

Pentium-Ill and Athlon

respectively. ALi Is also

reportedly at work on DDR
chipsets for both

platforms.

Intel is developing its

own DDR chipsets for

release in 2001, respond-
ing to customer demand.
And while Intel isn’t walk-
ing away from RAMBUS, It

would certainly appear that

they’re hedging their bets.

$100 In black, of course

$140 Solid, stable. Socket A Athlon motherboard

$265 Supersonic Thunderbird

$110 128MB. snueezed In

$0 It's in there

$290 Screamin’ GeForce 2 GTS card

$20 Still ootta have it

$135 Fast and cheao

$120 Slot-drive DVD

$300 Solid 19" monitor at a budnet price

$45 R.I.P. Aureal

$60 Good audio for next to nothinn

$70 Solid performance, aood price

$20 Cheao: nice add-on buttons

$25 Getter than the “oaminn" mouse

$39 Verv solid 3D iovstick with USB

Smooth Movos

VOODOOS" - Full-Scene Anti-Aliasing

for the cleanest, sharpest Images

and the smoothest moves

in team piay.

Total

3
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Getdn’ an Earful
The latest Turtle Beach sound card flirts with perfection Product photos by

Hayden Houser/DIGITAL CLARITY

logic Sirocco Speakers

He[|uirements; Free PCI slot Windows 95 or 98, Pentium 75MHz or better with

161VIB or moiB RAM.

Price: S100 • Manufacturer: Turtle Beach • Contact: www.tbeach.cam

BEACH SANTA CRUZ VIDEOLDGIC SIROCCO SPEAKERS

Requirements: Sound card with 2* or 4-channel output, and somewhere to put the

rear-channel speakers. • Price: $450 through VoyetrafTurUe Beadi

Manufacturer: VideoLogic • Contact: www.videologicfom

T
his card is damn near perfect. The laundry list of features is nearly

endless. On the gaming side, there's support for EAX 2.0 and

Sensaura enhancements to DirectSoundSD. For MP3 fans, there’s

hardware-accelerated MP3 playback, The card can support either a full 5,1

speaker rig, or you can set up one of the ports for digital output to a Dolby

AC-3 receiver. And it even supports hardware MIDI daughtercards? What's

not to like? Okay, you do have to type in the serial number if you want to

install the software. And, the mixer could have had dB markers. Big deal.

The Santa Cruz uses a true digital-signal processor from Crystal, Since

DSP's are programmable, the card can support a vast array of functionality,

as noted. The audio positioning seems very

good, both in synthetic testing and in games.

Since the card supports EAX as well as

DirectSoundSD, there's already a healthy library of games that will take

advantage of the card. There's also very little noise generated when you

crank up the speakers with no audio being played back. There are hints at

future expandability, with a connector on the rear of the card mysteriously

labeled "upgrade header."

On the software side, there’s a lightweight bundle of audio utilities, but

the most compelling piece is the sophisticated, yet easy-to-use mixer that

installs with the card. One of the coolest features is Sensaura's "virtual ear,”

which allows you to tune 3D audio effects (when using headphones) to

your own preferences.

The only (minor) concern is CPU utilization. On an 800MHz Pentium III,

the Santa Cruz uses about 2.2% of the CPU - roughly twice that of a

Sound Blaster Live. However, the actual number is so low as to be in the

noise, and it’s unlikely to have any impact on game performance. On the

plus side, the MP3 acceleration will mean better performance than the Live

when playing back MP3 files. -Loyd Case

W hy would a company called "VideoLogic” make speakers? Then

again, is the hokey-pokey really what it’s all about? Alas, some ques-

tions will always remain a mystery. But VideoLogic - of PowerVR
fame - has hurled themselves headlong into the speaker business, and its

Sirocco Crossfires are a solid first outing, albeit not an unblemished one.

The Crossfires show up with a separate power-amp. This is a first for PC
speakers, as the amp more often than not lives in the bass unit. The overall

construction of the speaker housings and fittings seemed solid until I went to

connect the first wire, when the connector clamp promptly popped off -

making for an aggravating ten minutes of meatball surgery to get the damn

thing back together. But after that, the rest of the assembly was uneventful.

Another noteworthy feature is its multiple

inputs - one four-channel, and two two-channel

inputs that can be run in “quad” mode, which

duplicates the signals from the front channels in the two rear channels. There

was a delightful absence of power-brick or soap-on-a-rope power supplies,

and the amp's controls are fairly straightforward- Extras include a headphone

jack, as well as a front-mounted, line-level, 1/8" WalkMan-style input for con-

necting an MP3 player or DiscMan.

These speakers are very clean beasts, delivering uncolored sound for the

most part on both music CDs and game audio. There was good frequency

response; missing, though, were thunderous lows. The 80-watt RMS amp can

pump out good volume, but you have to make it work to get there. As for

running DVD's 5,1 audio through them, you'll either need a decoder that can

“ghost" a center channel, or to run your decoder’s center-channel output into

your television or PC speakers to get that all-imporlant center channel going.

Despite some good design decisions, the Crossfires are pretty solid but not

the best 4.1 offering out there. That honor still belongs to Klipsch. What's

more, Klipsch's ProMedia V.2-400s are a good bit cheaper than the Crossfires.

But with a bigger power amp and a lower price tag, the Crossfires could be

serious contenders in the next go-round. -Dave Salvator
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Sharp Shooting

MICROSOFT STRATEGIC

COMMANDER

Requirements: Windows 9B, free USB port 25MB

hard drive space.

Price; $60

Manulacturer: Mictosoft

Contact: www.mictosofLcom/hardwate

T
he Strategic Commander is an attempt to

reinvent the real-time strategy game inter

face. Unfortunately, unless you're an

ambidextrous savant, its edgy looks and bold

promises of strategy gaming ecstasy won't quite

meet your expectations.

Two fundamental problems get in the way. First,

the learning curve of this device is outrageous.

Gamers who have spent years creating deep

mental grooves for their favorite games will find it

virtually impossible to relearn commands using the

Strategic Commander. And once you do, you're

still going to find yourself clumsily fumbling with six

buttons and three

shifts, and unin-

tentionally moving

your view by putting pressure on the controller's

3D axes.

Once you do get the hang of it, however, you'll

be able to perform tasks at an incredibly efficient

clip. For instance, in AGE 2, you can use the

controls to select an idle villager and automatically

construct farms.

But this leads to our second problem. If you can

perform tasks that are otherwise impossible due to

an artificial boost, isn't that cheating, or at least

exploiting a very unfair advantage?

Although flawed, you have to respect this

attempt at innovation, which could perhaps pave

the way for an enhanced mouse that incorporates

the three-dimensional aspects and programmable

buttons into a single unit. -George Jones

H Hien rt comes to your gaming display,

lUbigger is undoubtedly better. Princeton's

revamped Arcadia line of monitors took

that notion to heart, coming in 27”, 32", and 36"

sizes. We took a gander at the 27” model and

liked what we saw.

The Arcadia actually pulls double duly as

computer monitor and cable-ready TV tuner. It's

adorned with multiple inputs, including two VGA

inputs, one of which is front-mounted for a quick

PC hook-up; one component video; and one S-

video input with matching stereo-audio inputs.

Missing, however, was a component video input,

something you’ll want to get the best Image quali-

ty from your DVD-player. S-video is good, but

component video is better, Princeton also decided

to put stereo speakers into Arcadia, and they

sound pretty much like you’d expect built-in

monitor speakers to sound - not bad, but not

good enough to use full-time.

Arcadia supports a maximum resolution of

1 024x768 at 60Hz, but it seemed more comfort-

able running at 800x600, where the refresh rate

can go up to more eye-pleasing 75Hz. The

Arcadia is HDTV-ready, supporting 480P, 720P,

and 1080i reso-

lutions - though

you’ll have to

use the VGA connection to run Arcadia at HDTV

resolutions. So, this one isn't destined tor your

study or office. Where it would fare well is in your

living room as the nerve center of a home-enter-

tainment system.

Image quality was very solid in a run through

standard video-tests, as was color saturation and

hue in both games and DVD movies. Gaming on

big displays definitely rules. UNREAL

TOURNAMENT on the 27" Arcadia, audio cranked

way loud, all the lights off.. .you get the idea.

If you're looking for a PC-friendly living room

display, consider the Arcadia line. The omission of

component video is a pretty serious oversight, but

that aside, Arcadia is otherwise a solid and inex-

pensive multi-purpose display. -Dave Salvator

VOODOOS" - Full-Scene Anti-Aliasing

for the smoothest, cleanest images

and the sharpest shot.

r
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Under the Hoed
BY DAVE SALVATOR

Fast off the Line
Tips to make your computer boot faster

Will this combination of tweaks get your

boot-time down to under 50 seconds? No. But

could It shave 30 seconds off your current boot-

time? You betcha.

P
ut down this magazine and go to

your television. No, I mean it. Go
over to your television and turn it on.

How long did it take to “boot"? Probably

about three to five seconds. Now, turn your

PC on, and start timing. How long did it

take to boot? Probably two to three min-

utes. In this month’s UGM roundup, all but

one of the Windows ME systems booted to

a usable desktop in under 50 seconds,

whereas the one Windows 98SE box we got

took two minutes to get its act together.

How does Windows ME do it? WeU, the

answer lies in what it doesn’t do. Microsoft

studied the boot sequence, and looked for

ways to streamline it. They determined a

minimal set of drivers needed to get you

started. They also got rid of real-mode

(DOS) driver-loading altogether. That's

great for those of you who buy Windows
ME, but what if you don't? Not to worry,

friend. Stealing a page from the Windows
ME play book, here are some tips on how to

get your system to boot faster.

Who Am I?

In some sense, your PC poses the

Question Of The Ages every time you

power up. Your system’s BIOS stores infor-

mation about your system and its settings,

but it also auto-detects system components

like amount of memory, hard drives and CD-

ROM drives, and your CPU type and speed.

Your BIOS also performs a Power-On Self

Test (POST) to make sure that key system

components are functioning. But many
BIOSes have an option for a ’‘quick" POST
that takes less time, and lets the BIOS do a

quicker "hand off” to Windows. To get into

your BIOS when your system first starts up,

hit Escape. Then press the hot key to get

into the BIOS, which is usually Delete or F2,

though yours may be different.

Another BIOS speed-up is to change your

boot order, which is usually done under the

BIOS Boot Options screen, though it varies

from BIOS to BIOS. By default, most sys-

tems first seek the floppy-drive, and most

now also check the CD-ROM drive to see if

there's a bootable CD-ROM in it before hit-

ting the hard drive and beginning to load

Windows. Change the boot order to make
your hard drive the first boot device, so you

won't waste time hitting empty floppy and

CD-ROM drives before going on to the hard

drive. If you need to boot from a floppy or

CD-ROM in the event of a disaster, go back

into the BIOS and rearrange the boot order

accordingly.

Get Real

Another place to shave startup time is in

a couple of dusty old files called AUTOEX-
EC.BAT and CONFIG.SYS, holdovers from

the bad-old DOS days. Believe it or not,

some hardware still loads real-mode

drivers, usuaOy sound cards that want to

provide Sound Blaster compatibility in old

DOS games. In some cases, your CD-ROM
drive may be loading its old real-mode

driver and MSCDEX, the DOS CD-ROM
interface driver. Unless you’re still playing

DUKE NUKEM 3D, odds are you don't need

real-mode driver support for either device.

So go into SysEdit (Start Menu
Run...^ sysedit), and take a look at these

two files. If your computer is loading real-

mode drivers, put the word "REM” in

front of the commands to load these

drivers. Don’t delete them, as you may
want them again.

Lighten Your Tray

After real-mode drivers load, Windows
continues to load other protected-mode

drivers, and then loads applets into your

system tray, located on the right of your

Start menu toolbar. One unfortunate trend

in Internet software is that apps like

RealPlayer, WinAmp, and Shockwave seem
to think they need to be in your system

tray. Well, they don’t. Another culprit is

game-controller and mouse control-panel

software. If you actually make use of these

applets, let them load; if you don’t, get rid

of them. Your mouse will run fine, and most

game controllers wiO, too. If a controller

starts giving you trouble, you may have to

load its tray applet.

How do you get rid of these pesky tray

applets? Go to your Start menu, select Run,

and type MSCONFIG. This utility is in

Windows 98 and ME, and gives you "line-

item veto” power over all applets. Go to the

Startup tab dialogue, and from here, you can

decide which applets you want to load.

There are several items you should definite-

ly load—like ScanRegistry and TaskMonitor,

both of which are essential OS components.

When in doubt about whether a component

should load or not, leave it be. After you've

trimmed the obvious fat, you can try the

questionable applets one by one. If your sys-

tem has trouble rebooting, you'll want to re-

enable that applet’s loading.

Windows 95 users can download

WinBench 99 at www.zdbop.com, which

has a utility called Startup Manager; it, like

MSCONFIG, gives you that same line-item

veto power.

Will this combination of tweaks get

your boot-time down to under 50

seconds? No, But could it shave 30

seconds off your current boot-time?

You betcha.

Let me know how much time you cut

from your boot sequence at cgw^hard-

ware@ziffda vis.com.

1 . Encounter. Pepper Adams

3, The Pattern on the Stone, J. Daniel Hillis

4. UTfitneverends,..)
' '

5, MADDEN 2001
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I don't know really how to say this, but I had a few doubts about the buzz

on your new RADEON " gamer boards. I checked out your so-called RADEON
"

GPU with its integrated T&L acceleration and ultra-fast DDR to speed up my

Quake "
111 Arena framerates. Not only does RADEON'" have awesome high-

quality performance but it supports more advanced 3D games and upcoming

DirectX " 8.0 features than any other graphics board. The DVD playback feature

will come in handy when I need to take a break from gaming. And, I have to

admit the video capture and TV-output option on RADEON " 64MB DDR makes

it a must-have. But, just remember, the only opinion of RADEON’" that matters

IS mine and I have only one thing to say to you ATI
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You’ve Got Gkjestions, WeVe Got Answers by Dave Salvator

+Tech Medics
Wounded on the technological front? Our medics may be able to patch you up and get you back into the action.

Send your gaming-related technical questions to cgw_hardware@ziffdavis.com.

The Disappearing
CD-ROM Drive

I just got a CD-R/W drive,

which I installed on my
secondary IDE channel. Now,
Windows only sees the CD-R/W
drive, but not my normal
CD-ROM drive. What did I

do wrong?
Each ol your two EIDE controllers can havo

two devices on them, a master and a slave. It

sounds like you probably have your CD-R/W

drive set as iho slave device (set with jumpers

on the back of the drives), and that you put it

firs! in the EIDE "chain." The problem is that

to the EIDE controller, it sees the slave device

as the end of the chain, and can't seo the

master device that's wired at the end of your

ribbon cable. So you need to either swap

which device is the master and reconnect your

ribbon cable the same way, or reverse the

order of the two connected drivers so that the

master device is first on the ribbon cable,

followed by the slave. When you relioot your

system, Windows should see both devices.

Freeze Frame
I recently upgraded my system
and I’m having some
problems. I have a Pentium-Ill

500MHz, and a Creative

Annihilator 2 32MB video card
with 128MB of RAM. My screen
freezes when I play any 3D
games. The freeze is only
momentary most times, and I

also hear the hard drive work-
ing when it’s happening. Any
ideas on what’s causing this?

Hmmm. Your config sounds like my system at

home. I've also run intu this type of problem,

and after much primal screaming I started

looking at how much RAM was free in

Windows. It turns out that after loading,

Windows has very lillle "free" memory left.

This was disconcerting, to say the least. Alter

some looking, I found a utility called TweakAII,

which is availahio at www.abtens-

shed.com/Tweakdwn.html. This is a very cool

freeware utility that lets you tweak Windows in

many useful ways, but as with any tweaking

utility, tweak only one thing at a time, and BE

CAREFUL! That way, if things go badly, you'll

know which tweak is the culprit. TweakAII has

a function that recovers leaked memory, and

they recommend attempting to recover about

half of your physical memory. So on your sys-

tem. you should have about 64MB of free

memory before going into any game. I've been

doing this, and suddenly frame-rates in HIGH

HEAT 2001, UT. and other 3D games are a lot

less choppy.

Beige Box
Feedback

I got a good bit of mail about last

month's column on boring case design,

along with some good pointers to places

to find cooler cases. In particular is a

company called ColorCases (www.col-

orcases.com), whose Millennium case,

part of their 200 Series of cases, has an

Apple G4-like oven-door side panel that

allows quick access to all parts of the

motherboard. I also got some mail

pointing me to this site: www.virtual-

hideout.net/cDol_Gase/, which is a

gallery of users’ custom-tweaked cases.

! haven’t gotten my hands on one yet,

but believe me, I will. If the fit and fin-

ish on this case are solid, look for this

guy to be the new Killer Rigs case for

both systems, since it comes in at $99.

Thanks for writing in, and if you see

any other cool case designs, send me

mail at cgw_hardware@ziffdavi8.com

TECH77P Try a Drink From a Fire-Hose

J
ust got that spiffy new DSL or cable modem installed?

Loving the amazing speed gain? it really Is a world

apart from the 56K doldrums, and life is good as a low-

ping bastard. But now that you’ve gotten a taste of speed,

do you find yourself craving more? Well, you can open up
your Net connection and milk it for even more speed by

making a few Registry tweaks to your TCP/IP settings.

The two settings you need to tweak are called

DefaultRcvWindow (TCP/IP Receive Window) and MTU
(maximum transmission unit). As with any system tweaks
that involve tinkering with the Registry, make backup
copies of the Registry’s two files (SYSTEM.DAT and

USER.DAT, which live in the C:\WINDOWS folder, or the

folder where you’ve installed Windows) in a separate sub-

folder. That way, if the tweaks don’t work out, you can easi-

ly restore your Registry to its pre-tweaked state. Now head
over to www.dslreports.com/tweaks and follow their excellent

step-by-step guide to getting your connection tuned.

Mileage will vary, a lot, but my MindSpring DSL connection
- rated at a minimum service of 384Kbps downstream -

went from a downstream data-rate between 300-400Kbps
(already good) on long downloads, to a whopping
1 Mbit/sec (about tripled). Check it out and let me know
how you fare.
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[FourPointSurround FPS2000 Digital]

Gaming With These

Speakers Is Almost

Like Cheating
With the FourPointSurround'“ FPS2000 Digital speakers, winning

is within your power. You will hear your enemy sneaking towards

you from any direction. The FourPointSurround'“ FPS2000 Digital

speakers surround you with razor-sharp sound clarity,

power for the most intense gaming, and bass that will

kick you in the chest. If that’s too much to handle, the

FourPointSurround”* FPS 1 800 or the FourPointSurround"

FPSI500 speakers deliver true-to-life surround sound

that no real gamer should be without.

You can still choose to “play by the book” -

just don’t come whining to us when you lose.

Visit www.creative.com for more information.

CREATIV!



Crimson Skies
Air combat maneuvers of the rich and famous

by David Chong

Learning the following advanced maneuvers will give you an edge over
your opponents in dangerous skies. No single maneuver fits all situa-

tions. so it's important to be able to perform all of them. The art of apply-
ing the right maneuver in a given situation comes with practice and the
careful reading of the Gaining Position section, opposite.

The follow-

ing text is

excerpted

from Crimson

Skies”^: Sybex Official Strategies

& Secrets™, by David Chong,

which can be ordered at

www.sybexgainas.coin.

The Barrel Roll

Barrel rolls are useful for bleeding speed, or for adjusting

your position without altering your course. A barrel roll is essen-

tially a regular aileron roll, plus elevator input. To perform a barrel

roll, roll about 30 degrees in the direction you want to start the roll.

Pull up on the stick, and simultaneously throw the ailerons in the

opposite direction from which you started the roll. Apply the oppo-

site rudder to keep your nose pointed In roughly the same direction.

You'll begin to arc up and over in a sideways loop, as if the top of

your plane was stuck to the outside of a rolling barrel. Zero your

controls when you return to level flight. You can stop your lateral

movement at any time by zeroing the elevators and rudder, and

rolling upright.

Use the barrel roll to help you stay behind a slow-moving target

when you are in danger of passing it up. The barrel roll will bleed

off your speed while maintaining your firing position throughout the

maneuver.

The Immelman
Much like a half-loop, the Immelman is a climbing turn.

However, a simple aileron roll allows you to turn in any direction you

wish instead of being limited to doubling back upon your original

course. To perform an Immelman, start a half-loop and zero your pitch

rate as soon as you're pointing directly up into the sky. Now, execute

an aileron roll to point your lift line in the direction you want to exit the

maneuver. Once (he top of your head is pointing the way you want to

go, resume pulling back on the stick to complete the loop. Recover as

usual to complete the Immelman.

TjfJ^aiert BEqiN
The Immelman Is a great
way to shake a pesky ban-
dit off your tall. If you're
low on E, Just perform an
Immelman in reverse order,

diving instead of climbing
to execute a split-S.

The yo-yo is a high-G turn combined with vertical

movement. By spending some of your turn's arc in the

vertical, you effectively reduce your total turn radius. To

perform a high yo-yo, roll your plane slightly upwards,

approximately 30 degrees above the horizontal axis. Your

nose will travel through an arc above the horizon as you

pass through 180 degrees. You can also reverse the

maneuver, dipping your wings below the horizon to per-

form a low yo-yo.

Portions 3 2000 Microsoft Corporation. All rights reserved. Crimson Skies'” C 2000 Microsoft Corporation.

All rights reserved, Microsoft, MS-DOS, Windows, Windows NT, Crimson Skies, and MSN are either registered

trademarks or trademarks of Microsoft Corporation in the United States and/or other counlnos and are used
under license from Microsoft Corporation. Screenshots reprinted by permission from Microsoft Corporation.

Use the yo-yo to get an even tighter

turn out of your airplane than you
can get with the bigh-G turn when
that extra cornering can spell the

difference between victory and
defeat. For an even faster turn-rate,

kick the rudder into the turn on the

ascending half of the yo-yo!

to
BECiiN
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BAMER’S EBBE

Gaining Position

As complex as it all may
seem, air combat really boils

down to shooting the other guy
while avoiding getting shot your-
self. The best way to do that is

to get on the fighter's tail. This
brings your weapons to bear and
allows you to follow your oppo-
nent's movements, while simulta-
neously staying out of reach of

your enemy's weapons. There are
two basic methods to achieve the
all-important trailing position,

and they are outlined below.

Turn and Burni
The quin-

tessential picture

of aerial combat
involves two foes

twisting and turn-

ing through the

air, desperately

clawing their

noses around to

try and get a shot

off. The key to

victory is an air-

craft's turning

radius; The
tighter you can

turn your plane,

the quicker

nose around on your enemy. Turn fights

own by the slang name "knife fights,"

the short distances at which they are

ergy management is critical, as the

ll bleed your E quickly. Be aware of other

planes in the area, as you'll make a

target while you're struggling through a

ght turn.

The high-G turn is the cornerstone of

a knife fight. It gets your nose around
quickly, and pulls your turn radius in

as tight as possible. Put your lift line

on the enemy plane (centering the

spyglass on the top edge of your

screen is a sure way to do this), and
just pull back on the stick. If your
plane's turn radius is tighter than

your enemy's, then that's all you need

to do.

n • DECEMBEK 2000COUPBIER BRyiKE HORID



QAMER'S EIDC3E CRlWlSON SKIES

Boom and Zoom
The boom and zoom, or B&Z for short, is the

antithesis of the turn fight. Whereas turn fights are

fought at short range and at ever-decreasing speed
and altitude, the B&Z pilot seeks to perform high-

speed slashing attacks in which only a very short

period of time is spent within gun range of the

enemy. Although you

©
Keep your roll zeroed as
you extend away from a
turn fight to maximize
your acceleration.

won't have long to line

up your target for a

shot, if executed prop-

erly, your enemy will

never have the oppor-

tunity to return the

favor. The B&Z is per-

fect for those times

when you're outnum-
bered by enemy
planes. It minimizes

your exposure to

enemy fire, and pre-

serves an energy

advantage over planes that

you aren't even targeting at

the moment.
Begin a B&Z at

a higher speed

and altitude than

your target. Turn
toward the

enemy and per-

form a sustained

dive at 30—40
degrees. As you
approach your
foe, try to point

your gunsight ahead of

the target, so that you're

Bleed some speed with a
barrel roll to stay on the six

of a particularly juicy target.

flying toward where they will be, instead of where
they are, Don't leave your corrections to the last

moment, or you'll bleed speed and allow your
enemy to pull in on your six as you extend away.

When you've got your enemy in gun range, squeeze
off a long burst, and concentrate on one specific

part of the target to maximize damage.
If you're not facing any other opponents, and

you've set yourself up on the target's six, go ahead
and throttle back to stay on the

tail of your enemy. A barrel roll will help shed
some of your excess speed. On the other hand, if

other enemy aircraft threaten, complete the

"zoom" portion of the maneuver. Just before you
pass your target, pull up and away, using all of

the speed that you built up in the dive to regain

some altitude. Your target should not be able to

follow you straight up into the sky. If you are

followed, perform an Immelman to get hack on

the tail of your opponent, who will he quite slow

in gaining altitude, giving you and your guns a

ripe target. After you've extended out of gun
range, use an Immelman to set up another B&Z
attack. K'i'.'J

You can maximize
your firepower in

the high-speed pass

by using your

longer-range light

cannons first, then

switching over to

your short-range

heavy hitters once
you've closed the

distance. This tactic

combines a long

firing window with

the heavy firepower

you need to get a

quick kill.
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"Think of Sea Dogs as Pirates/ in 3D but with more depth to it... Sea Dogs simply looks great.
”

G.injcrs C^nlml

rombines the extremely addictive gameplay of both Daggerfa/l and the old Sid Meier classic, Piratesi

Bethesda Softwor s
Sea Dogs (

Bethesaa S

!)oDvriqh ?)

oftworks n



GAMER’S EDGE

W ith a single-player game of 17 missions, each

averaging 5 sub-missions, there's a lot to do in

Homeworld: cataclysm. The best way to win

is to understand your gear and how to use it. Since The

Beast can acquire your technology as you proceed - and

use your own ships against you - you need to know the

Somtaaw hardware inside-out. Here’s a good idea of how

to use it.

HomeworM:

Cataclysm
Secrets of the Somtaavu arsenal

by Thomas L. McDonald

Worker
The Al routinely goes for

resource gatherers (since

they’re slow and unable to

outrun the enemy), so give

them a light escort (Acolytes

if you’re light on resources;

ACVs otherwise) set to

Neutral tactics. Upgrade

them constantly and you’ll

wind up with a single ship

that can harvest, repair, and

salvage.

Tactics: Evasive

Formation: None

Processor
Send Workers out in teams

of four-to-six with a

Processor. It speeds collec-

tion times by allowing the

Worker to drop off loads

without returning to the

Kuun-Lan, and it can also

repair damaged ships. It has

light gun turrets and can

take on Energy Cannon and

Armor Level 2 upgrades. Set

a team of escorts - six

should do - to guard it in

Sphere formation.

Tactics: Neutral

Formation: None

Recon
Think of Recon ships as

mobile sensor arrays, and

set patrol paths far away

from known hot-spots.

They’re your eyes, no more,

Tactics; Evasive

Formation: None

Mimic
A form of recon ship. Mimics

are remarkably useful deep-

space spies. Unarmed and

lightly-armored, they earn

their bones by their ability

to imitate asteroids or small

enemy vessels. Park a Mimic

in each asteroid field to

keep an eye on enemy

Processors. Attaching them

The Acolyte is a fero-

ciously useful ship. Not
only is it your first—and
smaller—fighter, but two
Acolytes can "mate" to

form the more powerful

ACV. One Acolyte turns

upside down and links to

the other, and keep your

dirty comments to your-

self. You can also unlink

the ACV if you need
speed over firepower.

they can take down even

large ships.

Tactics; Evasive

Formation: Broad

Sent:inel
Though it has a decent fight-

ing capability, the Sentinel

is most effective in groups

of twelve to create a closed-

sphere force field around

the Kuun-Lan. It may also

provide protection for carri-

ers, and may be used in a

strike force against slow-

moving cap ships - where it

can provide a small front

shield for attacking frigates.

Tactics; Evasive

Formation: Sphere (or part

of Claw strike force)

Acalyt:e
As your most basic fighter.

to enemy strike wings is

less practical, but they do

enable you to get a good

picture of an enemy fleet.

Remember that Proximity

Sensors and ships with the

Advanced Sensor upgrade

can detect them. Their only

attack is a light kamikaze

strike.

Tactics: Evasive

Formation: Use singly

Leech
Unless detected by

Advanced Sensor

upgrades or

Proximity

Sensors, the

Leech will remain

unseen while it

drains an enemy

ship of life, con-

verting that life

into RUs for your

use. Best used in

teams of two to

more rapidly

drain a target,

COMPUTER 6AMIN6 WORLD
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BAMER’S EOBE

As new techs become available, constantly

send workers back to the Command sliip for

upgrades, and soon they will be able to sal-

vage and repair as well as harvest.

The Claw, which is essentially a concave X-

formation, is good for mobile strikes because
it allows for a broader sweep of fire and more
in-formation maneuverability.

The Taidan Ion Beam Frigate is a slow-
turner, but its uni-directional beam can
chew up Cap ships without fast defend-
er support.

the Acolyte will always have

a role at those times when

you need a quick defense or

a large number of cheap

ships. Keep them away from

anything with more than one

gun; a swarm of Acolytes

will still get shredded by

Corvettes and Destroyers.

Tactics: Aggressive

Formation: Claw

ACV
Once you get Linking

Technology in the middle of

mission one, you can use

two Acolytes to form a sin-

gle ACV, The ACV can be

unlinked if you need the

additional speed and

maneuverability of the

Acolyte, but in practice, it

will be your core attack

ship. ACVs can easily defeat

Frigates, but are weak

against Cruisers.

Tactics: Aggressive

Formation: Claw

MCV
There is really no reason to

use the MCV, which comes

with Holographic Emitter

technology. A Mimic

can do the same

job at a tenth of the

cost.

Tactics: Don't use

Ramming
Frigate
You get the

Ramming Frigate

right away, and may

be tempted to build

it - since you won’t

see a new frigate

model until about

mission eight. They

don't have

weapons, but can be used to

push large Cap ships out of

a battle. I didn’t find this

useful very often, but in

heavy battles after mission

five or so, you may find that

it helps blunt a heavy Cap-

ship attack. A more common

use is to push Gravwell

Generators out of the way,

thus breaking up the

enemy's most useful defen-

sive tactic. Never ram a

Beast vessel! The Ram will

become infected.

Tactics; Normal

Formation; None

Multibeam
Frigate
For the last half of the game

(mission eight onward), this

ship will take the place of

the ACV as the backbone of

the fleet. Not very good

against Destroyer-class or

above, they’re formidable

against anything smaller.

Even faster ships have a

hard time getting past a few

Multibeams in formation.

Group several, and select

multiple targets for the best

spread of fire.

Tactics; Aggressive

Formation: Sphere or Claw

'i

An unguarded Command ship is easy prey. Even
though it can.defend itself, it can’t hold out against a
concerted attack.

power comes in the

front quarter. Thus,

a wall or broad for-

mation concen-

trates firepower

the best. These are

immune to Beast

infection attacks,

so use only these

against Beast Cap

ships. Expect the

Al to use sphere

attacks and ram-

ming frigates when

possible. Use a

large ACV escort.

Tactics: Aggressive

Formation; Broad or Wall

readnought
The big mack-daddy of the

fleet is offstage until mis-

sion fourteen, and then

you usually only get one.

Park it in the middle of a

mondo-escort of ASVs,

Multibeams, and

Destroyers (with a couple

Hives for good measure)

and you will be unstop-

pable. Other large ships

are not the problem.

Swarms of small and

medium ships are the real

danger to a Dreadnought.

Tactics; Aggressive

Formation; Claw

Carrier
Essential to expanding

your fleet size, the

Carrier may also be used

to carry the fight to the

enemy, where it can fix

and produce all but the

largest cap ships. They’re

pretty durable and can

shake off fighters, but

give them an escort any-

way.

Tactics: Neutral

Formation: None

The Command ship grows with your force. Those
modules along the centerline are added as you
research new technologies, and can increase the
support, research, defensive, and offensive abUitles

of the ship.

Hive Frigates
These are tough to use

effectively, since they

have a very specific role,

Essentially an upgrade of

the Drone Frigate in the

original HOMEWORLD, the

Hive sends out a swarm of

six mini-fighter drones. A

couple of Hives at the

front of an attack can pro-

vide some distracting fire

for enemy escorts, while

Multibeams or ACVs hit

the main target. Similarly,

at the rear of a fleet

retreat they can send up

harassing swarms to slow

an enemy counter-attack.

Keep the ships back and

out of the range of Cap-

ship weapons. The tempta-

tion to rely upon them to

protect the Kuun-Lan

should be avoided.

Tactics; Neutral

Formation; Broad or Wait

Destroyer
You don't get them until

mission eleven, but once

you do, just build and

build and build. They’re

slow to turn, and while

they're armed on all sides,

the bulk of their attack

KDECEMOIR 2000 • csw.gunotpot.com COMPUTER 6RMIN6 VUDRID
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Falcon Northwest Gaming PCs -

Unearth the Power.

Survival in the world of FalloufcTactics takes serious

firepower. The Brotherhood of Steel search the

wastelands for the toughest technology to

help them turn the tide of battle.

If you want to survive this game, you'll need

the best weapon. To get your gauntlets

on your own Falcon Gaming PC, just call

1-888-FALCON-1
or visit

www.falcon-nw.com



GAMER’S EGGE

Cheats, Hacks, S Hints

In the first mission, choose the GEP-gun instead of the

crossbow and the sniper rifle, because it’s a handy weapon
and you won’t find another one until later in the game. Use it

to take out bots, cameras, and turrets.

MJ‘12 commandos are tough, but can easily be destroyed by

heavy weapons, t personally suggest the Plasma Rifle. Since
the Men/Women-tn-Black don’t run fast, and explode when
they die, you’ll want to take them out from a distance with the

GEP-gun.

When confronting a hugejiroup of enemies, sometimes you
should be creative and try to lure them Into a trap of lAMs.
They’ll kill or weaken most of the^enemies, leaving you to

either finish them off or to scrounge for guns, -rommy Chan
For writing aJ0m:gppd iipsr'pti'

DEUS EX, we're'giyi'ng Tam^y
^

'

a copy of MORTYR from ^r-'- ^

dwindling cacho, k 'MlGm:& •

MAGIC VI: THE Mandate ..-isitts
OF HEAVEN nqtep'adi'and-\i. J-'--^^‘""^

an OMIKRON shirt; Enjoy!

.

ocidtegies to
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THE SIMS; IIVIN’ LARGE
If you bought yourself the new-fangled chem-

istry set and started cranking out potions, you might

want to check this list out. Your Sim, if successful,

will make one of eight different potions, each pro-

ducing different effects after drinking it:

Red: Makes the Sim fall madly in love with

another Sim in the neighborhood.

Orange: Turns the Sim invisible for a short

period of time (a few Sim-hours).

Yellow: Reverses the Sim's personality traits.

Light Green: A “bad” one, as all of your Sim's

Summoning spells

as you can (real

summons, as

ICEWIND DALE
Mages and clerics are only as good as

the spells in their heads. Here's a quick

overview of the spells you should take the lime

to learn, in order to

thump those demons and

giants and bears good.

Mages: Early on. depend

on Magic Missile and
'

Sleep. If you have the
_

brainspaco. throw in an ^9|k
Identify or two. Soon, ''

you'll bo running into

trolls; spells like Burning

Hands, Agannazar's Scorcher, and Melf’s Acid

Arrow will serve you well. At level three, the two

best spells are Haste (it almost makes the battles

unfair in your advantage) and Fireball, with

Icelance as a good backup for when you want to

surgically isolate certain enemies. Skull Trap is

also a good safety measure for scouts to lay

down. When your mage is at a high level (nine

or higher). Chromatic Orb becomes a very

powerful spell.

Mid-level, you'll run into a lot of spells involving

Emotions and Summoning, Learn as many

needs plunge into the red, putting your Sim in

the worst mood possible.

Dark Green: Creates an evil twin of the Sim.

Think of it as the Jekyl & Hyde potion.

Blue: Has the opposite effect of the Light

Green, so after making it, you'll probably want to

save it for when your Sim needs a quick boost in

their needs.

Purple: Another “bad" one, as it'll make your

Sim a brain-dead monster for a couple of Sim-

hours.

White: Cures Sim-sickness; hang onto it in

case the gerbil infects you again.

opposed to Shadow Monsters).

The critters you summon serve

as great cannon fodder or distractions to draw the

enemy away from your real demon-slayers.

Emotion: Hope and Emotion: Courage are worth

learning lor battle-preparation purposes. Out of all

the Summon Elemental spells, the Fire Elemental

is the best bet, since it deals great damage and

has enough hit points to last most battles. As for

level live-and-up spells, it then becomes a matter

of preference.

Priests: Besides healing, the best overall spells for

clerics to memorize are parly-boosters. At high

enough levels, you can stack on Recitation, Prayer,

and Bless lor a substantial set of bonus improve-

ments to your party. As for other spoils. Magical

Stone is a nice “guaranteed projectile hit" early on,

Protection From Evil helps against undead, and

Miscast Magic is good for enemy mages. Later on,

you’ll want to slock up on Protection From

Fire/Cold, as you'll be facing critters with those

designations.

Druids should use Flame Blade for trolls early

on, and later, keep an eye out for Static Charge

and Insect Swarm. Stock up on Animal

Summonings, and if your Druid is an active fighter,

then Entropy Shield will be your best friend in

high-level combat.
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Damage, and either sit back, or cast Bone
Spear to bring Diablo down.

Amazon: If you have a Bowazon, it's

just a matter of running around and pelt-

ing Diablo with Freezing arrows; while

they may not inflict much more damage
than a normal arrow, they'll at least slow

him down and prevent him from catching

up to you. Spearazons, well, it's time to

break out your best spear and start

Impaling away. If you're afraid of breaking

your spear with Impale, then use a

beefed-up Jab instead. Throw up a

Valkyrie if you can, just to distract Diablo

or to lend offensive support.

DIABLO II
Diablo himself is quite the tough

guy; face it, his hitpoints alone range from

5,000 to 37,000, depending on what diffi-

culty you're fighting him on. There are a

couple of things that will help you more

than anything else against Diablo: resis-

tances to fire and lightning. Diablo's main

attack is lightning-based, and while there

is a cold-based attack tucked here and

there, he'll hit you the rest of the time with

fire. Diablo also follows his own advice, as

he's quite resistant to most elemental

attacks. So opt to use skills that inflict

direct damage - rather than elemental

damage - when you can.

Sorceress; Use Static Charge to knock

down Diablo's hitpoints, then follow up

with either Glacial Spike or Fireball. Even

though he's quite resistant to these spells,

they should be developed enough to deal

significant damage to him.

Paladin: If you have Salvation, by all

means, use iti Even with only one point into

it, it will significantly reduce the amount of

damage Diablo deals. With Salvation, you

can afford to just stand next to Diablo, and

thwack away with either Vengeance

(again, it does do elemental damage, but it

also ups your base damage), or Zeal.

Barbarian: This is yet another straightfor-

ward battle. Activate your standard

“Defensive Stack” (Battle Commands,
Battle Orders, and Shout), and go and

pound Diablo with either Leap Attack or

Whirlwind (since either one will keep you

moving - hence, avoiding - most of

Diablo's attacks).

Necromancer: Stand back, and let your

minions do some work. A good Blood

Golem will serve as both a decent damage-

dealer and a damage-soak. Help him out

with Curses like Iron Maiden or Amplify

MADDEN 2001 ^

When the defense

approaches from the right . U
' jukglOihBJflft;

ifKnow aiAl love the left end right juke buttons.

i (They're the left and right shoulder buttons on the

Microsoft Sidewinder gamepad.) They will drasti-

cally boost the efficiency of your outside running

game. Run a sweep or pitch-out, and then as you
• approach the linebacker and/or secondary, juke in

.
;

from the sidelines, out of the tacklers’ way. Don't

^ even bother with the spin move.

Unless your secondary is the pits, a good all-

purpose pass defense is the Nickle Under 2 Man.

You get a decent four-man rush, tight-man defense,

and an extra cornerback. The MADDEN Al tends to

pass more often than run, so it's a good first-down

defense as well. It's also solid against the run.

A great run defense is the 4-3 Run Zone, it also

compensates decently against the short pass.

A good goal line detense is the Goal Line Blitz B.

it serves well against the inside or outside run.

The key to successful passing is twofold. First,

don’t take more than a ten-yard drop. You'll only

make it that much harder for the quarterback to hit

his target. Second, you have to throw the ball when
the receiver makes his break. On out- or in-pat-

terns, wait for the receiver to cut. As soon as he

does, rifle the ball to him. On fly and corner pah
terns - the easiest to time and the easiest to

complete against man coverage - make your throw

85 soon as the receiver cuts up.

In general, hard throws work better than lob

COMPUTER COMING WORIO



YOU’RE A RETIRED SPECIAL FORCES AGENT SINGLE-HANDEDLY TAKING ON AN ARMY DF TERRORISTS.
THE AWARD-WINNING CONSOLE GAME COMES TO LIFE ON THE PC WITH IMPROVED GRAPHICS

AND OPTIONAL FIRST-PERSON PLAY MODE. PLUS, IT NOW INCLUDES OVER 3DO VIRTUAL REALITY
TRAINING MISSIONS TO HONE YOUR SKILLS AS SNAKE, OR EVEN PLAY AS THE NINJA.

www.mgspc.com

Metal Gear Solltl’ and Konami* are registered trademarks of KonamI Co.. Ltd. Metal Gear Solid VR Missions Is a trademark of KonamI Co.. Ltd.

0 2000 Microsoft Corporation. All rights reserved. Microsoft Is a registered trademark of Microsoft Corporation.

<
•
•I
<I
r



INSIDE GAMING
I

BY BRUCE GERYK cerBmony@nel66,ca[n
|

S
ome people might say

that in the year 2000, the

world ended. At least it

did for hardcore historical

wargamers. This is the year

that a small developer

released a game with real-time

turn resolution and 3D-acceler-

ated graphics, and everyone

(including grognards) hailed it

as the greatest wargame ever.

And. it didn't even have

hexes. Sounds like Hell must

have frozen over shortly there-

after, doesn't it?

I won't draw out the

COMBAT MISSION teaser any-

more, since (a) it's obvious

what game I'm talking about,

and (b) it's in the headline. But

while we're all rejoicing (and

while I'm taking a break from

the Aachen scenario to write

this), we might want to step

back and consider the reper-

cussions for wargaming.

Although COMBAT MISSION is

a tremendous game, it could

well end up killing the genre

completely.

Mod Squad

COMBAT MISSION is the

game we've all been imagin-

ing since we got our first TRS-

80 and loaded up a wargame

to see Midway Island

represented as an

asterisk. Ever since

then, wargamers have

been fantasizing

about a 3D, real-time

depiction of the bat-

tlefield, all managed

by the computer.

This was pretty

much a pipe dream

on your Apple ][Plus

with 64K(!) of RAM, and upon

reflection, it's a little scary to

see how far we’ve come. Back

then, we imagined somehow

using our computers to get

"inside" the battle, becoming

virtual participants as tank

commanders or squad leaders.

The focus of COMBAT
MISSION is altogether different,

but you're left with a feeling of

"being there" that's unlike any

other wargame I’ve ever

played. Replaying a single turn

can provide hours of enjoy-

ment, as the roving camera

catches episode after episode

in a larger battle; the squad

pinned down behind a wall by

machine-gun fire; the Sherman

versus the panzerschreck

team; the artillery observer

trying to crawl to safety.

COMBAT MISSION is, in fact,

probably the best depiction of

squad-level action we're going

to see until you and I can put

on a VR helmet and battle one

another on the streets of

Virtual Stalingrad. But where

does this leave non-tactical

simulations? In the dust,

pretty much.

A friend of mine recently

told me that COMBAT MISSION

was the first wargame Iris 12-

year-old nephew had ever

wanted to play. Having seen it

over my friend's shoulder, his

nephew was no doubt drawn

to the 3D depiction of a WWn
battlefield with its flashy

effeas and sounds.

Wargamers have spent years

dismissing attractive graphics,

stubbornly insisting that

wargames could be engrossing

in themselves, without having

to resort to the computer-

graphics-equivalent of breast

implants. Sure enough, along

comes COMBAT MISSION and

proves that a game set in

World War II can be pretty

darn compelling, even when it

adlreres to rigorous standards

of simulation. But it better

have 3D graphics.

The amusing thing about

COMBAT MISSION is that it

shows fairly conclusively that

all that malarkey spouted by

us grognards in defense of our

beloved hexes and counters

was just that. Presented with

3D terrain, incredible vehicle

models, and superb effects,

most wargamers quickly

admitted that—hey—attractive

graphics are wonderful. Which

has been true all along. World

War n has always been a great

topic for computer games. It

wasn't an aversion to history

that kept the general public

away: it was the lifeless

presentation.
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hopes for future releases.

Matrix Games (www.matrix

games.com) has done a won-

derful job updating Steel

PANTHERS (version 4.0 of

SP: WORLD AT WAR is on

this month’s CD-ROM) and

Gary Grigsby's WAR IN

RUSSIA, but games from

1993 aren’t going to recruit

a new generation of

wargamers the way
COMBAT MISSION might.

And that new generation

is going to expect improve-

ments on what got them

hooked in the first place,

not retro-upgrades.

Where’s that VR helmet,

comrade?

Perhaps a glimpse of

this future can be seen in

games like STEEL BEASTS

(reviewed on page 136),

where traditional 2D tacti-

cal planning and first-per-

son battlefield simulation

go hand-in-hand.

Whatever path wargames

will take, one thing is cer-

tain: The traditional, hex-

based wargame is dead.

COMBAT MISSION done

blew it right up. BSU

With WAR IN RUSSIA, Matrix Games revamped

Art of War

COMBAT MISSION suc-

ceeds because, as many

wise gaming pundits have

said about X-COM and

JAGGED ALLIANCE, it

allows you to use the game

to tell your own stories.

How many anecdotes do we
have about the squad that

would not break, or the

hair-raising bazooka

ambush, or the lone sniper

that took out our company

commander on the first

turn? Squads, teams, and

leaders take on individual

lives in a way that would be

impossible if we couldn’t

see them up close.

This endearment is made

possible by graphics, but is

also inextricably tied to

scale. After all, The

OPERATIONAL ART OF WAR
has a 3D view, but no one

comes away from that game

telling stories about the

tank icon that represents

the Fifth Panzer Army,

COMBAT MISSION didn’t

introduce any new concepts

regarding morale, com-

mand, or weapons model-

ing. What it did was bring

these concepts to life in the

form of 3D soldiers that

focused your thoughts and

feelings directly on the bat-

tle. It became a window

into the war.

End of the Road to

niloscow?

Long before Big Time

Software began work on

an old 1993 classic:, but all the changes are

COMBAT MISSION, Arsenal

Publishing released

TACOPS, a turn-based,

simultaneous-execution,

tactical simulator that went

on to be used as a training

aid for several national mili-

tary organizations.

Arsenal’s next project,

though, was to be the real

breakthrough: an opera-

tional-level simulation of

the war on the eastern front

in World War 11, with the

player actually taking the

role of a staff officer and

planning operations using

an interface that simulated

drawing up actual battle

plans on military map-

sheets. The game was to be

played in realtime, although

in an apparent concession

to reason, time was some-

what accelerated.

Called ROAD TO

Moscow, this ambitious

project by developers

Battlefield Design Group

would have been to opera-

tional games what COMBAT

MISSION has been to the

tactical side: a game which

finally brought reality—or

at least, the appearance of

it—to wargaming.

Sadly, ROAD TO MOSCOW
bounced from publisher to

publisher (from Arsenal to

Interactive Magic, and then

on to UbiSoft) and eventual-

ly faded into oblivion. It had

been scheduled by UbiSoft

for release in the first

quarter of this year, but at

the recent ECTS show in

London there

was no sign of it,

and the rumor is

that it hasn't

advanced

beyond the early

beta stage—

a

virtim of its own
ambitious goals

(like dynamic AI

under ibe hood. that learned to

counter a play-

er's preferred strategy). I

got a chance to play an

alpha version of the game,

and while 1 loved the fresh

approach to operational

wargaming, I have to admit

that it would have been

tough to imagine a 12-year-

old seeing ROAD TO

MOSCOW and exclaiming,

"Oh, wow, can Jbe a chief

of staff?"

A Better Tomorrow

It’s hard to envision a

bright future for wargames

that doesn’t have a tactical

simulation aspect. Now
that possibilities for 3D

tactical wargaming are out

of the bag, they will

inevitably color gamers’

BIG TIME’S NEXT BAHLE
We caught up with Big Time Software's Charies Moylan

]

to get the scoop on the company's next game;
|

"tt will take place on WWil's Russian fnnt: Soviets, V
:;

: Bermans, and Finns locked in mortal combat from the opening ^^-1'

. guns of Operation flarbarossa In 1941. to the collapse of Berlin

I

in 1945.

! “We've received a huge list of suggestions for new features

' and improvements from the people playing COMBAT MISSION i

f right now. We'll be incorporating a lot of them, plus new

[
weapons (al! now tanks and artillery pieces), new units (like ski

,

! troops), new terrain types, different combat organiiations. .

;

I

expanded treatment of long-range tank duels and gunnery

' optics, and probably a new way to simulate the limited com- !

;
mand and control sbiliHes of early-war Soviet troops. We'fl

make steady graphic improvements es wel!, though the overall
. ^

look of the game will be similar to the current COMBAT

MISSION."
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BY TOM PRICE (am_price@zifidavis.CDtii

ONLINE GAMING DONE RIGHT?

SegaNet Goes Live
Sega’s recent developments in the online arena should be of significant

note to console gamers who have never known the joy of easy set-up, lag-free,

Internet gaming—as well as to long-

time PC online gamers who have

likewise never known those joys.

SegaNet, Sega's massive ISP/gaming

ponal/player-matching service,

launched on September 7th with an

enticing offer. Sign up for 18 months,

and get a free Drearacast (currently

valued at about $150). Considering

that SegaNet works as a fuUy-func-

tional ISP for your Dreamcast or PC

(e-maU, web-browsing, etc.), that’s

not a bad deal.

We've played NFL 2K1 and QUAKE
in multiplayer online, and the experi-

ence was no less than amazing. There was no

perceptible lag playing either one over the

Internet on a 56K modem, and logging into

the game took about two button clicks. You

might ask how on earth Sega could deliver a

painless and working online gaming experi-

ence when PCs have struggled for years to

achieve that very thing. Simple. When end

users are all using the exaa same device

with the same connection speeds, configura-

tion is taken out of the user’s hands. When
console users can be up and playing football

against their cousins in Peoria or some guy

called LANDRY_IS_GOD in Texas in a matter

of minutes, it will make EVERQUEST look like

your Grandma's bridge club. Hopefully, some

of SegaNet's innovations will migrate over to

the PC. E33

GORDON GOES GLOBAL

HALF-LIFE for the

Dreamcast
The increased power of next-generation

consoles like the Sony PlayStation 2 and Sega Dreamcast is

allowing for a lot more crossover PC titles. Popular first-person-

shooters like UNREAL TOURNAMENT and QUAKE III are getting the console treatment; perhaps the

greatest FPS of all time {if not the greatest game of all time) is also headed for the Dreamcast.

HALF-LIFE DREAMCAST is currently in development by Gearbox software, the development house

behind HALF-LIFE: OPPOSING FORCE. Slated for a holiday release, HLDC will be much more than a

simple port. An entirely new single-player mission centered around the actions of one of Black

Mesa’s beloved Barneys, called Half-Life: Blue Shift—plus 27 multiplayer levels and a graphics

engine enhanced for the Dreamcast should bring plenty of the original’s PC fans back into the fold.

Based on the screens we’ve seen so far, we're definitely looking forward to playing the new
mission. Just as long as it's not with a gamepad (yes Virginia, there is a Dreamcast mouse).

Nintendo announces

Next-Generation Console

and Hanunelds

Microsoft's projected Xbox

release next Christmas may be a

year after PlayStation2 and two

years after the Dreamcasf's

respective launches, but that

doesn't mean if won't have

competition. Nintendo

finally unwrapped

its plans

for the 2001 holiday

season: Its next-

generation

console, the

Gamecube
(formerly

code-named

“Dolphin"), and

the Gameboy
Advance, a 32-bit

version

of the

classic

handheld

device. The mas-

sive crowd at

Nintendo's big

Japanese tradeshow, Spaceworld

2000, were wowed by an impres-

sive tech demo that featured

favorite characters from the

worlds of Mario and Zelda,

among others.

Don't count Nintendo out. They

do still employ the Shakespeare

of videogame design, Shigeru

Miyamoto.

Let Us

Console You

I

nside Videogaming!?!? What the-!?!?

Now before you start writing that pithy

hate-email that starts off; "I didn't know

CGW stood for Console Gaming World...

relax. We’re not abandoning PC gaming or

changing the focus of the magazine. Instead,

we’re acknowledging the simple facts that

we play console games, you (over 65% of our

readers) play console games, and that pay-

ing attention to what's going on in their

world and how it affects ours only leads to a

more complete gaming experience. Plus, the

next generation of consoles have a lot more

in common with PCs and the PC gaming

experience than ever before. With all the

crossover titles, advanced 3D graphics, and

plug-and-play Internet multiplayer innova-

tions, it’s a great time to be a console gamer.

CQMPtIKR GAMINS VHOAIO



"Launch artillery strike."Clearmy six.
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Works without training

Since 1998, Game Commander has brought the power of speaker independent voice control to games.

And it works right out of the box. No tedious voice training required. Just type what you want to say.

Works faster than ever before

Game Commander 2 is rebuilt from the ground up for fast, accurate voice response in Windows^, 9x, Me,

and 2000. Unleash up to 256 keystrokes with a single command. And as many commands as you want.

Works with voice chat*

Don’t give up your favorite chat program. In 1999, Game Commander was the first product to empower

gamers with the ability to use voice control with TeamSound*", Roger Wilco^'^, BattleCom'’’" and many

other chat programs that are free for download from the Web.
* Wir>dows 9r and Me only

Works without special hardware
Game Commander 2 and your favorite voice chat work together without proprietary hardware. When
you're in the heat of battle, how many hands do you have free to fiddle with more devices?

Works with your applications

And Game Commander 2 isn't limited to just games. Use it to boost your productivity with any

Windows 9x, Me or 2000 application that has keyboard commands.

Enter discount code CGW9DC'Nhen you order online at gamecommander.com and get $10 off Game
Commander 2 until December 31, 2000. Discount does not apply to upgrades.

ISSS

New Version 2
Better, Faster, More Powerful! —

467-0457 www.gamecoinmander.com ^

"I recommend it highly"
- Greg Vederwan, PC Gamer

"Excellent voice recognition"
- CNET Gamecenter

"Game Commander rocks"
- PC World

"A must have"
- ZC^ETGameSpd

"Amazing to use"
- Computer Gaming World

"Revolutionary"
- CombatSim.com

"A real winner"
- FIightsim.com

"Superb recognition"
* GameVisions.com

uiToir

A.

^ORS’
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Game CirTrTWiwJ«>- !•

i registered SradetnarV, of Microsoft Ojcpa.-abon



BY THOMAS L. MCDONALD cgvi/leiters@2iffdavis.coin

MULTIPLAYER

WARBIRDS VETERANS READY TO
LAUNCH GLOBAL WARFARE

T
he virtual battlefield

is the Holy Grail of

Internet military sim-

ulations. Imagine thou-

sands of people taking on

the roles of individual

infantry, pilots, navy gun-

ners, radar operators, sup-

ply gurus, and other com-

batants in realistic simula-

tions—all tied together into

one whacking huge online

war, All who have tried it

have failed. Oh, long-run-

ning hits like AIR WARRIOR

and WARBIRDS had strong

followings, but they were

flight siras, not battlefield

sims. The idea of the

Virtual Battlefield (VBF)

goes back as far as net

gaming, with Gilman

Louie's plans to link up

FALCON with other air and

land sims to create a giant,

multiplayer military theater.

The late JANE’S WORLD
WAR was another shot that

strayed off target. Now,

finally, someone might be

doing a real VBF, and doing

it in high style.

As with other recent

innovations in massively-

multiplayer gaming, this

one is coming not from the

majors but from a small

startup company willing to

pick up the baU and run.

WORLD WAR n ONLINE

(www.wwiionline.com) is

a game in which members

can join the Army, Air

Force, or Marines and go to

war. For many, it is a fanta-

sy product that they'd

given up on ever seeing.

For Cornered Rat Software,

it's an open-beta.

My War

The specs for this game

are enough to make action

fans, sim fans, and

wargamers all drool. When
you sign up for an account

at a standard monthly fee

(probably about $10), you

create a character, choose a

side to fight for, and select

one of the three branches of

service. All sides of the con-

flict are represented:

U.S.A., U.K., Germany, Italy,

Japan, Russia, France,

China, and Commonwealth.

You can join each branch

of each country for a total of

27 different career paths on

a single account. Career

paths are each separate, so

as you rise through the

ranks in the Japanese air

force, you may still be a

Private in the Russian army.

It all depends on which

path you choose to spend

the time playing. All of

these choices mean a stag-

gering array of gameplay

options. You can fly, man
the guns of battleship, fight

in the trenches, drive a

tank, or even handle supply.

The logistics of all of it have

crushed the will of larger

companies, so what makes

a start-up think they can

lick 'em?

For starters, Cornered Rat

isn’t just any start-up. They

were formed by several key

members of the WARBIRDS

team after Interactive

Magic shut down their

Texas office. Beginning

with a dozen seasoned

programmers from one of

gaming's landmark multi-

player titles, the Cornered

Rat staff has ballooned to

40 people in the year

they’ve spent working on

this project.

“We began by cataloging

all the VBF games and why
they failed, " says Producer

Chris Sherland. "How did

those teams approach these

problems? What mistakes

did they make? Since we
knew we were breaking

new ground, we had to

understand these issues

before we began, so we
lined them up and looked at

them. One of the main

problems is modularity. You

can’t approach it by build-

ing a flight sim and then

adding tanks. So we
designed it from the bottom

as a vehicle simulator that

could model anything that

moved, from a bike to a

battleship. The other prob-

lem is tirae-to-battle. A ship

sim and an aircraft sim

travel at different speeds.

It may take aeons to get

into battle with a ship, but

only 14 minutes in a plane.

We addressed that by

creating dynamic spawn
points to equalize time to

combat for all the branches.

So, players will be able to

get into action regardless

of branch."

Choose Your Weapon
The practicalities of all

this are daunting, but the

solutions are logical. For

instance, what will keep

the infantry element of the

game from becoming a first-

person shooter like QUAKE
or UNREAL? When you log

in for a session, you may
want to take part in a

specific large battle, or you

may just want 30 minutes

of shooting action. The

game embraces both

approaches, but is always

geared toward realism.

Weapon types are very

limited: bolt-action rifles,

hand grenades, and a

limited number of subma-

chine grms.

The advanced physics

model prevents the nmning

and jumping techniques

common to shooters. If you

run and jump, you’D just

tire out and faint. There are

illiBDtCCMBER ?D0D • cd>



MULTIPLAYER

enough leashes on the play-

ers to prevent rampaging

gunfights and to keep to

the tone of a realistic large-

scale infantry battle, but

enough action to keep

things interesting. By using

dynamic spawn points, new
gamers are always close to

the action.

Each time you start a ses-

sion, you're presented with

specific options. If you're in

the Air Force, maybe you'll

see a roster of current or

pending battles and of the

planes avaUable to fly. In

the Navy, you may find that

a capitol ship has just

entered the area and

choose to man big guns,

AA. or even a radar station.

At any time you’ll find

specific, goal-oriented

missions. Successfully par-

ticipating in these missions

from start to finish wOl

yield a point award, which

can be applied towards

raising a particular charac-

ter’s rank. Higher ranks get

more options and different

weapons. Reach a high-

enough rank and you can

take over the role of theater

commander, directing

resources on a large map.

Death doesn’t reaUy exist.

You never lose rank or what

you have acquired. If you

die in a specific mission,

you will lose the points

you've accumulated for that

mission, but it affects your

hottest zone to fight in. The

game runs a persistent

timeline through multiple

theaters, beginning with

Blitzkrieg 1940. After 1940

is done, new vehicles and

weapon sets will be added

and the game will move on

to the next year. This

repeats until the war is

finished, or may possibly

continue with hypothetical

post-1945 scenarios featur-

ing jets and Pershing tanks.

Large historical battles

such as Bulge and Sicily are

mixed with smaller ahistori-

cal encounters to keep the

whole system constantly

moving. If the system does

well, they may rewind and

start all over again, or move

into fantasy and science-fic-

tion realms with all-new

vehicle and object sets. The

scratch-built graphics

engine and network code

look sharp enough to carry

the system through several

years' worth of iterations.

And that’s what Cornered

Rat wants: a strong, long-

progress—not your

overall character. The

hardware will also be

scalable in terms of

realism workload.

While the realism

level is always high,

for complex objects

like tanks and planes

the user can choose

between hardcore

mode and a mode

which automates some of

the more difficult functions.

The naval aspect of the

game is also intriguing.

Since you can’t just let

players spawn a battleship

in an enemy port, all capitol

ships larger than destroyer

class will be treated as

slow-moving, persistent

objects in the game. You

can spawn into these

objects, but not move them.

This means that in the

scope of the campaign, the

big ships may only arrive

at the battle at certain

points, and are “at sea"

the rest of the time. Small

boats like coastal-patrol

boats, corvettes, and PT

boats, however, can spawn

any time they like for

quick action.

You Are There

A central menu tracks it

all, displaying the current

options available to a char-

acter. In this way, you can

evaluate the unfolding bat-

tle at any time and pick the

BY LAND, SEA,

AND AIR

Cornered Rat

Software's hugely

ambitious WORLD WAR

IIORLINE will let you

experience the hell of

war from an Army, Air

Force, or Marine

perspective.

term MM solution that

offers users something

they’re not getting. As

Shetland points out: “The

massively-multiplayer

online market is poised for

something new. The tech-

nology is ready for this.

Massively multiplayer has

to be bigger, show you

more, and allow you to

interact with more people.

It's not about how many

people you can get on at

once. Games have to be

more compelling. In order

to keep a large market

share, these games have to

get better in two aspects:

How many people can I see,

and how many people can I

interact with?”

Or, in the case of WORLD
WAR II ONLINE, how many

people can I see and then

kill with a 54-pound explo-

sive projectile fired at a rate

of 15 shells per minute from

a Fletcher-class Destroyer

off the coast of Normandy?

Kinda makes a BFG look

like a peashooter, no?

tgiif,g4Bespet.com • DLCEMBER 2000
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BY ROBERT COFFEY robert_cofiey@2ifiilavis,cQm

BflTTU REAIMS Update
The innovations in Liquid Entertainment's upcoming BATTLE REALMS keep

a-coming. Liquid just announced the implementation of the Battle Gear System,

which allows even further unit-customization, Essentially a simple inventory sys-

tem, the Battle Gear System allows units to enjoy special abilities based on items

in their possession, For example, a musketeer might find some healing herbs, let-

ting him heal himself once. Or the same musketeer could go to the metal shop

and buy a blunderbuss, get a little training, and radically change the way he fights.

Since the abilities are treated like items and are not hard-coded, gamers will be in

full control of their unit mix, giving the game even more strategic depth.

FROM THIS. ..TO THIS

EmbraceYour Inner Elf

ICEWIND DALE IS THE
SQUAD-BASED STRATEGY
GAME OF THE YEAR

I
’ve already played the best squad-

based strategy game we’re likely to see

this year. And it’s an RPG.

Now that I’ve desecrated the holy altar of

turn-based hex-mapped/crystal- and ore-

pimping RTS tank-rush clicltfests in the

hallowed sanctuary of purist strategy

zealotry, hear me out. The simple fact of the

matter is that the party-based combat in

ICEWIND DALE flat-out kneecaps anything

we’re likely to see in an anemic sub-genre

that hasn't had a worthwhile offering since

JAGGED ALLIANCE 2 over a year ago.

COMMANDOS 2? It looks cool and fun. but it

lacks real depth, STAR TREK: AWAY TEAM?
Not bloody likely. Unless Mythos pulls a

rabbit out of their hat and gets THE

DREAMLAND CHRONICLES: FREEDOM RIDGE

out the door this year, fans of squad-based

strategy are going to have to look elsewhere

for their kicks.

So why should you give ICEWIND DALE a

shot? Think of it

as X-COM with

fireball spells. You

can totaUy create

and customize

your party, choose

their loadout

(with the added

subtleties of

choosing your

spell mix), and

develop every

character as you

wish. Remember

the X-COM squad-

die that healed

your team mem-
bers? He’s your

Cleric now, and he kicks ass in melee com-

bat to boot. 'Your plasma gun-toting killing

machine? He's the Ranger, swinging a two-

handed sword, hacking towering giants into

literal chunks of meat. Every melee con-

frontation in ICEWIND DALE offers its own
unique challenges and rewards, continually

keeping you on your toes as you react to the

ever-changing battlefield. Of the four or five

guys playing ICEWIND DALE in our office,

none of us has approached the myriad chal-

lenges of the game in the same way—if

that's not testament to the depth of the title,

what is?

The fact is. more traditional strategy titles

could learn a thing or two from a game like

ICEWIND DALE. What Strategy game gives

you the opportunity to dictate precisely the

blend of real-time and turn-based combat

you desire? Why doesn’t as overwhelming a

game as HOMEWORLD offer you the ability

to create detailed scripts, so that your units

have standing orders on how to respond in

any given situation?

Do yourself a favor. Nudge those anti-elf,

pro-cloaking tank biases aside and try some-

thing different. You'll be glad you did.

HOMEWORU:
RUKR RETKIir
HBH If you’ve never

played the original

HOMEWORLD, this is your

chance to get up to speed.

Available free to those who
pre-order HOMEWORLD:
CATACLYSM, HOMEWORLD:
RAIDER RETREAT holds the

first four missions from the

original game, one new
mission, and full LAN and

skirmish capabilities. The new
mission is basically a game of

blockade: Stop two Raider

carriers from landing on their

home planet, The new
mission is fun, but the real

draw here is Skirmish mode,

as it includes the game’s full

complement of units and

upgrades - that’s a real bar-

gain if you don’t already own
the first title. -Alex Handy

star Trek Reuiew Gorrection

CGWs recent review of

Activision's STAR TREK CONQUEST
ONLINE had one fairly significant

error—the PC game is not based

on or related to the original Star

Trek Customizable Card Game
from Decipher. So while this means

that the PC game’s problems are

problems it has all on its own, we
still sincerely regret the error.
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Online Multiplayer Game
Associate with others in

your virtual world
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Window 95/98/NT4
- CPU of Pentium 120 Mliz
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magical spells, you can become one of four characters and take their roles in a land of virtual reality. Last Kingdom
is enoimous and can be explored for hundreds of hours by visiting mystical lands through magical portals. Once

you start playing, you will realize just how little you really know about the world of Last Kingdom—and how much there

is for you to discover. You can embark even fiu'ther into the game-playing experience by talking, trading, and exploring

with other people over the Internet. Can you save the only kingdom left from the ravaging powers of darkness? We dare

you to challenge! Visit www.netamin.com today.
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SIMS & SPACE
BY GORDON BERG psnard@CQncentrjc.net

Will History Repeat Itself?
UPCOMING WWII SIMS WILL ONCE AGAIN COMPETE FOR
SHELF SPACE AND YOUR WALLET

I
'm starting to temper my
enthusiasm for capitalist

economic theory. I'm tired

of similarly-themed games

being released within the

same time frame. Therefore, I

hereby nominate myself as

Chair of the “One Sim at a

Time. Okay? Please?" commit-

tee. or O-STOP for short.

Besides, “Chairman Gordon”

has a nice ring to it. Here’s

how it works: Everyone tells

me what they’re making, and I

get to tell them when to

release it! And, to continue

with this fantasy, let’s pretend

nobody misses a deadline and

everything ships on time! Uh-

huh. Riiiiight.

Unto my little Utopian par-

adise is realized, I say to hell

with the notion of "competi-

tion is good” for consumers,

because—so far—competition

has done nothing but dilute

our choices and attention

spans. So far, competition has

meant good products can get

overlooked. Three next-gen

WWII titles ate due out

now (or in the near

future), and I’m already

concerned. When I con-

sider how good these

sims look and how well

they play, they definitely

deserve a much better

chance at the market.

Two years ago, three

other major WWII-era

sims made their debut at the

same time. Back then, only

one emerged with enough

sales to consider itself proud.

One was real pretty (Jane's

WWn FIGHTERS), but looks

alone weren’t enough. One

was real smart (EUROPEAN
AIR WAR), and I'm a bit baf-

fled as to why it didn’t do

well, because it was one of

the best sims ever released. I

guess popularity will always

win out, because what many

consider to be the weakest of

the three out-sold everyone

else combined (COMBAT
FLIGHT SIMULATOR).

Regardless, the question of

which sim was truly the best

had nothing to do with suc-

cess. And that’s precisely

what has me worried. I don't

want history to repeat itself,

and neither should you.

There's not much I can do

for the uninformed consumer,

and until I'm made Chairman,

I can’t stem the tide of canni-

balized sales. Therefore, I'm

left with this lone little page

to convince you—the savvy,

intelligent, extremely good-

looking, well-informed CGW
reader—why you should

get your hands on all of

these sims.

Let’s pretend for a

moment this sim isn't from

Microsoft and that there aren't

hundreds of thousands of

FLIGHT SIMULATOR devotees

out there who buy each and

every incarnation of this eter-

nal franchise; just clear your

mind of all that. Ready? Good,

now repeat after me: Pacific

Theater, Now say it again, as

if you were Homer Simpson:

"Mmmmmm, Pa-ci-fic The-a-

ter, Woohoo!" Thankfully, the

campaigns, and just about

everything else, are much

improved when compared to

the original.

The Catch: Unlike B-17 II

and BATTLE OF

BRITAIN, the cam-

paigns aren’t truly

dynamic. But there

are enough trigger

events per mission

to warrant better

replay value over

its predecessor.

Besides, CFS2

comes with a bona

fide mission

builder, so there should be

new missions available over

the Internet in no time.

BAniE OF BRITUH

What to do for an

encore? It's a tall order to top

Sim of the Year MIG ALLEY,

but I think Rowan
Software/Empire Interactive

wUl pull it off. MiG ALLEY

served up the best dogfight-

ing ever seen on a PC by

melding realistic tactics with

convincing AI.

In my opinion.

Rowan has

delivered an

equally com-

pelling, but alto-

gether different

experience with

BOB; it’s just as

fun. The best

compliment I

can give BOB is

that the feel of

its dogfights are

as close as you can get to the

real thing.

The Catch: The Supreme

Commander-mode interface,

much like the one in MiG,

could probably be more intu-

itive. At least this time, it's

more fim to use.

B-17 II

Talk about going out

with a bang instead of a

whimper. Just in case you

were worried that B-17 II

would suffer the same fate as

GUNSHIP!, Hasbro’s final

hardcore flight sim—devel-
oped by Wayward Studios—

doesn't appear to be compro-

mised at all. Granted, the com-

pany dropped multiplayer in

order to get the title shipped

before year's end, leading

some to say they won’t buy

this sim. That would be plain

idiotic, as B-17 still offers a

truly unique experience,

Here's a chance to experience

life aboard the Memphis Belle

instead of just watching the

movie. You don't even need to

fly a plane if you don’t want

to; instead, you can play the

role of Strategic Commander-
determining targets and allo-

cating resources—and leave

the AI to handle the flying and

bombing.

The Catch: You’ll have to

concoct another excuse for

your spouse as to why you

must upgrade your computer,

yet again,
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Enough

Already!

ACTION
J

BY THIERRY “Scooter” NGUYEN thierry.nguyeriigzifidavis.com

T
he closing of Looking

Glass might have been a

good thing. Ah, got your

attention now. didn’t I?

Before you run off to write

an irate letter telling me what

an insensitive goober I am, let

me elaborate. Back in May, it

was indeed sad that such a

talented development studio

was forced to shut down.

Hearing that news made me
remember all the good limes I

had with their games: sneak-

ing into a base without firing a

single shot in TERRA NOVA;

marveling at how I could look

up and down in ULTIMA

UNDERWORLD. I’ll never forget

the time in SYSTEM SHOCK

when my character, hopped

up on speed drugs, sliced

Edward Diego in psychedeli-

cally beautiful slow-motion.

But it's been months now,

and as in any other business,

these people were talented

enough to find work else-

where. What used to be a

centralized pool of talent is

now scattering itself around

the industry. After snooping

around, I got to see where

some Looking Glassers

ended up...

That Sounds Irrational

Take Eric Brosius. He was

the Sound Guru over at

Looking Glass; he’s the reason

you wanted to stay quiet in

the THIEF games. Heck, he's

even married to SHODAN
(well, the woman beliind her

voice, at least). Now he's the

Audio Director over at

Irrational, meaning he'll be

applying his aural talents to

titles like Freedom force and

THE LOST (a PS2 title). Brosius

said that he’s "sad that LG is

gone," but that it's "exciting

to start fresh on new projects

in a change of environment,

even if the change is some-

what subtle."

Also at Irrational is SHOCK 2

designer Dorian Hart, who’s

working on THE LOST. He com-

ments, "In many ways.

Irrational feels like Looking

Glass did seven years ago,

when it was a small company

with one great game under its

belt, and great potential."

Shawn Robertson, formerly the

Lead 3D Artist for JANE'S

ATTACK SQUADRON (and now

the sole animator for THE

LOST), muses: "Surprisingly,

the transition was pretty

painless. I didn’t realize how

Ihghly regarded Looking Glass

was, until I was bombarded

with calls and e-mails from

headhunters and developers

mere hours after I myself got

the news."

Massively-Multiplayer Church

I also managed to hunt

down Doug Church, who many

people consider to be the

"heart and soul” of Looking

Glass. He’s been spending

most of his time trying to form

a start-up and create a mas-

sively-multiplayer title.

Unfortunately, things are stiU

up in the air, as the publisher

he talked to decided to back

out. You’d think a publisher

would have more faith in a key

architect of the UNDERWORLD,

SHOCK, and THIEF games, but

that's the way the industry

goes. Right now, he’s been

floating around, mostly hang-

ing out with Warren Spector

over at ION Austin, and with

some other ex-LG staff at

Harmonix. Here's hoping that

someone will pick up this tal-

ented designer’s work.

Fornicators and Thieves

While a good portion of the

THIEF team hopped over to

ION Austin to work on THIEF

3, a few of the members took

their own paths. Programmer

Rob Fermier got himself a nice

place over at Ensemble

Studios, while Lead Designer

Tim Stellmach is floating

around—though he'll be doing

consulting work for THIEF 3.

Other LG members have gone

to Papyrus, Sony Computer

Entertainment America

(SCEA), or Turbine

Entertainment.

Point is, these people scat-

tered around; that's the good

thing. That means that they’ll

be influencing a larger num-

ber of titles on the horizon.

While I will miss the signature

mark of a tried-and-true

Looking Glass game. I'm com-

forted in knowing that their

talents are now all over the

industry. As I said, maybe the

closing of Looking Glass was a

good thing in that it helped

the industry move forward,

just a little bit.

HAiF-liEE Overkill

All right, Sierra's starting to get a little annoying with their endless

repackagings of HALF-LIFE. Coming up next is the HALF-LIFE PLATINUM

EDITION, which includes the original game, the OPPOSING FORCE expansion

pack, Counter-Strike, and a whole bunch of other mods, There’s also the

stand-alone COUNTER-STRIKE product for gamers without HALF-LIFE, which is

just COUNTER-STRIKE and some other HALF-LIFE mods (even though

COUNTER-STRIKE itself will still be available as a free download),

Jeez, and we thought the TOMB RAIDER franchise was getting milked. Along

similar lines, Infogrames will be releasing UNREAL TOURNAMENT: GAME OF
THE YEAR EDITION. It includes UT, all the bonus packs, and, you guessed it,

some of the slicker UT mods.
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P.O.BOX 234 DEPT 11335
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INT'L 802-767-3033 FAX 802-767-3382

COMPUTER GAMES: ACTION

Hot Deals!
Imperialism II PC $16.9S
Age of Wonders
Spaceward Ho!
Sanitarium
Wizardry Gold
Descent 3

PC $18.95
PC $ 4.95
PC $14.95
PC $ 8.95
PC $12.95

SlarTtkVygrEMe Fn

Starlancer

Starship Troopers

Starsiege Tribes 2

SlarsiegeTribss Exit

System Shock 2

Way 04/98 SI7.S5

3ol[l 11/99 S27 95

m 09/00 S28.95

ilti DS/00 S39.95

vil 12/99 $24.95

1 10/00 $38.95

aflmy 06A>0 $38 95

FfC OartW S39.9S

05/00 $38.95

10/00 $39.95

10/00 $42.95

12/00 $42.95

08/99 $18.95

Thiet: The Dark Pnct

Tomb Rairier 2 Gold

Tomb Raider 3

Tomb Raider 4

Tomb Raider 5

Tomb Raider Gold

Tomb Raider Lost Alltel

Tomb2/Tolal SunOle

Twisted Metal 2

Umeal 2

Unreal Gold Bundle

Unreal Tournament

UnrealTournamentGYE

12/98 $14.9;

06/99 $17.91

11/98 $16.9!

12/99 $26 9!

0 $36 91

03/98 $129!

03/00 $17.9!

10/99 $14.9:

11/97 S19.9i

04/00 $38 9:

10/00 $12.9!

11/99 $29.9!

10/00 $26.9:

'SOLDIER OF FORTUNE' You're

the world's deadliest Soldier of

Fortune & your mission (s clear

survive. Track your prey across the

'iS of secret missions

e dov/n a fanatical terrorist

organization. Features 26 levels in

missions; ultra-realistic

weapons, enemies & environments;

and multiplayer mode (Dealhmatch.

Assassin, Arsenal & Capture The

Flag).

Activision (Action)

Release: NOW
PC CD

‘STAR TREK: ELITE FORCE' This

1st game based on Star Trek

Voyager pits players against a

multitude of Star Trek enemies,

including the relentless Borg and

never-before-seen aliens. In

intense single-player and multi-

player combat missions.

Activision (Action)

'STAR TREK DEEP SPACE NINE:

THE FALLEN' combines the 3D

functionality of the Unreal

Tournament engine to bring the

Deep Space Nine world to lile In this

intense third person action game.

The game is based on the Deep

Space Nine television series and

will feature many of the characters

that made the show a popular

weekly viewing event over the last

few years.

Simon & Schuster (Action)

Tacliyon: The Fringe

The Oevil Inside

The Grmch

The Mummy

Thiel 2 Gold

04/00 S34.95

06/00 $38 95

11/00 $39.95

11/00 $39.95

10/00 $24.95

Warzone 2120

Wilchaven

Wollenstein 3D

X Com Coilectioh

X-Com Alliance

X-Com Enlotcer

11/00 $34.95

09/95 $8.95

03/98 512.95

11/99 $27.95

11/00 S39.95

Mm 529.95

COMPUTER GAMES: SIMULATION

'SILENT HUNTER II' recreates the

battles between Hitler's U-boat

force & Allied convoys. Miillipiayer

mode for hoi action & cooperative

play over the Internet or LAN.

Multiple difficulty levels &

enhanced dynamic campaign com-

plete a very detailed & realistic

environment.

MS Cbihbal Flight Sim

US Combat Flight Sim 2

MSFS 98 Alien Sahi

MSFS 98 Air Force Orib

MS FS 98 Dang Alrpart

MS FS96 Flight Bag

MS FS Airport 2k v.2

MS Flight Sim 2000

US Flight Sim 2000 PE

MechWaniorS

MechWanlor 3 E>p Pk

MechWarrioi 4

Mechy/arrior 2 NctMech

Mig Alley

Mile High Club

Mobil 1 Rally Champ

Monaco Grand Prik 2

MoloR3ceiGP2

11/98 $28.95

10/00 $44.95

02ffl9 $24.95

09/96 $9.95

02/99 $19.95

07/99 $28.95

04/00 $32.95

10/99 $38.95

10/99 $59 95

06/99 $18.95

12/99 $22.95

11/00 $44.95

07/96 $12.95

12/99 $34.95

08/95 $9.95

03/00 $26.95

06/99 $31.95

11/96 $14.95

Need tor Speed 4

Need lor SpeediMotor

Paclllc Theater

Panzer Commander

Panzer Elite

Pedal to e Metal

Private Pilot

Revolt

Red Baron 3D

Reno All Races

SU-27 Flanker 2

Silent Hunter 2

Spirit ol Speed 1937

Star Trek Budge Comm.

Mindscape (SimulaliDn)

'CRIMSON SKIES' Is set In an alter-

nate twentieth century v/here the

breadth of the continent, preyed on

by pirates & protected by priva-

teers. Crimson Skies allows you to

pilot their own lighters, gunships or

militias. Players may design unique

planes to suit their fighting style.

Microsofl (Simulation)

B-17 FLYING FORTRESS 2: THE
MIGHTY 8TH’ Command the

o( World

War II. Master each of the 10 crew

jralely

bomb
targets, and defend the

plane from furious enemy altacks,

Brealhtaking air combat sequences

through photorealistic terrain

Microprose (Simulation)

Release:

PC CD •iFSl

Stan Up

Steel Beasts

Stunt GP Racing

Super 1 Karting

Super Bike 2000

Jet Fighter Full Burn

Jungle/Desert Strike

ka-52 Team Alligator

Luftwatre Commander

Ml Tank Platoon 3

MIA2 Abrams

MS CFS Combat Priori 07/00 $28 95

10/00 $38.95 Mblocross Madness 2 06/00 $35.95

07/98 $12.95 NASCAR Heat 08/00 $39.95

07/95 $3.95 Na5Car 2000 03/00 $36.95

03/00 $28 95 NascarAccBlerDtionPk 04/00 $39.95

12/98 $24.95 Nascar Racing 4 11/00 $39.95

09/00 $42.95 HabonsFighler 12/99 $24.95

03/97 $6.99 Need SpeedtPorsche Uni 03/00 $37.95

Speeds 09/93 $14.95

Test Drive Cycles

Test Drive Le Mans

Test Drive Oil Rond 3

Thrust. Twist 8 Turn

Tour Car Challenge

Tram Dispatcher 2

Tuskegee Fighters

Util. Race Series 3

Uriim. Fligri. $er 4

Uilimaie Flight Sr$3

Ulilmaie Moiorcycle Srs

Ullimale Racing Srs 2

WW II Fighters

Wild Metal Country

Wings Over China

Wings ol Destiny

World ot Combat

X-Com Interceptor

X-Treme Flight Pack

X-Wrng Alliance

X-Wng V Tic W Bine Pwr

06/99 $18.9:

09A)0 $39.95

07/00 $28 95

05/98 $9.95

12/99 $34.9:

08/99 $9.95

08A30 $29 95

09/99 $24 95

11/98 $16.95

11/00 $35.95

11/99 $36.95

11/00 $44,95

08/00 $39.95

04/00 $44.95

03/99 $18.95

07/00 $28,95

06/00 $42.95

11/00 $2895

OBAU $35.95

03/00 $35.95

12/99 $28.95

OBAH) $34.95

04/00 $34.95

11/99 $21.95

08rt)0 $37.95

10/99 $22.95

08/98 $39.99

04/00 $28.95

03/00 $17.95

02AW $17.95

09A30 $17.95

03/00 $17.95

03A)0 $17.95

11/98 $18.95

09/00 $42.95

03AI0 $28 S5

03/00 $17.95

11/96 524.95

06.98 $3 95

12/98 $34.95

03/99 $24 95

10/98 $18.95



www.chipsbits.com

or call 1-800-699-4263
New Releases!

Baldur’s Gate 2 PC $42.95
Wizards & Warriors PC $42.95
NHL Hockey 2001 PC $39.95
Sims: Livin’ Large PC $29.95
TonyHwk’sProSkater2 PSX $39.95
Parasite Eve 2 PSX $39.95

Source Code 11335

COMPUTER GAMES: STRATEGY
rnu

<602 AD

1830 RIVRbOt Baron

71(1 Legion

AD&D BirttKigtil

AlWais Awakening

Age o< Empires

Age ol Empires

Age ol Empires

02An $28 95

CM/9S S1995

10/97 S9.95

07/97 S1S.95

07/00 S29.50

10/97 S24.95

Ed 04/99 S32.9S

09/99 $39.95

C8C Sole Survivor

CiCWotldwnleWailrr

C4C2 Firestorm

C4C2Wilh Firestorm

Caesar 2

Civ 2 Gold Ed

Civ 2 Test of Time

Civ Call to Power 2

Civilization

12/97 $19.99 Emergency Room 2

12/98 $27.95 Empire Earin

03/00 $25.95 Empire olihe Ants

06/00 $39.95 Entrepreneur Corp Eip

09/95 $9.95 EllieilordS

10/98 $17.95 Evolution

12/98 $18.95 Extreme Tacilcs

08/99 $14.95 Fallout Tadics BoS

11/00 $39.95 Farmland USA

12/95 SB. 95 Fast Food Tycoon

03/99 $19.95

05/00 $39.95

07/00 $39.95

11/99 $19.99

06/00 $42,95

01/96 $28.95

10/98 $19.95

O2A01 $39.95

02/00 $12.95

10/00 $39.95

‘SUODEN STRIKE’ is a real-time strategy and tacti-

cal simulation game. Set in WWII, with Russian,

German, French, American & British missions

focusing on tactical fighting. Up to 1,000 units per

scenario, giant maps, realistic gun simulations

complete with Tear explosions, units gain experi-

ence and make it from one mission to the next,

multi player mode: up to 1 2 players and 4 teams.

Age ol Wonders 1

Airline Tycoon 1

Airport Tycocn {

Alchemist {

Alien inieiiigence i

MIegiance (

Alpha Cen Planetar Pk t

Alpha Centauri t

Alpha Cntrl Alien Crssire 1

Arraions 4 Aliens C

Ancnt Cngsl: Gidn Flee [

Anno 1503 1

Armies 01 Armageddcn I

Army Men t

Army Men 2 (

Army Men 3 :

Army Men Air Allack I

Army Men Freedom Pek I

Army Men Value Pack !

Army Men World War t

Art cl Magic

Axis 4 Allies

Axis 4 Allies 2

03/96

09/00 SI9.9S

07/00 SI7.95

04/00 S44.95

09/90 S12.95

04/00 S39 9S

11/99 S29 95

Battle lste:Andosian War

Batllecrser 3000 AD V2

Eatiiecrulser 3000

Bauielieid 1942

Bodies ol Destirry

Hack 4 While

Blizzard Legend Pack

Blood 4 Magic

Blz/rd Game Year Cllcin

Bra-rehean

Bugdom

Business Tycoon

C 4 C Red Alert

C 4 C Red Alert 2

C&C 2 Tibef Sun PItmn

C40 2 Tibenan Sun

040 Gold Bundle

C4CGold W9S

C4C Fled Alert Atsnl

Civilizalion 2

CiwlizalionO 06W
Crvilzin Call to Pdwr 04/99

Close Camhai: Normandy 09/00

Cmmndfls 6ynd Call Duly 04/99

Colonizalidn 11/94

Colonization W95 06/99

Command 4 Conquer 09/95

C4C Arsenal Pack 10/97

Commandos 09/98

Commandos 2 11/00

Conflict of Nations 01/00

Conquer IfiB World 10/97

Conquered Kingdniw/SD 08/00

Conquest Eailli 09/97

Conquest New World 2 10/00

Conquest New W/ldDix 11/96

Conquest: Ftnir Wars 1 1/00

Cutlhroats 09/99

Dark Colony 08/97

DaikReion2 06/00

Dawn of War 09/00

Diplomacy 12/99

Disciples 2. Dark Prpn 12/00

Disciples: Sacred Lands 11/99

£300 2140 1IV97

Earth 2150 064)0

Emergency 09/98

Emergency Fiiefiohlers 06/00

SI2.9S

$39 95

$19.95

$39.95

$19.95

$9.95

force Commander

Ground Coniiol

Hardwar

08/00 $33.95

03/99 $29.95

08/99 $14 95

03/00 $29.95

06/00 $36.95

08/98 $14 99

Hero MM III Armgddn Blade10/99$24.95

Hero MM Millenium Ed 12/99 $24.95

HeroesChion,Clash Dragon5l1/OOS1B.95

Heroe5Chron.Conq.UndrwrId09/00S18.95

HeroesChron.MasterElemntsl1/00$18.95

Heroes Chronicles 09/00 $18.95

Heroes III wilh Aimageadon07/00524.95

HeroesMM IIIShadowDeath03/00 $38.95

Heroes ot M 4 M 3 03/99 $27.95

•ROLLER COASTER TYCOON:
LOOPY LANDSCAPES' Expand

your imagination by using Rocket

Majesly.Northern E>p 11/00 $29 95

Master ol Orion 2 11/96 $12.95

Master cl Orion III 11/00 $39.95

MechCommahder2 01/00 $4295

MechConimd GoM 09/99 $28.95

Metal Fallgue 07/00 $33.95

Mind Rover 03/00 $39,95

Myth: Total Codex 11/99 $17.95

O.R.B 10/00 $39,95

PaxImperlaiEmlnenlDomalnl 1/97 $12,95

Pharoali 11/99 $20,95

Pharoali Ad0-On:Cleopalra07/00 $19.95

RRTycn 2: 2nd Century 05/99 $18.95

Railroad Tycoon 2 11/98 $18,95

Railroad Tycoon 2 GId 09/99 $28.95

Railroad Tycoon Child Ed 09/00 $39.99

Reach lor Stars 09/00 $3895

Risk 2 03/00 $22 95

Roller CT Loopy LandscapesD9/D0$29.9S

Roller Coaster Tycoon 03/99 $24.95

Roller Csir Tcy Exp Pk 11/99 $17.95

SWAT 3:Bat1ie Plan 09/00 SI9.9S

Sacrilice 10/00 $42.95

Settlers 3 Mission 2 10/99 $22 95

Settlers 3 Ultimale Coll 08/00 $39.96

Settlers 3 W/MD1 10/99 S22.9S

Sheep 10/00 $26.95

Shogun: Toial War 064K) $39.95

SlmCilySOOO 01/99 $2993

SimCilySOOOUnlimiled 05/00 $37.95

Sims:Livin' Large 09/00 $29.95

SimsVille 02/01 $39 95

Spaceward Ho! 4 10/96 $4. 95

Squad Leader 09410 $49.95

Slat TrekStarlieet Cmmd 21 1/00 $42.95

SiarTtk Armada 03/00 $38.95

SlarTtkGenBinhFed 05/99 $12.95

SUrTtkNewV/orlds 094)0 $39.95

siatcrall 04/98 $24.95

Slarcratt Brood Wats 12^8 $19 95

Siatcrall Bill Chesi 12iB3 $34.95

Siatlleel Command GE 06/00 $33.95

SUts Supernova 01/00 $39.95

Stellar Frontier 084)0 $36.95

Submarine Titans 08/00 $39,95

Sudden Sirike 10/00 $39.95

TA:Kingdoms-lron Plague 034)0 $19.95

Tanktics 12/99 $17,95

The Sims 02/00 $39.95

Theocracy 12/00 $37,99

Three Kingdoms:Fl ol Drgn09/00 $34.95

Kingdoms 06/99 $1995

Total Annimiallon 10/97 $6,95

TotalAnnihllallonO 124)0 $39,95

Total AnnllnCrCIgcy 04/98 $19.95

TotalWar 01/99 $18.95

Toll Annhlln Bill Tetes 08/98 $17,95

Tribal Rage 06/98 $14,95

TropiCO 03/01 $39.95

Tycoon Collection 01/00 $38 95

Tzar 04/00 $19.95

Wall Street Trader 2001 10/00 $1895

Wall Street Trader 2K 014)0 $17.95

Wall Street Tycoon 07/00 $39.95

WaiCiatt 2 Ballle.nel Ed 10/99 $18.95

WaicrallE 12/95 $18.95

Warcialt 3 064)1 $42.95

Waihmmr40K Rites Wat 07/99 $21.95

Warlords 2 DIx 09/95 $34.95

Warlords 3 08/97 $8.95

Warlords 4 054)0 $42.95

Warlords Satlleciy 07/00 $38.95

Wailrd5 3 0ikLidRsg 08.^8 $25.95

Worms Armageddon 06m $24.95

X-Com Apocah/pse 06/97 $8.95

X-Com Terr fim Deep 03/95 $6.95

X-Com UFO Oetense 06m $8.95

X-Tenslon 06/00 $34.95

X: Beyond the Frontier 014)0 $23.95

Yoot's Tower 04/99 $35.99

Zeue.Masteiol Olympus 11/00 $39.95

'COMMANDOS 2’ .Once again you

take command ot the elite soldiers

behind enemy lines as you utilize

their abilities for the mission. New

characters include a thief, a seduc-

tress, & a deg. Faster paced game-

play, but still requiring the planning

& investigation of mission possibil-

ities. New vehicles include jeeps,

tanks, trucks, ships, boats & cars.

All missions are playable in single

Of Multiplayer mode.

Eidos (Strategy)

Release: 12/QO

PC CD

'KINGDOM UNDER FIRE’ details

the epic battles on the continent of

Berslah, where the Race of Light

(Humans & Elves) & the Race of

Darkness (Ores S Ogres) coexist in

a brooding cloud of suspicion &
hostility. Features 70 characters, 20

missions each for Human & Devil

races, 7 story missions for each

Hero character, RPG elements. S

different types of multi-player

games.

GOD (Strategy)

Release: 11/00

PC CD

'COMMAND & CONQUER: RED
ALERT 2’ Wielding strange new
technologies and hungering for

revenge, the Soviet Army invades

America. Overwhelmed Allied

forces, unprepared for the surprise

attack, are decimated. Will freedom

be crushed under the heels of

Communist aggression? Take

charge of 7 unique nations, 8 multi-

player games, & 30 skirmish and

multiplay maps.

EA (Strategy)

Release: 11/00

PC CD

‘REACH FOR THE
Turn-based

strategy of galactic

exploration, colonization

& conquest. Dive into

the immense range of

player controlled game

parameters or simply

focus on galactic explo-

ration and enemy

destruction. Features

more than 30 preset sce-

narios. 16 unique

species, a diplomatic

system, network play, a

powerful scenario editor

and tactical combat.

•AGE OF KINGS’

Release:

'THE SIMS: LIVIN’ LARGE’ expan-

sion pack lets you take your Sims to

new extremes. Help your Sims deal

with everything from roach infesta-

tions to alien abductions. Give them

the opportunity to become a rock

a talk show host, even a UFO

investigator. Choose from over 100

new items for your Sims to use.

EA (Strategy)

Release: NOW
PC CD

I
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'ARCANUM: OF STEAM-

WORKS & MAGIC The

shift from magic to tech-

nology has created an

explosive situation in

Arcanum. Customize your

character. 8 basic stats,

morethari12derlved stats.

16 primary skills. 80 spells

in 16 colleges, & 56 tech-

Inologicai degrees in 3 dis-

ciplines. Take on ogres in

real-time, or plan your

strategy through turn-

based combat. Take the

adventure online coopera-

tively or competitively over

the Net or LAN.

Sierra (Roleplaying)

Release: 11/00

PC CO

CHIPS&BITSINC.
P.O.BOX 234 DEPT 11335

2520VT.RTE.100N ROCHESTER, VT 05767

INFL 802-767-3033 FAX 802-767-3382
P|<00 G0n]0

Spend the apecllied amount on any In-stock sottwara and choosa ana

tree IBM game Irom the corresponding list. Request must be made at

time of order. Oiler goad on In-stack software only, while supplies last.

Limit 2 per customer. Valid through December 9, 2000.

SPEND $60 Total Annlhllatleln,Space Bunnies Must Ole.Take No
Prisoners CD
SPEND $100 Flying Corps Gold. Descent 2 CO, Clvlllratlon, Sanitarium

SPEND $200 Martian Gothic, Sin, Blood 2:ChDsan

'WIZARDS & WARRIORS' An evil

Pharoah has overcome a curse &

returned to wreak havoc on Gael

Serran. Only the Mavin Sword can

defeat him. You must uncover the

sword's legend & save the land.

Use over 30 skills & 50 traits in

more than 100 adventures &
quests, Features over 50 PC char-

acters, 11 clans, too NPC

ters, & 300 monsters. Run, jump,

climb, fly, & more.

Activision (Roieplaying)

Release:

ESCAPE FROM MONKEY ISLAND’

inds series hero, perennial pirate-

wannabe Guybrush Threepwood,

returning to face sociopathic par-

Ireakishly deformed bucca-

neers, and an insult Hinging original

villain with a sinister agenda. So

begins the next captivating chapter

in the long-running Monkey Island

s. Buccaneers, hoist the

yardarms, batten down the hatches,

and let the Insults fly!

Lucas Arts (Adventure)

Release: 11/" —
PC CD

'DIRT TRACK RACING: SPRINT

CARS' Is the first game to capture

the essence ol sprint car racing. It

realistically simulates the physics

of these unique machines, with

their distinctive angled wings and

top speeds of up to 170mph. Four

different models of sprint car In 10

separate series, with over 50 diller-

ent sprint car skins.

GT (Sports)

Release; 10/0Q,^.sr.V.l:4.
PC CD

COMPUTER GAMES: SPORJS

'I'M GOING IN' Is the 1st military

stealth shooter to stress cunning

& covertness over firepower. It’s

you against a rogue Russian

Colonel In a race to prevent

nuclear meltdown In Europe.

Inilltrate the toughest military

Installations in Europe. Use your

skills In thievery, hacking, & sabo-

tage. Equip yoursBil with the latest

NATO spy gear & weapons to

defeat bunkers, tanks, & gunships.

Eldos (Action)

Release: 11/00^ 1.

PC CD

COMPUTER GAMES: ROLE PLAYING

‘DEUS EX' In this thrilling role-

playing adventure, you play

part of a povrerful,

logically augmented anti-terro

agent. It's up to you to stop

conspirators from achieving their

goals. Travel the globe in a

for knowledge, develop your

aclers strengths, build a network

of allies lo assist you, and deter-

more important than action.

lonStorm (Roleplaying)

Release: NOW^
PC CD

COMPUTER GAMES: ADVENTURE



www.chipsbits.com

or caii 1-800-699-4263
Coming Soon! Source Code 11335

Max Payne PC $44.98
Oni PC $44.98
Werewolf Apocalypse PC $36.95
Alien Intelligence PC $42.99
Zelda: Majora’s Mask N64 $89.98
Shenmue DC $46.95

‘PANZER GENERAL III:

SCORCHED EARTH' Bailie

your v/ay to Berlin as lie

Soviets or march to

Moscow as the Germans in

Panzer General 111: Scorched

Earth. The new features

include a strategic map that

allows players to pick their

own way to Berlin or

Moscow. There are 4 new

campaigns, a new overview

map, and over 100 new 3D

units. A Battle Generator to

creating random battles

using American, British,

French, German or Russian

Forces.

gi CoidiKsTM will

gi. IFeel Mousemsn

LlccliCrdlss MseUn WhI

LlecliCidlssbEdWIilltls

Licch CrdlssTfk Mible

LtechV/ingManAiuck

WM Exir. Dig 3D

Llech WingMan Frc3D

Llech WMGPad E«i

Llech WM Free Gmpd

WM RumbiePad

Llech WM Frc Hmblpd

WMFormFre WhI

Llech ViiM Gam Mouse

Llech VrMFrm Frc GP

Mad Catz Andretti WhI

Mad Caa GTX

I/S Cdless WhI Mouse

MS InlelliMouse Optical

MS Sidewinder Fdbck 2

MS SW Frc Fdbk 2

MSSWiGameComnidr

MS SWGame Voice

MS SWr Standard

MS SW Sliat Cmmdr

MS SW FF Wheel USB

MS Trackball Explotei

MS Trackball Optical

Razer Boomsiang 2K

SallekCybZOQO Jstk

Saitek Cyb3DDIgStcGld

Saltek Cyborg 30 Jstk

Saitek Cyborg 30 Pad

Saitek CybigSDJsikUSB

Saitek GMlGameMouse

SaitekGM2Pad S Mouse

Saitek P120 PC Pad

Saitek P2000 Tit Pad

Saitek PC Dash

SaltskSP5S0Slk&Pd

Saitek ST110 Dynmc

Saitek ST20CI

Saitek USB Hub

Saitek X36 CS USB

Saitek X-36T System

Saitek X6-33M Pad

Sailk PZSO Dgll Cm Pd

Suncom G-Force

Suncom Scepiei LCD

TM NASCAR Pro Dig 2

TM Ahetburner FFB

TMFFB

TM Fusion Game Pad

TM Reflex USB 30 Jystk

TM NASCAR CH PEO

TMNaecai Charger 2

Thrust TG Fox 2

Thrust TG Fok2Pro

Thrust Top Gun Alter

Thrust Top Gun USB

TM NsetPro Dig RcgWhl 12/99 S62.95

TM Top Gun Platinum lM/99 SI9.95

Sound Cards

Dmd Monster MXdOO 03/00 S69.95

Fatlissimo Sound Caid 11/99 SdS.gS

HERCULES 3D PROPHET II GTS: B4MB' is based OR NVIDIA’sj

GeForceZ GTS & offers oer-plxel shading, 2nd generation transform &'

lighting engines, & blazing fast DOR RAM tor unprecendented speed &
visual quality. The boards are available in 32M8 and 64MB versions

and includes TV-Oul.

Hercules (Hardware)
Release; NOW

COMPUTER GAMES: ARCADE
4x4 Evolulion

Breakout

Deep Fighter

Dragons Lait 3D

Dukes Hazzaiti Race

Eanhworm Jim 3D

Expendable

FroggerZ

KVOO $39.95

09/00 S19.95

03/00 S19.9S

09/00 S39.95

12A)0 S42.95

07/00 $25.95

05/00 $27.95

09/00 $36.95

09/00 $29.95

Panty Raid

Pinball Madness 2

Pinball Madness 3

Renegade Raccis

Sega Rally Champ 2

Space Invadrs/Astroid

KVOO $29 95

06/00 $17.95

04/00 $27.95

10/00 $16.95

03/00 $22.95

09/00 $28 95

03/00 S9.95

Mindscape (War)

: Release: NOW
;PC CD $28.95

THE OPERATIONAL ART

OF WAR: CENTURY OF

WARFARE' includes the

entire Operational An of

War series with all the add-

ons and even a new WWI
scenario. U all comes In

one box at a great price.

Talonsofl (War)

Release: NOW

I

Saitek (Hardware) _
i

"'"“''I

‘SAITEK GM2 ACTION
AND MOUSE’ For

long, gamers have

constrained by the

of their keyboards &

complicated commands,

anymore! Saitek has

the first Action

Mouse com-

speclally for

gamers. Features 2 hat

switches, scroll wheel

(good for web suiting too)

& 9 assignable buttons'

(15 witn shift button).

CH FLIGHT SIM YOKE-

USB' 5 axis control

includes pilch, roll, throt-

tle lever, propeller lever, &

mixture lever, 19 button

functions Include gear

sv/itch. flap switch, 6-way

hat switch, two 2-way

rocker switches. & 4 push

buttons.

CH Products (Hardware)
Release: NOW
PC

CQAIMOtigk



Inlerplay (Strategy)

Release: 11/00

PC CD

‘HOLLYWOOD MOGUL' gives you

complete control of a Hollywood

movie studio. Go Inside the dream

factory as you bring 100 movies to

the Silver Screen. Own & run the

studio. Make the movies. Hire & lire

the OiggesI names in Hollywood.

Play against the box office scores of

other Hollywood Moguls around

the world. New actors, actresses,

and directors may approach your

studio with projects.

HM Company (Strategy)

Release: NOW
PC CD

Run VoiirOwn
Hrilivuiliid Movie Sluditi

mM
Co Irisidrthr Drrtitn i’flcirrr}

rCOMUM I.'.XT* I Om>v! Cmi:

Game of the

Half-Life:

and Team

As an added bonus.

Life: Adrenaline Pack

contains a Sierra

Trial CD that

playable demos of

'THIEF If: THE METAL AGE' You

play a master thief in a quest to

make a living at stealing. Features

artificial intelligence, a new story

line. Tenderer enhancements, & a

cooperative multiplayer mode that

allows players to tackle. A special

dltficulty level adds multlplayer-

speclflc mission objectives, puz-

zles, and traps that require coordi-

nated action to defeat.

Eldos (Action)

Release: NOW
PC CD

CHIPS&BITSINC.
P.O.BOX 234 DEPT 11335

2520 VT. RTE.1 DON ROCHESTER, VT 05767

INT'L 802-767-3033 FAX 802-767-3382

Order now and receive

our free catalog with

thousands of games!

1864 Year Ql Decision 07/00

Abalone 01/00

Alexanders Generals 01/95

Aniiotam Camdaigii 07/96

Arab Israeli Wats 09/00

Airs & Allies Europe 03/00

Bastogne or Bus! 06/00

Bailies Ancient World 3 09/00

Ballleiech 4rb Ed. 12/94

Biller Woods 06/98

Bobnanza 09/00

Brandywine 03/00

Caesar:Conquest Gaul 01/99

Clue 0S/9B

Colonial Diplomacy 01/95

Comball Slalingrad 08/00

Courasansol Versailles 10/99

Damned Die Hard 07/99

Dragon Dice 09/95

Olive to llie Baltic 01/00

Eastern Front 2nd Ed 12/94

Empire ol Fusing Sun 11/95

Financiers & Sharks 05/00

Flighi Leader 12/94

Galacia 6 TannenPetg 01/00

Gear Krieg 08/00

Gsitysbtjrg3DaysJuly 05/96

Guadalcanal 12/94

Hannidal 03/96

Home BeloreLeavesFaii 05/99

In Flanders FieldiYpres 06/99

Jena 10/96

I

HINT BOOKS
Dalkalana 03/00

Duke Nuksm Forever 10/00

Evolva 05/00

Gunman Chronicles 10/00

Hall Lite Team foct2 12/00

PlanelollheApes 10/00

Quake 3 Arena 12/99

Rainbow Srx:Coveri Ops 09/00

Soldier of Fortune OSG 04/00

Star Trek Voyager OSG 09/00

Starlancer OSS 09/00

7achyon:The Fringe 05/00

Thiel 2 04/00

X-Com Alliance 10/00

Mysl Siralegies 12/96

Spidcr-ManVidBook DMO
Spyro Year ot Dragon 10/00

Arcanum 10/00

Asheron's Call OSS 04/00

Baldur's Gate 2 Guide 09410

DeusEx 07/00

Diablo II OSG 064X1

Eve/Ques1:Rulns Kunaik 044X1

Plane Torment OSG 04/00

Vampire Masg. OSG 06/00

MS Fligiit Sim 2000 024»

Mechwariior 3 06/99

NASCAR Racing 4 09430

Tokyo Extreme Racer 2 094X1

Madden FS 2001 08400

Age Empires II Cong 09/00

Baldurs Gate Tales oe/QD

C a CiRed Alert 2 09/00

Dark Reign 2 OSG 07/00

Earlh215D 06/00

Ground Control 06/00

SlmCily 3000 Unlimited 07/00

Sims Livin' Large 08/00

The Sims 03/00

Total Annhlln Kingdoms 08/99

UpilsIngO 12/98

Waicralt 2 Banle.nel 10/99

Wargasm 03/99

Warlords 3 Okirds Rsing 1 1/98

Warlords Battlecry 06/00

Watzone2IOO 04/99

Shogun Total War 06/00

BOARD GAMES CARD GAMES

$29.95

$26.99

$32.99

$29.99

$12.95

$38 95

$32.95

$31.99

$21.99

$25.99

an of Arc

Last DaysGrande Ar

Ldnheatt

LuHschiH

I
Money

Make Yo : Own 0|

$32.95

$49.99

$26.99

$46.99

$46.95

$52.95

$44.99

$29.99

$19.95

$36 99

$20.95

$34.99

$29.95

$36.99

Napoleon's First BaiHe

New Diplomacy

New England Railways

Ogre & GEV

On To Richmond

Othello

Over There

Over the Reich

Paolic Victory

PacillcWar

Piercing the Reich

Raid on Richmond

Rebels & Rcdcoais 1

Rebels & Redcoals 2

Rebs S Yanks

Risorglmento 1859

Robo Rally

Russia Al War

Samurai Swerds

Settlers ol Catan

Starship Troopers

Stonewalls Last Baiiie

Third Reich

Totaler Kileg'

U.5. Ralls

Ukraine 1943

OS/98 $52.99

06/00 $2999

10/97 $34.99

06/99 $13 99

12/96 $16.99

11/99 $24.99

03/98 $26.99

03/00 $39.99

03/00 $29.99

04/00 $12,99

06/90 $36.99

9 $21.91

09/00 $99.96

12/94 $32.99

07/00 $4999

12/94 $42.99

09/95 $29.95

05/95 S21.99

05/95 $26.95

04/95 $29.99

12/99 $12.99

084)0 $59.95

01/96 $36.99

12/96 $29 99

04/97 $40.99

11/96 $32.99

03/96 $29.99

08/96 $27.99

12/94 $26,99

014)0 $69 99

12/96 $12.99

084)0 $29.95

Union Pacific

Viclory

War in Europe

Warhammer 40K

Warhammer Fantasy

Wizards Quest

Wooden Ships Iron Met

AsiaAiiame

Planes in Flames

World In flames DIx

Yellowstone

Digimon Booster Pack 04/00 $3

Zeriz

11/94 $69.99

10/96 $69.99

0B4X) $39 95

01/95 $21.99

12/94 $22.99

01/96 $17.99

01/96 $17.99

10/96 $21.99

11/96 $99.99

11/98 $21,99

OS/OD $24.99

12/99 $29.99

03/96 $39.99

PCiTRADITIONAL
$14.99

$17.99

$17.99

$14.95

$1799

$9.99

$16.99

$12.99

$16.99

$17,99

$17.99

$17.99

30 Ullr Lionel Tialnipwn 12/99 $19.95

'TOMB RAIDER CHRONICLES'
reveals 4 newly ifiscovereb, &
previously untold adventures, tak-

ing you on a journey from the

ruins of Roms, to a Russian sub-

marine, to the rooftops of a hl-

lech city In a search of 4 ancient

artifacts. In light of Lara's recent

disappearance, those closest to

her gather at the Croft Estate on a

rainy day for a memorial service

In her honor.

RDLEPLAYING

Battleship 2

BatlleshipSutf,Thunder

Bings Keno Wm/Mac

ChessmasterSOOO

Clue: Murder Baddy

Cosmd Makeover

CosmdMkeovr Olx

Cosmo Makeovat 2

Cosmo t MkcovrZ Dlx

Cosm MkovrwCamera 03/00 $88.95

CosmoMkvrSlIcIPkl 024)0 $13.95

CosmoMkviSlylPk2 0Z4XI $13.95

094)0 $28.95

104)0 $29.95

02/00 $18.95

094X1 $38.95

10/98 $18.95

10/99 $22.95

10/99 $34.95

10/99 $25.95

10/99 $42,95

$12.99

$11.95

$9.95

$17.99

$17.99

$13.95

$17,99

$16.95

$16.99

$17.99

$17.99

$19.99

$16.99

$17.99

$16.95

$1299

$12.95

$12.95

$17.95

$17.99

$17.99

Emerg. Room Dstr Strks 064)0 $24.95

Emerg. Room LileorDlh

Entelainmeni Coll VI

Hoyle Board Gms 2001

Hoyle Casino 2000

Hoyle Casino 2001

Hoyle Word Gms 2001

Hoyles Bd Gms 2000

Jeopardy 2nd Ed

K.I.S.S. Pinball

LEGO Friends

Lego Knight's Kingdom

MTV Music Generalor

Oregon Trail 4hi Ed

Scrabble 2

Tonka ConsUuction 2

Wheel ot Fort. 2nd Ed

AD&D

AO&D Core Rules V 2.0

Dungeon Maslei Guide

Forge of Fury

Monster Manual

Player Char. Rec. Sheets

Players Handbook

Dungaon Maaler'sScreen

Prlasls Sball Comp 3

Reverse Dungeon

Apocalypse Stone

OiabloZ

The Awakening

Attack MylhOiannor

Cloak & Dagger

084)0 S8.95

084» $17.95

09/00 $9.95

Dungeon ot Death 0

Grand Tour Realms 0

Into Dragons Lair 0

Secrets ol Magisler O

Volo Guide BaldursGale 0

GieybawkCampalgn Map 0

LIvIngGreyhawkGazetl

Slavers

Vortex ol

Who Warns Millnrc 2nd EdOSAX) $19.95

$17.99

$1299

$16.99

$15.99

$16.99

$12.99

$17.99

$1699

$15.99

$17.99

$17.99

'DIADLD^lIi'lirFERNll' Journey

across distant lands, fight new vil-

lains, discover new treasures &

uncover ancient mysteries. Four,

fully populated towns & wilder-

ness areas. Multiple dungeons,

caverns & crypts in every town to

explore. Expanded world filled

with all-new quests, weapons,

spells, armor, monsters & non-

player characters. Full multiplayer

support, including Battle.net.

Blizzard (Roleplaying)

Release:

PC CO

Aberrani

Ars Uaglca 4lh Ed

Brave Now Wdrid

Bubblegum Crisis

Call ot Cihulhu Sin Ed

Castle Falkenstein

Changeling

Conspiracy X

Cyberpunk 2020

OC Heroes Universe

Dark Desliny

Deadlands Rulebook

Great Rail Wars

Hell on Earth Rulebook

Dragon Ball Z

Dragoniance 5th Age

Earthdawn

Earthdawn Companion

Fading Suns

GURPS Rulebook

Heavy Gear

Hercules $ Xena

roWars

Heroes Un. 2nd Ed.

In Nomine

Jovian Chronicles

Kingdoms of Kalamar

M£RP2Sotlcovei

Macioss 2

Mage 2nd Ed.

Mage Soicerer Crusade

Marvel Super Heroes

Mechwarrioi

Mechwarrior Comp.

Nephilim

Ot Gods And Men

Palladium Fantasy

Paranoia Fifth Ed.

Pendragon 4in Ed .

Rifts

Cannon Companion

Coiporale Punishment

11/99 $20

08/95 $25

09/99 $25

12/96 $22

07i9B $26

06/95 $26

09.^5 $26

09/96 $24

05/95 $16

12/99 $16

07/96 $13

10^7 $27

10/97 $49

12/98 $26

10/99 $16

09/98 $21

05/95 $17

06/95 $15

02fl7 $2

1

02/95 $22

08/95 $26

09/98 $25

05/00 $16

02/98 $21

11/99 $25

03/97 $23

04/98 $25

04/00 $25

10/95 $19

04/95 $11

02/95 $28

10/98 $24

09/98 $21

07/95 $13

09ms $12

09m5 $18

09m7 $21

D3/98 $21

05/97 $20

05/95 $24

06/95 $21

04/95 $11

04/95 $12

05/00 SIB

04/00 $16

02410 $12

08/00 $19



www.chipsbits.com

or cam -800-699-4263
Future Releases!

Warlords 4 PC $42.95
Hatpoon 4 PC $38.95
Halo PC $42.95
Civilization 3 PC $39.95
Bouncer P$2 $48.95
Paper Mario Story N64 $49.95

SONY PLAYSTATION

ikn Resurrection 1G/00

.tone in the Dark 4 11/00

Jiimorptis 09AI0

>rmored Coi Msir Arens 03/00

,rinyMenAirAIUck2 09/00

umy Men World War 04/00

latman Beyond 10/00

Hade 11/00

lldster Master 12/00

iieatnolFired tO/00

lufly Vampire Slayer 09/00

lust A Groove 2 08/00

ihamp Moiocioss 2Ki 09/00

ihrono Cross 08/00

iolm McRae Rally 2 08/00

ipol Boarders 2001 ll/OO

lountdown Vampires 08/00

langerCiri 09A}0

larksione 10/00

lave Mina Free BMX 09/00

lestrucliorr Derby Raw 09/00

ligimon World 07/00

lino Crisis 2 09/00

iragon Valor lO/OO

Inver 2 11/00

lucati Moior Racing 08/00

luke Uukenr Pit Babes 09/00

iukesoiHa2zaid2 ii/OO

CWAnarcbyRuiez 08A)0

Iiigei2 2 10/00

lernalOyes 11/00

vil Dead Hail King 10A)0

I World Gran Pin 2K 11/00

IFA Soccer 2001 10/00

ear Etieci RetioHelrx 10/00

inalFaniasyS 11/00

ormula 1 2000 10/00

rogger 2 09/00

iauniiei Legends 09/00

;rartdia2 12/00

iunGage 09/00

(BOeoKlng 11/00

farvest Moon 10AXI

logs ol War 09/00

829.95

539.95

529.95

$39 95

$39.95

$39.95

$39.95

$39.95

$39.95

$44.95

$39.95

$29.95

$39.95

$39.95

$42.95

$39.95

$39.95

$39.95

$14.95

$39.95

$32.95

$39.95

$3995

$39.95

$42.95

$39.95

$39.95

$39.95

$3895

$39.95

$39.95

$38 95

$36.95

$39.95

$39.95

$49 95

$39.95

$29.95

$39.95

$46.95

$39.95

$39.95

$44.95

$29.95

NINTENDO 64

'OGRE BATTLE 64: PER-

SON OF LORDLY CALIBER'

Develop warriors, master

magic spells, balance unit

strengths & cope with a

huge variety of terrain as you

play Magnus Gallant, brave

hero & savior of the people.

Three scenarios in huge 3D

worlds: 35 battles S mis-

sions. New classes of allies.

Atlus (Roleplaying) enemies & monsters. Equip

Release: 10/00 4 set up battle

N54 ^iTtliKH^formatlons.

;yb«rTig«rGoll

linosaut Planet

)/agon Sword

104)0 $52.95

03/00 $49 95

124)0 $59.95

11/00 $42,95

10/00 $59.95

Ki/by 64 Crystal Shards 07/00 $49.95

Leg Zelda Maioia Llask tdOO $5995

LooneyTunesSpcRace 10/00 $49.95

Hadden FB 2001 09/00 $49.95

Major Leag. Soccer 99 09/00 $49.95

$49.95

$49.95

$49,95

$49.95

$52.95

$56.95

$56.95

$48 95

$59.95

$59.95

$4995

SS4.9S

$49.95

$52.95

$52.95

$52.95

$52.95

$52.95

$52.95

$56.95

Super Maiio Adventure

Sydney 2K Olympics

Tony Hawks Pro Skater

World Is Not Enough

12,00 $5995

oanx) $52.95

034K) $46.95

03/00 $49.95

11/00 $49.95

11/00 $52.95

11/00 $49.95

[ playstation 2 1

Tiili ReiSASt Peici

Dsik Cloud 10/00 $48.95

DeddorAliveZ. Hadcoie 11/00 $48 95

Dinosaur low $48.95

Driving Emobon Types ItVOO $48.95

Eva Rally 10/00 $48.95

Faniavision lOAIO $4895

Getaway 10/00 $48.95

Gradius 3 & 4 lODO $48 95

Gran Tuiismo 2000 10/00 $48 95

GudGiiflon Blare 10/00 $48.95

Hidden & Dangerous 2 10/00 $48.95

Kendo 10/00 $48.95

Madden FB 2001 10/00 $49.95

Metal Gear Solid 2 11/00 $48 95

fJFLGame Day 2001 10/00 $46.95

Nmja Gaiden 104)0 $48.95

Oddwoild MunclteesOdys 10/00 $48.95

Onimusba Warlords 104X1 $48 95

Oqihen: Scion ol Sorcery 10/00 S48.95

10/00 S33.95

PSX2MetnoiyCaid 8M 10/00 $34.95

PSX 2 Multi Tap 10/00 $34.95

PSXSy5lem2 10/00 $349.95

Reedy 2 Rumble 2 10/00 $48.95

Ridge Racer 5 10/00 $4895

Siipheed Lost Planet 10/00 $48.95

Snowboard SuperX 10/00 $49.95

Streel figtiler EX3 10/00 $48.95

Siintmoner 10/00 $48.95

Teemo Super Bowl ID410 $48.95

Tekken Tag Touinaneni 104)0 $4695

Ttieme Park World 10/00 $49.95

^ger Woods 2001 10/00 $48.95

X Sauad 10/00 $49.95

1
DREAMCAST \

4x4 EvoluHan 10/00 $39.95

Dave Mirra Fioe BMX 11/00 $44.95

Ecco the Doipiiin 08/00 $39 95

Ferrari 355 OMO $49.95

Gr3ndia2 12/00 $48.95

Jet Grind Radio 10/00 $46 95

Phantasy Slai Online 12/00 $49.95

Power Stone 2 06430 $44.95

Ready 2 Rumble Boing 2;
11/00 $42,95

Samba de Amigo 10/00 $49,95

Sea Man Forbidden Pet 08/00 $52.95

Sega GI 084)0 $39.95

Sega Spoils MFL2kl 09/00 $49.95

Shenmuo 11/00 $46.95

Skies ol Arcadia 11/00 $46.95

Tokyo Extreme Racer 2 09/00 $46.95

Tony Hawks Pro Skatr 2 11/00 $44.95

Ultimate Fight Champ 09/00 $46 95

Viitui Tennis 07/09 $38 95

WWF Royal Rumble 08/00 $44.95

1
GAMEBOY

1

Austin Powers Under Laii 09/00 $28.95

Batman Beyond 10/00 $28.99

Cannon Fodder 11/00 $26.95

Crystalls 074)0 $28.95

Donkey Kong Country 2 11/00 $28.99

Dragon Warrior 1 & 2 09/00 $28.95

Harvest Moon 2 10/00 $32,99

Mega Man X 11/00 $28 95

Perlect Dark 09/00 $28 95

Pokemon Gold 104)0 $29 95

Pokemon Silver 104)0 $29.95

Spdet-Man 09/00 $28 95

Tony Hawks Pro Skatr 2 11/00 $28.99

Warm Lam) 3 07/00 $2899

Waiiocked 07/00 $26.99

X Men Mutant Wars 11/00 $28.95

/Isa. MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Price, release, availability, sblpplng limes &

wbiect Id change at any time. Hardware may ntgiiire added SSH. Wilbln 10 days detectives f'

ipplies. All sales linal. S&H calculated on a per order, per shipment, and per item basis. The

per order' charge is charged once pet order placed, the 'per item' charge is charged once

or each item ordered and the 'per shipment' charge Is charged once lor each shipment we

rake Id you. For eaoh US order S10.00 will be allocated Id a 12 Issue subscription to

tomputer Games Strategy Plus. Call lor details.

$2*cSI S2tS

We Have Playstation 2 Games!
'TEKKEN TAG TOURNAMENT’
features more than 30 charac-

ters who have appeared

throughout the Tekken series

since the first arcade game. Pick

your favorites and join the fight

as you use the unique strengths

ol each

‘WWF SMACKDOWN 2’

bodyslams you with all the

insane action & storylines

that makes WWF so popu-

lar. Featuring "Stone Cold"

Steve Austin, The Rock,

The Undertaker, Triple H,

Kane, S more. Graphics &

action that will keep you

glued to your TV. So lace

up your boots & get ready

for serious smack down!

THQ (Sports)

MV, (^Release: 11/DO

psx

'"'S’HENMUE' offers a liv-

I

ing world, where charac-

llers exist on their own

I

timelines & almost all

I objects can be manipu-

!
lated & used. You are

Ryo, in 1986 Japan, try-

' ing to solve the mystery

of his father's death.

Interact with hundreds of

characters & solve a

myriad of puzzles.

Sega(Adventure)

•^Release: 11/00

‘SEGA NFL 2Kr No. this

isn’t just NFL 2K lor the

Internel-thls Is a whole

new ballgame. Loaded with

new features, and you can

up the slakes by playing

pros around the country

online through your Sega

Dreamcast. The players are

faster, and

slronger, while improved AI

makes for brutal defense.

Sega (Sports)

nc^Release: NOW
2^ Dreamcast

'DRAGON WARRIOR 1&2'

2 of the original, standard-

setting games are back for

Game Boy with better

graphics. Over 40 hours of

gameplay. It's the first time

Dragon Warrior and Dragon

Warrior II have been avail-

able in North America since

the early 19905!

CCW1MOP06



mflRKETPLnCE ADVERTISER INDEX

Program

FOR Your

Future!

Earn your B.S. or MS.

in Computer Science

through distance

education.

• Prepare for one of the thousands of

computer science jobs available

• Increase your earning power

• Study from your home or office at

your convenience

• Approved by more than 330 companies

• Follows ACM/IEEE guidelines

• B.S. in Information Systems also available

For a free catalog call

1-800-767-AiCS(2427)

.-fj'C;-. orvisitcs.aics.edu

Free PC Contest

• TUC UlrrOnowyilrN.

30DWiilPS.2ulnlv>i

USI Kn Pro em 5 PCL Q IS4 4>. tuni mMmnl

OFFICIAL CONTEST RULES

www.conlesUDmguteigsminTinildxom! vvt lii Ml tht lomi cn

d ii uxoUvin wUi IN nila Die mwi £« nnr«d bi e-

The cwilui (I open 10 legH residenu ol tie Unded SUtes olio

wore, letoe of any e.mail or eniiy Ig be reterved by til

i 10 lU pAbly. mechorecai condua or filneso. bo ubsOUr-

f onzes. Rues ire notv iniislenUe «id earrat M ledeerned

eh. IiH Dm Uedn rteenee ihe ngN le suhstiD.’a a pnre ol

DECEMBm 2000 cgw.Qimcitdl.con
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Your beeper beeps. Your PDA chimes. You can make a quick call wherever you are. Yup. technology

is an integral part of everyday life. That’s why ZDNet has all the product reviews to help you find

the latest gadget. In fact. ZDNet was named "Best Overall Online Site" by the Computer

Press Association. However technology touches your life. ZDNel's Reviews Channel

has something for you. Because ZDNet is where technology takes you.’“

www.zdnet.com



by Jeff Creen

A Word to Our Sponsors
*r'

' \Jeffs love letter to those who pay our bills

P
uzzle time, kids! What takes up over half this mag-
azine every month, but isn’t written by those hired

to write the magazine? I know it’s a tough one, so

take your time. And no cheating by flipping through the

pages, now! You should have studied.

Okay, ready? Pencils down. The correct answer is: the

ads. Now I know most of you probably got that wrong,

because the ads are so hard to find. But, yes, ads com-
prise the bulk of the magazine. So let’s talk about them.

I hate the ads in this magazine. I loathe them. If I had
ray druthers, CGW would be 100 percent ad-free, with

nothing but page after page of exciting gam-
ing information—preferably not written by

me, because that’d be a lot of work, and
that's not exactly what I signed up for.

But let's not live in fantasyland. Let’s take

off our +1 Elven Cloaks of Naivete and face

reality. CGW is a business—not just a

halfway home for gaming slackers. The fact

is, we must have ads. We must make money.

The lust of the Corporate Gods can only be
sated by green blood.

One of the things I hate most about the ads is just how
lame and ugly they are. Here, the game companies have
this giant space to hit readers over the head with some-

thing cool or funny, and what do most of them do? They
blow it. By my count, there's three approaches used in 95

percent of all gaming ads;

1.

Hey sissy-boy—our buff game will kick your ass,

2.

Look at these breasts.

3,

We know our game kind of sucks, but look—David
Bowie is in it.

man
But, whatever. It's not as if the ads were any better I’d

actually start liking them. No, what I really hate about

the ads is how they distort the perception of our relation-

ship with the game companies. How can we write objec-

tively, readers want to know, when the very companies
we’re writing about are paying us money to advertise in

the magazine? Wouldn't there be pressure on us to play

nice, to go easy on them, so that they keep on paying us?

The answer is a resounding and emphatic no. Never,

not once, in the more than four years that I’ve been here

has anyone from the ad sales side of this magazine even

implied we should go easy on a company, let alone actu-

ally had the nerve to say it out loud. Why? Because they

know better. Because they know that to do so would be

to inspire a raging editorial hissy fit of epic proportions.

Our opinions are all we have here. Take away our right to

say what we really think, even once, and we cease to be

a real magazine. We become just a catalog.

This is so obvious that you'd think even the game com-

panies themselves would understand this. You'd think

that our integrity would be important to them. too.

Because what good is a good review from a magazine
that everyone knows is in your pocket? Wouldn’t you
rather get a good review from editors who are known to

be tough to please? And if you get a bad review, well

yeah, that’s a bummer, but maybe—just maybe—the
editors had good reasons for coming to the conclusions

they did. Right?

But no. Some companies never get it. They get a bad
review from us and they get angry. They get hurt. They
read what we wrote and they think we're out to get

them. So what do they do? They try to “punish" us. They
take their ad dollars away and run home to mommy.

"Why should we play with you guys,” they ask. "when
you’re so mean to us? See if we advertise in your stinky

magazine anymore!" I think every major game company
has pulled this stunt, or at least threatened to, at least

once since we started, and one of them is doing it right

now. Though, oddly, they don't seem to mind taking the

free publicity that goes with getting a cover story.

What jackasses. What babies. You know, I’m sure the

business people on staff here aren't thrilled about it, and
are desperately trying to woo you and your money back,

but here's a message from the CGW editorial staff: We
don’t care. You can spend a million dollars a month, or

you can never come back. Either way, our review criteria

remain the same: We’ll praise the good games, we'll pan
the bad ones. The end. Our job. as editors, is to speak

our minds, not to make you feel good about spending

money on ads. So grow up.

If our opinions are so wrong, then readers will figure

that out and go buy a different magazine. And when
readers stop spending their money on us, we’ll start to

worry. Our readers—and our readers only—have the

power to punish us.

But enough of this. This is the Christmas issue, after

all, and I hate to end it in such a cranky way. So how
about a game recommendation instead? For my money,
you just can’t go wrong with Activision’s ELITE FORCE.
It’s easily one of the best shooters of the year!

Happy holidays, everyone.

What Jeff doesn’t realize is that we bought him
ButtSoft's ResumeMaker 2.0 for Christmas. Send career

advice to jeff_green@ziffdavis.com. K'I'.'/

I loathe the ads in this magazine. If I had

my druthers, CCIVwould he 100% ad-free,

with page after page of exciting gaming info

- preferably not written by me..

Computer GamiiiQ World (iSSfl 0744-6GG7) is published monthly by Ziil Oavis Media, Inc., 28 E, 28lh St, New Vork, NY 10D16. Subscription rale is S27.97 for a one-year subscription (1

2

issues). Canada and all other countries add S16.00 for surface mail. Poslma.ster; Send address clianpes to Computer Gaming World, P.O. Box 57167, Boulder, CO 80328-7167. Canadian GST

renistralion number is 8D5288Q33, Canada Post Inteniab'onal Puii’.'i Mail Product (Canada Distribution) Sales Agreement No. 1058649. Periodicals postage paid at New York, NY 10016 and

additional mailing offices. Prinisd in the U.S.A.
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my notebook
comes with

next-day on-Site
service, and this

afternoon i’ii know
Where that is

DELL'' INSPIRON " ssoo

Design and Affordability

Intel' Celeron'" Processor at 600MHz

12.V' SVGA TFT Display 32MB 100MHz SDRAM
5GB'' Ultra ATA Hard Drive

Modular24X Max CD-ROM
2X AGP SMB ATI Rage Mobility’“-Ml 3D* Video

Li-Ion Battery with ExpressCharge'” Technology

Interna) PCI V.90 56K Capable® FaxModem
MS* Works Suite 2000 MS* Windows’ Me
1-Yr Limited Warranty'

1-Yr Next-Business-Day On-site Service'

1 Year of AOL Membership" Included

IO /IO E-VALUE CODE

^ 10^*7 89239-801013

Tell us where you are. Someone
will come and fix your notebook.
It’s that simple.

Go ahead and ride like the wind. And don't forget to

bring your notebook with you. Because wherever you

end up in the 50 states, it's probably a place where a

technician can arrive on-site to fix your notebook if

something goes wrong. If you have a problem with your

notebook, you can call us 24x7, for a tech to troubleshoot

with you over the phone. Then, if hardware support is

needed, a repair technician can be sent to wherever

you are. It's called Next-Business-Day On-site Service'

and it's available with every Inspiron’" notebook we

sell. Of course, chances are you'll never need someone

to drop by. But if you ever do, just find a phone.

Dell4me’“ is all about helping you get the most out

of your PC. Our award-winning service and support

is just one of the ways we're making it happen.

p^L4me>com
contact us today 800.822.3343 www.dell4me,com D<4L0COM

Includes Windows Millennium Edition— the home version of the world's favorite software.
’’Musi rcyisler (or AOL within 30 days of receiving computer. To avoid paying monthly Ices, cancel during Isl year promolicnal period. Even during promo period, (olephone access charges

Dll your phDiiu hill (call your phone co. lor details) and surcharges for premium sorvices and 800* access mny apply, including in AK. For new. IS<- U.S. members wiih mejor credit card or

clieckmg jccQiiiucriiv Limited lime after.



for newer
technology, you’d
need government
clearance.

Dell's latest and greatest technology can be
yours with or without the background check.

So you forgot to return a few library books and couldn't get into the

FBI Academy. Well, here at Dell'", we don't discriminate. All of our

customers are afforded the latest and greatest technology. Like the New

Inspiron'" 4000, the ultimate balance of uncompromising performance and

mobility. And, of course, we have all of the latest in printers, scanners,

and software. So call on us to help build your perfect system or choose from

one of these great systems below. Even easier than getting a library card.

NEW—Deir” Inspiron’" 4000 Notebook

DELL " NOTEBOOKS:
DELL'' INSPIRON~ 3800

Design and Affordability

Intel' Celeron'" Processor at 600MHz
12. T' SVGA TFT Display

32MB 100MHz SDRAM
5G8‘ Ultra ATA Hard Drive

Modular 24X Max CD-ROM
2X AGP SMB ATI Rage Mobility'”-M1 3D' Video

Li-Ion Battery with ExpressCharge'" Technology

Internal PCI V.90 56K Capable* FaxModem
MS' Works Suite 2000 MS' Windows’ Me
1-Yr Limited Warranty’

1-Yr Next-Business-Day On-site Service*

1 Year of AOL Membership*’ included

it E.VALUECODE

^ 10^*7 89240-801013

As low as S37/Mo., for 48 Mos."

DELL" INSPIRON" 4000

NEW—Thin and Light

Intel' Celeron"' Processor at 600MHz
14. T'XGA TFT Display

64MB 100MHz SDRAM
6GB’ Ultra ATA Hard Drive

Modular 24X CD-ROM Drive

2X AGP SMB ATI Rage Mobility’'-M1 3D' Video

Li-Ion Battery with ExpressCharge'" Technology

Internal PCI V.90 56K Capable’ FaxModem
MS' Works Suite 2000 MS' Windows’ Me
1-Yr Limited Warranty’

1-Yr Next-Business-Day On-site Service*

1 Year of AOL Membership*’ Included

& IAOO E-VALUE CODE
^ I077 89240-801016

As low as S46/MO., for 48 Mos.”

DELL" INSPIRON" soooe

Performance and Mobility

Intel' Pentium' HI Processor at 700MHz
Featuring Intel’ SpeedStep" Technology

NEW 15" Ultra XGA TFT Display

96MB 100MHz SDRAM
20GB’ Ultra ATA Hard Drive

Modular Removable 8X Max DVD-ROM Drive

2X AGP 16MB ATI RageMobility" 128 30'- Video

59WHr Li-Ion Battery

Internal PCI V.90 56K Capable’ FaxModem
MS' Works Suite 2000 MS' Windows' Me
3-Yr Limited Warranty’

3-Yr Next-Business-Day On-site Service*

1 Year of AOL Membership*’ Included

<tOOOO E-VALUECODE^^777 89240-801 029b

As low as S82/M0., for 48 Mos.'



DELL DESKTOPS
DELL ** DIMENSION * L Series H DELL” DIMENSION” 4100 Series

Affordable Desktop Solution

Intel' Pentium' III Processor at 733MHz
64MB SDRAM 7,5GB^ Ultra ATA Hard Drive

15° (13.8" vis) E551 Monitor

Intel' 3D' AGP Graphics 48X Max CD-ROM Drive

SoundBlaster 64V PCI LC Sound Card

PC Speakers

V.90 56K Capable' PCI DataFax Modem
for Windows'

MS' Works Suite 2000 MS’ Windows’ Me
3-Yr Limited Warrant/ 1-Yr At-Home Service*

1 Year of AOL Membership" Included

<tQOO E.VALUECODE
89240-501008b

As low as S25/Ma., for 48 Mos.''

DELL” DIMENSION” 4100 Series

Advanced Performance, Smart Value

Intel’ Pentium* III at 800MHz
64MB SDRAM at 133MH2
10GB’ Ultra ATA Hard Drive

17“ (16.0" vis} E770 Monitor

32MB NVIDIA TNT2 M64 4X AGP Graphics

48X Max CD-ROM Drive

SoundBlaster 64V PC! LC Sound Card

harman/kardon Speakers

V.90 56K Capable' PCI Telephony Modem
for Windows’

MS’ Works Suite 2000 MS* Windows* Me
3-Yr Limited Warrant/ 1-Yr At-Home Service*

Pro8T2 SurgeArrest Surge Protector

1 Year of AOL Membership*” Included

I IOO E-VALUE CODE
^11 WW 89240-501011

As low as $33/Mo., for 48 Mos."

DELL” DIMENSION” xpSBSorles

Advanced Performance, Smart Value

Intel' Pentium* III Processor at933MHz
128MB SDRAM
20GB’ Ultra ATA-100 Hard Drive

17" (16.0" vis, .26dp) M781s Monitor

32MB NVIDIA TNT2 M64 4X AGP Graphics

12X Max DVD-ROM Drive

SoundBlaster 64V PCI LC Sound Card

harman/kardon Speakers

V.90 56K Capable' PCI Telephony Modem
for Windows'
MS' Works Suite 2000 MS' Windows’ Me
3-Yr Limited Warrant/ 1-Yr At-Home Service*

1 Year of AOL Membership*” Included

<t I COO E.VALUECODE

^ I3 y 89240-501015y

As low as S44/MO., for 48 Mos."

Cutting-Edge Technology

Intel® Pentium® III Processor at 1GHz

128MB RDRAM
40GB’ Ultra ATA-100 Hard Drive

19“ (18.0" vis, .26dp) M991 Monitor

32MB NVIDIA TNT2 M64 4X AGP Graphics

12X Max DVD-ROM Drive 8x/4x/32x CD-RW Drive

Turtle Beach* Santa Cruz DSP Sound Card

Harman Kardon HK-595 Surround Sound
Speakers with Subwoofer

V.90 56K Capable' PCI Telephony Modem
for Windows*
MS* Works Suite 2000 MS’ Windows’ Me
3-Yr Limited Warrant/ 1-Yr At-Home Service*

1 Year of AOL Membership*' Included

<tOAOO E-VALUE CODE
^ Vir 89240-501024y

As low as S68/M 0 ., for 48 Mos."

DELL SOLUTIONS;
SOFTWARE & ACCESSORIES

Printers:

HP' DeskJet' 952C, add $199 after $50

HP* Mail-In Rebate (Reg. $249)"

HP' DeskJet* 932C, add $149 after $50

HP® Mail-In Rebate (Reg. $199)”"

Scanners:

HP' ScanJet® 5300Cse, add $199 after $50

HP® Mail-In Rebate (Reg. $249)"

HP® ScanJet' 4300Cse, add $99 after S50

HP* Mail-In Rebate (Reg. $149)"

Power Protection:

Pro8T2 SurgeArrest, add $39

Software:

Ultimate Sports Pack Plus

(Dimension'" only)", add $99

Home Reference 4-pack", add $79

I

FINANCING & SERVICES

Payment Solutions:

Dell'" Purchase Plan - Enjoy easy-to-budget,

low monthly payments. Systems as low as $25

a month" on the 48-Month Purchase Plan. Call

now for fast, simple, and convenient processing,

Dell'" E-Check - One convenient electronic

payment from your checking account

Service Upgrades:
Deli'" Dimension’" Premier 3-Yr At-Home
Service*, add $99

Dell™ Inspiron™ 3800 and 4000 Notebook 3-Yr

Next-Business-Day On-site Service', add $149

Pentium®///

Includes Windows Millennium
Edition— the home version of

the world’s favorite software.

"Must register for AOL within 30

days of receiving computer. To

avoid paying monllily fees, cancel

during 1st year promotional

period. Even during promo period,

tclepliono access charges on your

phone bill (call your piione co. for

details) and surcharges for premium

services and 800# access may
apply, including in AK. For new,

18+ U.S. members with major credit

card or checking account only.

Limited time offer. "Monthly payment

based on 13.99% APR. APR FOR

QUALIFIED CUSTOMERS, OFFER

VARIES BY CREDIT WORTHINESS
OF CUSTOMER AS DETERMINED
BY LENDER. Taxes and shipping

charges extra. From American

investment Bank, N.A. to U.S. state

rcsidonts (including D.C.) with

approved credit Availability may be

limited in sonic states.

Prlcus, specilic3iions, and avsilability may

change without notice. Taxes and shipping

charges extra, and very Cannot be combined

With other offers or discounts. U.S. only. Offer

valid lor Ooll Home Sysioms Co. only. 'For a copy

of our Guarantees or Limited Warranties, write

Dell USA L P., Attn: Warranties, One Dell Way,

Round Rock, Texas 78682. ‘At-Home or on-site

service provided via third-party conlract with

customer. Technician will be dispatchod. if

necessary, following phono-based troubleshooting.

To rocoivo Noxl-Biislness-Day service, Dell

must notify the service provider before 5pm

(customer's time), Availability varies. Other

conditions apply, 'For hard drives, GB means

1 billion bylos; accDSsibio capacity varies

with oporating erivironmeiu. 'Download speeds

limiloit to 53Kbps. Upload speeds are less (about

GUKbps) and vary by modem rnanufacliirer and

online conditions. Analog phone lino and

compaiiblH soivot inquired. ’Softtvara, packaging,

or dooiimnnlation may differ from retail

versions. "For rebate details and coupons, call

Bfl0-72B-9605 for HP. intol, tho Intel Inside logo,

and Peniiuni are rogisterod tradomaiks, and

IniBl SpeedStep and Celeron are trademarks of

Intol Corporadon. MS, MicrosotT, and Windows

are tagistereri trademarks of Microsoft Corporation.

America Online, AOL, and the Triangle logo are

rogistuied soivice marks of America Online,

Inc. 3Coin is a rogisterod Iradomark of 3Com

Corporahon. HP and DeskJet are registered

trademarks of Hcwinlt-Packarri Corporation.

¥i2000 Dell Compiler Corporation. All rights resen.rEd

iK»LL4me,com
contact us today 800.822.3343 www.dell4me.com D44.LOCOM



my peanut butter

and sardine
sandwich?

the pc deii

built for me?
really personalized

Inside your New Dell” PC willbe...
whatever you wont there to be.

DELL” DIMENSION” L Series

Your Dream Machine

Intel* Pentium' III Processor at 733MHz
64MB SDRAM 7.5GB' Ultra ATA Hard Drive

15" (13.8" vis) E551 Monitor

Intel* 3D® AGP Graphics

48X Max CD-ROM Drive

SoundBlaster 64V PCI LC Sound Card

PC Speakers

V.90 56K Capable' PCI DataFax Modem for Windows*

MS* Works Suite 2000 MS* Windows' Me
3-Yr Limited Warrant/ 1-Yr At-Home Service'

1 Year of AOL Membership** Included

<t QOO E-VALUECODE
iTy 89238-501008b

At Dell™, we believe that persona! computers should be,

well, personal. Sure, all Dell PCs come with a powerful

Intel’ processor. But the rest is up to you. You don't have

to be a computer expert. Just tell us what you want to do

with your PC. Personal finances? Let Dell install the killer

financial software you'll need. Music? We’ll set you up, so

you can download and play your favorite tunes. Games?
Education? Internet? Just let us know and we'll make it

happen. And with that Intel processor, it will happen fast.

Keep in mind that your Dell PC will be backed by our

award-winning service and support. Consider it just another

way DelUme'" can help you build your dream machine.

Strange midnight snacks, on the other hand, are your department.

Pentium”///

D^L4me9Com
contact us today 800.822.3343 www.dell4me.com D0LLOCOM

includes Windows Millennium Edition— the home version of the world's favorite software.
'Must rD(jislcr lor AOL within 30 days of roccivitiy computer. To avoid paying monthly fnos, cancel during Isl year nroniotionnl period. Even iliiriny promo period, telephone occoss charges on
your phone hill (oalt your phone co. for details] mill surcharges for premium scrvicos iiriil 800d access may apply, including in AK. For now, 18- U.S. iTUiiiiheiS with wsinr ciedil card or chocking
accoiiiil only. LiinilKd lime olfur.


